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Introduction

About the Net Libram of Wild Magic

This book contains a collection of resource materials for players and dungeon masters playing an AD&D 2nd Edition
game that includes wild magic. All items presented here are written by players who have donated their time and ideas
about wild magic. While Wild Magic originated in the TSR game world The Forgotten Realms, an attempt has been
made to make the material provided here applicable to any game world using AD&D rules.

None of the rules in this book have been approved by TSR, or any other authority on AD&D. Dungeon
Masters are encouraged to go over the Net Libram with their players before introducing it to play, to decide which
sections will be included in the campaign, and which will not.

The Tome of Magic (AD&D 2nd Edition) is highly recommended for any campaign including Wild Magic.
For copyright reasons, no material from TSR books can be included in this or any other public domain net.book.
Therefore, certain required tables, spells, and other information regarding wild magic could not be included in this
book. Where a gap exists in theinformation in this book, a page reference to the appropriate TSR book is given.

Due to the fact that my wild wizard Kdsemédchen has been changed from male to female, all pronouns in this
text have been changed to the feminine form. This is only done for the sake of simplicity, and is not intended to exclude
males from AD&D in any way. If anyone has a better solution to this problem, please e-mail me with your suggestions.

Contradictions with Other AD&D Resources

This book should be considered to be a revision to both the Tome of Magic (AD&D 2nd Edition) and the fifth edition of
the Great Net Spell Book. As these resources are updated, this book will be updated to remain consistent. In most cases
where a spell, rule, or magic item description differ between this book and other resources, the version presented here
provides more detail than the previous version. However, this book specifically contradicts other AD&D resources in
the following cases:

Spell Notation: Throughout this book, the * notation used to denote Wild spells in other AD&D resources is not used.
Rather, Wild is included in the school listing for all Wild Magic spells.

Chaos Magic: This is a fifth level wild magic spell in the fifth edition of the Great Net Spell Book, which is not
included in this book. The spell has identical effects to the eighth level spell Wildzone in the Tome of Magic, except
that Chaos Magic is permanent while Wildzone has a finite duration. Since this makes Chaos Magic a more powerful
spell at a lower level, it is recommended that Chaos Magic be removed from play. It's effects can be duplicated by
casting Wildzone and then Permanency.

Chaos Environment: This spell was listed at seventh level in the fifth edition of the Great Net Spell Book, but has
been changed to ninth level in this book. This is to restore balance to the use of this spell with the removal of Chaos
Magic. As well, since Wild Magic regions can be created with a limited duration using the Wildzone spell, the
description of Chaos Environment has been expanded to deal with that case. Please see the description of Chaos
Environment in this book for more details.

Wild Magic Items: Most items listed in the Tome of Magic as having a chance to be controlled by a Wild Mage do not
explain exactly what aspect of the item can be controlled. These items are listed in this book, with suggestions for DMs'
arbitration of such control.

Changes to the Second Edition

The following changes have been made since the first draft of the Net Libram of Wild Magic:

e  The spells Cyril's Attempted Enhancement (1st level), Cyril's Surge Mastery (2nd level), Cyril's Bungee Snap (3rd
level), Godly Chaos (3rd level), Cyril's Bungee Cord (4th level) and Heisenberg's Uncertain Teleport (6th level)
have been added.

e The spell Paithan's Hot Streak has been moved from 6th to 5th level, in consultation with the original author.



e The descriptions of the spells Natasha's Wildarmour and Natasha's Nasty Wildmine have been edited, in
consultation with the original author.

e A number of Wild Surges that were duplicated have been replaced with new surges.

e The Wild Surge table has been moved to the end of the document, to speed viewing and printing within Microsoft
Word.

e  Suggestions for recharging and causing a retributive strike with the Wand of Wonder have been added to that item's
description.

e A section dealing with the Fabrication of Wild Magic Items has been added to the chapter on Magic Items.

e The items Chaos Blade, Kerchief of Exchange, and Paithan's Heavy Blaster have been added to the Magic Items
chapter.

e To reduce incompatibilities with the DMG, the new powers attributed to the Stone of Good Luck in the first draft
of this Libram have been changed to a new item, called the Stone of Wild Luck.

e  Cyril the Perpetually Counterproductive and Késegott Von Lieblingszigaretten have been added to the NPC Wild
Mages chapter.

Copyright

Some items in this collection are reprinted under copyright by their authors. As well, this entire collection is protected
by anthology copyright held by the editor. This book may be freely distributed for use in AD&D or other FRP games,
without profit, in unaltered electronic or print form. Any other use of this material without prior written consent from

the editor constitutes a breach of copyright.

Contacting the Editor

This book is edited by Marc Sherman. I am a full time student at the University of Waterloo, as well as holding a full
time co-op job as a software engineer; [ work on the Libram in my spare time. While I serve as editor and compiler for
the Libram, I assume no responsibility for the accuracy or playability of anything included. I have attempted to edit all
submissions to ensure consistency and game balance. Please write me if you have any comments, suggestions, or
contributions for future editions of the Libram. I can be reached on the Internet at msherman@zeus.uwaterloo.ca.

Contributing to the Net Libram

Please send me any original material you have regarding wild wizards and wild magic that you'd like to share. Material
of all sorts is welcome, including spells, surges, NPCs, monsters, magic items, or discussions of rules regarding wild
magic. If you have any of the above or different types of contributions to make, please e-mail them to me at the address
above. My preferred format is Microsoft Word, though I can translate just about any file format you can think of. Please
be aware that all submissions are subject to editing before release in a future edition of the Net Libram of Wild Magic.
As well, please follow these guidelines for the various types of submissions:

Spell Guidelines

An active attempt has been made to edit spell submissions for the Net Libram to ensure that the spells here are
comparably powerful to spells published by TSR of the same level. Many of the spells that appear here were raised in
level or lowered in power from the original submissions; players often have a tendency to set the levels of their
researched spells a little low. Please take care to balance the power of your spells with those of similar levels.

If you like, I will forward the final edited version of your spell submissions to Boudewijn Wayers for inclusion in the
next edition of the Great Net Spell Book, as well.

NPC and Monster Guidelines



Please provide a complete write-up for your monsters or NPCs, which follows the formatting, sequence, and style of the
encounters presented in this edition. Be sure to provide a good mix of game mechanics, role playing information,
combat tactics, and character or monster background.

Wild Surge Guidelines

The wild surge table in this collection has been carefully edited from the various percentile tables currently available on
the net. Duplicate entries have been removed, and the many existing tables have been sorted into one complete set of
wild surges. In order to simplify the maintenance and updating of this list, I'd ask that you please check your own wild
surge lists for duplication of items already on this table, and sort the items from bad to good before submission. If you
are submitting a table originally intended for the Wand of Wonder, please reword the surges to refer to the caster of the
surge, rather than the wielder of the wand. It would also be preferable if your submissions were balanced between
harmful and beneficial surges, as well as weak and powerful surges. If you really want to do me a favour, you could
also mark each surge with a number indicating where it fits approximately in scope and power into the current table.
Please note that you needn't send wild surges in groups of 100. I'll collect all surge submissions until I have enough to
create a new table with 800 entries.

Contributors

I would like to extend infinite thanks to the contributors who provided material for the Libram, as well as everyone on
rec.games.frp.dnd. The following people have provided material for the Net Libram of Wild Magic:

Erwin Abrahamse <erwin@zen.et.tudelft.nl> - Editing Wild Surge tables

George Bounoutas <antichrist+@cmu.edu> - Natasha's Spells

Craig Campbell <craigc@csd4.csd.uwm.edu> - Cyril and his spells

Gary Dearman <gdearman@umiami.ir.miami.edu> - The works of Paithan, Silvarus, and Vlaior, Wild Surge
tables, the Wildstone and the complete Deck of Many Things

Orlando de la Cruz - The works of Paithan

Knut Skomedal <skomedal@alkymi.unit.no> - Wild Surge tables

James Fischman - Godly Chaos, Heisenberg's Uncertain Teleport, and the Kerchief of Exchange

Brian David Waak - Wild Surge tables

Boudewijn Wayers <wsbusr1@urc.tue.nl> - Compiler of the Great Net Spell Book

Ed Gatensby (DM), Ken Shaw (Kandar), and Charles Kernerman (Gustov Vanderplotz) - Stone of Wild Luck, and
extra thanks for putting up with me while I learned exactly why they called it wild magic

Editing Notes

I can't remember when or where I found this work, but it was a few years ago. Originally reasonably well formatted in
ASCII, I felt this treasure would really shine if it were presented in a more versatile file format. After lying around on
my puter for a few years, I finally got around to spend a few evenings to clean it up and nicely format it with Microsoft
Word 2000. This is a true gem of "the old school of net creations" are now made available in both Word2k and PDF
formats.

I have not altered anything except for the formatting, some spelling errors, and a few wierd language
constructs — all of the original text is still here.

— Olik
April 22" 2000
Bergen, Norway



First Level

Cyril's Attempted Enhancement (Alteration, Wild)

Level: 1

Range: Special
Components: V,S,M
Duration: 1 round

Casting Time: 5
Area of Effect:  Special
Saving Throw: None

With this spell, the wild mage can attempt to enhance one aspect of the next spell he casts. This second spell must be
cast in the round immediately following the casting of Cyril's Attempted Enhancement. The wild mage first casts this
spell and states the aspect of the second spell he wishes to enhance. Possible aspects include the area of effect, range,
duration, damage, or a -2 modifier to targets' saving throws. However, due to the randomness of the spell, the wild
mage only has a 50% chance of enhancing the second spell. After Cyril's Attempted Enhancement is cast, the DM rolls
1d6. On a roll of 4-6, the chosen aspect of the second spell is doubled. On a roll of 1-3, the chosen aspect is halved and
a wild surge is generated from the incompletely controlled magical energies. Regardless of the d6 roll, the Level
Variation roll must be applied before modifying. If the second spell is not cast in the round immediately after this spell
is cast, the Cyril's Attempted Enhancement is wasted.

The material component for this spell is identical to the spell to be enhanced. Note that this requires the mage
to expend two of each material component in order to cast both spells.

Kasegott's Chaotic Keenness (Ateration, Wild)

Level: 1

Range: 0

Components: V,S,M

Duration: 1 round per 2 levels

Casting Time: 1
Area of Effect:  Caster
Saving Throw: None

This spell grants the caster a +1 bonus to subsequent rolls on the Wild Magic Level Variation table. This bonus remains
in effect for one round for every two experience levels of the caster.

Wild surges are determined using the adjusted roll, and the +1 bonus is applied to the percentile roll for the
surge as well.

The material component of this spell is a rabbit's foot, four leaf clover, or other good luck charm. The charm
cannot be purchased; the caster must create the charm on her own; by killing the rabbit and curing the foot, or finding
the clover in a patch, etc. Any charm may be ruled valid by the DM, though it must be similarly difficult to come by.
While this charm is not consumed by the spell, the caster should take care that a perishable charm like a rabbit's foot or
a four leaf clover are suitably preserved.

Second Level

Cyril's Surge Mastery (Invocation/Evocation, Wild)

Level: 2
Range: Special
Components: Vv, S



Duration: Instantaneous
Casting Time: 2

Area of Effect:  Special
Saving Throw: None

This spell is similar to the first level spell Nahal's Reckless Dweomer, in that it releases the power of a wild surge, in
the attempt to create a useful effect. Unlike Nahal's Reckless Dweomer however, this spell does not allow the caster to
name an "attempted" spell. To balance this drawback, the caster has a 33% chance of controlling some aspect of the
surge created.

When this spell is cast, the caster should name a target. The DM then rolls up a surge, adding the caster's level
as a modifier, and rolls a d6. If the d6 is 1-4, the surge proceeds as rolled. However, ifa 1 or 2 is rolled, the DM should
read the surge to the caster, and give the caster an opportunity to control some aspect of the surge.

For example, if the surge "A fireball explodes centered on the caster" is rolled, the caster could choose to
exercise control by saying "The damage from the fireball is the minimum possible." Another example would be to set
the duration of the surge "The target is slowed" to the maximum possible. Aspects that can be controlled include
damage, duration, area of effect, range, and a +2 or -2 modifier to saving throw. Aspects that are given in random
ranges (such as 2d6 or 1d6 + 1 round per level) can be altered to at best the maximum or minimum of the possible
range. Aspects that are given in absolute numbers can be halved or doubled.

If the surge rolled states that the "attempted" spell succeeds in some way, the DM should re-roll the surge, as
there is no attempted spell with Cyril's Surge Mastery.

Kéasegott's Neon Hit Points (Divination, Wild)

Level: 2

Range: 0 (must be centered on caster)
Components: V,S,M

Duration: 1 round per 2 levels

Casting Time: 2
Area of Effect:  60' radius circle from caster
Saving Throw: None

This spell affects a number of creatures within the area of effect equal to half the casters level rounded up. The creatures
affected are randomly determined from all creatures in the area of effect, not including the caster. Note that the spell
does not discriminate between the caster's friends and foes.

The spell causes the targets' hit points to flash in a bright neon colour above the targets' head. This number will
appear in the native language of the caster; anyone who can read this language can read the hit point number as well.

Creatures who are held, petrified, asleep, unconscious, or otherwise inactive are not included in the random
determination. Creatures who are invisible, hiding in shadows, or otherwise unknown to the caster, are likewise not
included. A creature under the effects of an illusion which the caster has not disbelieved will have the illusory hit points
flash, rather than their actual hit point values.

The above restrictions only apply to the initial random determination of targets. If a creature affected by the
spell becomes unconscious, petrified, invisible, etc., the hit points continue to flash over their head. If one of the targets
was under the effect of an illusion and the caster subsequently disbelieves it (or its duration expires), the neon hit points
will update to show the new perceived value.

Note that while the concept of hit points is one of game mechanics, and in actuality has no meaning the player
characters observing this spell's effects, the number shown can be interpreted by the characters as a relative measure of
strength and health of the creatures affected.

The material component of this spell is a small piece of coloured glass.

Kasemadchen's Improved Reckless Dweomer (Invocation/Evocation, Wild)

Level: 2
Range: Special
Components: None
Duration: Special

Casting Time: 1
Area of Effect:  Special
Saving Throw: Special



This spell is identical to the first level spell Nahal's Reckless Dweomer, except that it has no verbal or somatic
components. The wild wizard creates a surge with this spell from the sheer force of her will. Because no time is spent
gesticulating and chanting, as with the first level spell, this version is quicker to cast, as well. This spell is very useful as
a last resort in situations where the caster is bound and gagged, or otherwise unable to take any useful action.

Third Level

Cyril's Bungee Snap (Evocation, Wild)

Level: 3

Range: 30 feet per level
Components: V,S,M
Duration: Instantaneous

Casting Time: 3
Area of Effect: A magical cord 10 feet long per level
Saving Throw:  Special

This unique spell allows the wild mage to pull wisps of raw magical energy directly from the Astral Plane to create a
magical "bungee" cord. (The term "bungee" was chosen by Cyril. He had heard the word long ago and didn't know what
it meant, but has always liked how it sounds. He believes it to be from a long-forgotten language.) Two loops on the
ends of the cord are then looped over two items/creatures. After the mage has looped the cord and released control of
the magic, the raw magical energy in the cord collapses in upon itself, pulling the two items/creatures together at a
magnificent velocity. Only creatures who are magically anchored or objects that are securely attached to something else
are immune, although the DM may allow a Bend Bars roll for a character who reacts quickly to grab onto something.

Note that there must be some way for a magical cord to fasten itself to each item. For example, a tree can be
easily looped, but a wall can only be looped if there are protrusions or other fastening points for the cord.

The two items/creatures are drawn together and will hit each other. Items drawn against items must save vs.
crushing blow or be broken into no less than 50 pieces. An item drawn against a person need not save, however, the
person will take "falling damage" in accordance with their previous distance from the object (1d6 per 10 feet;
maximum: 10d6). If the item is particularly small, the DM may impose less damage. (Cyril prefers bouncing people off
of walls with this spell.) If two people are drawn together, each takes "falling damage" for 1/2 their previous distance
apart.

In all cases, the DM may call for Strength or Dexterity checks to hold onto items and saving throws vs. fall to
check for item damage. In the case of one creature drawn to an item, a saving throw is allowed for 1/2 damage. No
saves are allowed for two creatures drawn to each other.

The material component for this spell is a piece of string, looped at both ends.

Godly Chaos (Invocation, Wild)

Level: 3
Range: 0
Components: V,S,M
Duration: Special
Casting Time: 1 hour

Area of Effect:  Caster
Saving Throw: None

This spell, when cast while the wizard is memorising her spells for the day, calls upon the Gods of Chaos to grant the
wild wizard a small amount of priestly power. The wizard can substitute one or more of her or her spells to be
memorised for priest spells of the sphere of Chaos two levels lower. For example, the wizard can memorise the spell
Random Causality (a third level priest spell of the sphere of Chaos) in place of a fifth level wizard spell.

This spell can only be cast if the wizard is in good standing with the local Gods of Chaos. If the wizard has
fallen out of favour with these Gods, or has never been religious in the first place, no Gods will hear the request, and the
casting of Godly Chaos will be wasted.

Note that the chance of spell failure penalty for low wisdom must be rolled when the granted spell(s) are cast,
if applicable. Failure indicates that the spells are lost, without replacement (unless Godly Chaos is cast again the next
day, of course).



The material components of this spell are offerings of incense, and other valuable items, worth no less than
200 GP per level of priest spell(s) requested, which are burned in prayer during the casting of this spell. Any material
components of the granted priest spells must be available when those spells are cast, although an inscription of the
wizard's sigil can substitute for a holy symbol.

Gymlainac's Lightbend (Alteration, Wild)

Level: 3

Range: Touch

Components: V.S

Duration: 1d4 + 1 round per level

Casting Time: 3
Area of Effect:  Creature touched
Saving Throw: None

This wild magic spell bends light waves around the recipient, creating an effect similar to the second-level spell Blur
and a Cloak of Displacement. The recipient's form is both blurred and sways (regardless of movement), making her
much more difficult to hit. When the spell is cast, roll 1d4 to determine the armour class and saving throw bonus. This
spell was developed by the wild mage Gymlainac, in an effort to create a wild magic version of Invisibility.

Natasha's Nasty Wildmine (Invocation/Evocation, Wild)

Level: 3

Range: Touch

Components: V., S

Duration: Permanent until triggered
Casting Time: 1 round

Area of Effect:  Touched object
Saving Throw: None

When this spell is cast, a chosen object held by the caster will radiate wild magic. The next time that the object is
touched (even if it is by the caster), a wild surge will be triggered. . The effective level of the caster is added to the
percentile roll, as per the spell Nahal's Reckless Dweomer, but no luck magic such as Hornung's Surge Selector applies
to this surge (as the caster may not be present to select the surge). Any surge that indicates that the intended spell takes
effect will not have any effect. The object or creature that touched the object is treated as the target of the surge, while
the object itself is treated as the caster.

Natasha's Wildarmour (Invocation/Evocation, Wild)

Level: 3

Range: 0

Components: V,S,M

Duration: 1d6 + 1 round per level

Casting Time: 3
Area of Effect:  Caster
Saving Throw: None

This spell causes the caster's body to radiate wild magic. Whenever the caster is hit for damage in melee, a wild surge is
rolled. The effective level of the caster is added to the percentile roll, as per the spell Nahal's Reckless Dweomer, and
any luck magic such as Hornung's Surge Selector or a Stone of Wild Luck active on the caster at the time of the surge
may be applied. Any surge that indicates that the intended spell takes effect will not have any effect. The material
component is a small piece of metal. Note that this spell only effects melee attackers; ranged attacks will not cause a
surge.



Fourth Level

Chaos Vision (lllusion/Phantasm, Wild)

Level: 4

Range: 30 feet per level
Components: V,S

Duration: 1 turn per level

Casting Time: 2 rounds
Area of Effect: 30 feet per level radius sphere
Saving Throw: None

This spell offers some protection from teleport spells by constantly shifting and shaping what an area looks like. Thus a
wizard cannot use information gathered previously to teleport to the effected area as the surroundings will have
seemingly changed. Objects located in this environment or entering it will be effected also, first appearing as one object
or animal and then shifting to another.

Another use found for this spell is as a trap. Slimes, moulds and other creatures that don't need senses to attack
can be placed in this environment and effectively are invisible. Any attacks on anything in the area of effect is hindered
by a -4 modifier to hit.

Note that true seeing and similar magics that see through illusions will likewise penetrate this one. The illusion
itself will not cause any damage, although it may cause characters to react in such a way as to hurt themselves. The
main purpose of this spell is simply to constantly conceal.

Cyril's Bungee Cord (Evocation, Wild)

Level: 4

Range: 30 feet per level
Components: V,S,M

Duration: 1 round per 2 levels

Casting Time: 4
Area of Effect: A magical cord 10 feet long per level
Saving Throw: None

This spell creates a cord similar to the one created with Cyril's Bungee Snap. However, there are a few notable
differences.

This cord will loop itself over the caster and one other creature within the range of the spell. On the round after
the casting, the two will be drawn together to meet in the middle of the cord. They will not hit each other, however, and
will pass harmlessly past oneanother until the cord stretches out to its original length. In essence, the two switch places
"in between" rounds. During the "in between" round switching, both are allowed a melee or item attack on the other
when they meet in the middle. These attacks are made at +2 to hit.

The cord will continue to switch the two back and forth for its full duration unless cut. The caster can cut the
cord at any time. Any other character may cut the cord by successfully Dispelling it or by inflicting damage to it with
slashing weapons. The cord has an AC of -2 and as many hit points as the caster has levels. If the cord is cut before the
full duration has been reached, a wild surge results. The person who cut the cord is treated as the caster and the person
attached to the cord and furthest away from the cut point is treated as the target for the wild surge result. If the caster
cuts the cord, her level is added to the surge roll, as per Nahal's Reckless Dweomer.

Both the caster and the target may take any normal action during regular rounds (between switches), but all
actions are at +6 penalty to initiative. Movement is restricted to 1/4 the normal rate. AC bonuses for high dexterity are
lost while in the cord, as are dexterity bonuses to hit with missile weapons. If either the caster or target move such that a
solid object is between them, they are still drawn together, but will take "falling damage" much as in Cyril's Bungee
Snap, and the cord will be cut, causing a wild surge.

The material component for this spell is a piece of gold wire, looped at both ends.

Kasemadchen's Wild Runestones (Divination, Wild)

Level: 4
Range: Special



Components: V,S, M
Duration: Special
Casting Time: 1 round
Area of Effect:  Special
Saving Throw:  Special

This powerful spell gives a wild wizard access to many spells of the school of Divination. Like the spell Wish, however,
this flexibility does not come without a price. Every casting of this spell has a high probability of causing a wild surge.

When the spell is cast, the caster should roll a d4. If this roll is a 1, 2, or 3, that is the level of divination which
the spell produces. The caster may then name any divination spell of the level rolled with which she is familiar. If the
named spell is in the wizard's spell books, success is guaranteed. If the caster has seen the spell cast in the past, but does
not know it herself, the DM should roll for the caster's Spellcraft proficiency, at a penalty depending on how recently
and how many times the caster has seen the spell. A failure on the Spellcraft roll will cause a wild surge on the spell
attempted.

If the wizard rolled a 4 on the d4, a wild surge is caused. The wizard may name any divination spell, even one
of a higher level than she can cast, that she has even a vague passing familiarity with, for this surge.

If a divination spell is successfully cast via this spell, the range, duration, area of effect, and possibility of
saving throw should be taken from the divination cast. The material component of this spell is a finely carved set of
rune stones, worth at least 1000 GP, which is not consumed by the spell. The wizard must have a surface available on
which to cast the runes and be able to study them for a round for the spell to be cast successfully.

Fifth Level

Paithan's Hot Streak (Reversible) (Enchantment/Charm, Alteration, Wild)

Level: 5

Range: Touch

Components: V,S

Duration: 1d6 + 1 round per level, Special

Casting Time: 5
Area of Effect:  Creature touched
Saving Throw:  Neg. (reverse only)

This extremely potent spell gives the target a run of good luck. This run of luck is accomplished by applying the margin
by which each die roll is succeeded as a modifier to the next. If the first die roll after the spell is cast is failed, the spell
dissipates without effect. However, if this roll is successful, then the margin of success is taken as a modifier for the
next roll. The spell will expire at the end of the duration, or upon the first failure of a die roll.

Note that this spell only applies to die rolls which have the concept of success vs. failure. For example, the
spell will apply to to-hit rolls, but will not apply to damage rolls. Other common die rolls to which this spell applies
include thieving ability rolls, saving throws, and proficiency checks.

Modifiers on d20 rolls are converted to and from percentile rolls at the rate of 1/20 = 5%. For example, if a d20
roll is made by a margin of five, and the next roll is on percentile dice, the modifier would be 25%. Conversely, if a
percentile roll is made by 36%, and the next roll is on d20, the modifier would be 7 (percentile modifiers are rounded to
the closest 5%).

Regardless of the modifiers being applied to the roll, a natural roll of 1 on d20 or 01-05 on d% will fail and
break the streak. Of course, if low is good on a given roll, these failure numbers will be a natural 20 or 96-00.

When a hot streak ends, there is a chance that there will be a probability backlash. There is a 5% chance per
roll affected by the hot streak that the subject will automatically fail on the next die roll after the hot streak is over.

The reverse of this spell, Paithan's Cold Streak, causes the victim to have a penalty applied to each roll that is
equal to the margin of failure on the previous roll. A successful roll will break the cold streak. The victim is allowed a
save vs. spells, which if made negates the spell. However, if the save is failed, the margin of failure is used as the
penalty on the next die roll. Like it's reverse, a cold streak is broken if a critical roll is made (20 on d20 or 96-00 on
d%). Similarly, when the streak is broken, the probability backlash may cause the next roll to automatically succeed.

A cold streak cannot be ended prematurely by Dispel Magic. A Remove Curse has a base 55% chance to
remove the spell, modified by plus or minus 5% per difference in the levels of the casters (cf. Dispel Magic).



Sixth Level

Heisenberg's Uncertain Teleport (Alteration, Wild)

Level: 6

Range: Touch
Components: v

Duration: Instantancous

Casting Time: 2
Area of Effect:  Special
Saving Throw: None

This spell is a compromise between the fifth level spell Teleport, and the seventh level spell Teleport Without Error. It
allows the wild mage to improve her chances of teleporting on target by up to five categories on the Teleport table,
however these category improvements must be split between separate rolls for position and velocity.

Unlike the standard Teleport spell, the wizard must roll twice on the error table (see Players Handbook page
172). The first roll indicates the error in position, as in the normal Teleport spell. The second roll determines the error in
velocity — a high roll indicates that upon arrival, the caster will be flying up into the air, and a low roll indicates that
the caster will be flying down towards the ground. The speed of travel is equal to 1 foot per second for each 1% by
which she is in the high or low region on the table. This added velocity will add 1 hit point of damage per foot per
second to any falling damage incurred, as well as stunning the wizard for 1 round per foot per second (even if no falling
damage is incurred; if the wizard arrives on target but travelling down at 12 feet per second, she will not take any
damage, but will be stunned for 12 rounds).

The five categories of improvement can be applied to either of the two rolls, at the wizards preference. For
example, a wizard teleporting to an area never before seen may choose to apply three categories to the position roll
(thus rolling on Studied Carefully for position) and two categories to velocity (rolling on Seen Casually). Any
improvement beyond Very Familiar results in no possibility of error.

Note that unlike the spell Teleport Without Error, this spell cannot be used for inter-planar travel.

Paithan's Fiasco (Enchantment/Charm, Alteration, Wild)

Level: 6

Range: 10 yards
Components: V,S, M
Duration: 1 round per level
Casting Time: 1 round

Area of Effect: 1 creature
Saving Throw: Neg., Special

This potent spell is an improved version of both Unluck and Bestow Curse. It shifts the probability patterns into a
dramatically negative pattern, causing bad results even when they would be highly improbable. The target of the spell
gets one saving throw to avoid the spell entirely. If the save fails, the affected creature acts at -4 for the duration of the
spell. This applies to everything: attack rolls, damage rolls, saving throws, proficiency checks, armour class, etc. The
spell is cumulative with Unluck and Bestow Curse.

Furthermore, the target must save every round for the duration of the spell or a fiasco will occur. If this
happens, the target suffers horribly bad luck. The DM must judge what the absolute worst thing that could happen to the
character that round is, and apply it. If the target fails a saving throw, she may suffer maximum damage possible. If she
is in melee, her weapon may break. If she is casting a spell, it may backfire and affect her. Whatever the effect, it is
drastically bad. At the very least, the target may slip and fall prone in front of her enemies.

Every time a fiasco occurs, there is a 10% cumulative chance that the spell breaks (if this happens, all fiasco
and Unluck spells affecting the target also break). In any case, when the spell ends, there is a 50% chance that the target
will be affected by the reverse effect of Unluck in the next round, as she "rebounds" from her stretch of bad luck.

The potency of this spell carries a risk with it. When cast, if the caster's Wild Magic Level Variation roll is
below 4, a backfire occurs as follows:

1420 Effect
4 Spell functions as normal
3 Caster and target effected
2 Only Caster effected
1 Caster effected by both Paithan's Fiasco and Unluck.



The material component of this spell is a bit of fur from a black cat.

Ninth Level

Chaos Environment (Alteration, Wild)

Level: 9

Range: 10 yards per level
Components: V,S,M
Duration: Special

Casting Time: 1 turn
Area of Effect:  Special
Saving Throw: None

This spell is similar to the fourth level spell Chaos Vision. However, rather than producing an illusion as Chaos Vision
does, this spell produces a very real effect. The ground constantly rolls and twists, and objects from the wizard's mind
appear and disappear.

All creatures and objects in the Chaos Environment are constantly polymorphing, once each round. Note that
creatures polymorphed will need to save vs. spells each round to keep their former identity and not take on a new one.
All creatures and objects will polymorph back to their original form upon leaving the area of effect.

A person entering this environment had best carry nothing with her or risk losing it as it turns into some form
which might not be carryable. People have to make system shock rolls every turn, for the stresses will tear even the
mightiest hero apart, given time.

All damage from being crushed, attacked, and otherwise affected by the spell are real, caused by real creatures
and environmental changes in the area. A general rule of thumb for damage caused by the constant changes in the
environment is 1d6 hit points per round. However, DM's are encouraged to devise specific environmental changes, and
apply damage as appropriate.

The material component of this spell is a Wild Magic region, which is consumed by the spell. The area of
effect fills the area previously formed by the Wild Magic area. The duration of the Chaos Environment is the duration
remaining on the Wildzone which created the Wild Magic region used.

Complete List of Wild Magic Spells

This section lists all Wild Magic spells by level, and includes a reference to the book in which these spells are
published. (ToM) refers to the Tome of Magic, AD&D 2nd edition, published by TSR Inc. (NLWM) refers to this book,
the Net Libram of Wild Magic. Reversible spells are shown in italics. Please note that references to the Great Net Spell
Book are not included here, as all wild magic spells from that book are reprinted in this Libram (except as noted in
Contradictions with Other AD&D Resources on page 2).

First Level

Cyril's Attempted Enhancement (NLWM)
Hornung's Guess (ToM)

Kisegott's Chaotic Keenness (NLWM)
Nabhal's Reckless Dweomer (ToM)
Patternweave (ToM)

Second Level

Chaos Shield (ToM)

Cyril's Surge Mastery (NLWM)

Hornung's Baneful Deflector (ToM)

Kisegott's Neon Hit Points (NLWM)

Kédsemédchen's Improved Reckless Dweomer (NLWM)
Nahal's Nonsensical Nullifier (ToM)



Third Level

Alternate Reality (ToM)

Cyril's Bungee Snap (NLWM)
Godly Chaos (NLWM)

Fireflow (ToM)

Fool's Speech (ToM)

Gymlainac's Lightbend (NLWM)
Natasha's Nasty Wildmine (NLWM)
Natasha's Wildarmour (NLWM)

Fourth Level

Chaos Vision (NLWM)

Cyril's Bungee Cord (NLWM)
Kéasemiddchen's Wild Runestones (NLWM)
There/Not There (ToM)

Unluck (ToM)

Fifth Level

Paithan's Hot Streak / Paithan's Cold Streak (NLWM)
Vortex (ToM)
Waveform (ToM)

Sixth Level

Heisenberg's Uncertain Teleport (NLWM)
Paithan's Fiasco (NLWM)

Wildshield (ToM)

Wildstrike (ToM)

Seventh Level

Hornung's Surge Selector (ToM)
Spell Shape (ToM)

Eighth Level

Hornung's Random Dispatcher (ToM)
Wildzone (ToM)

Ninth Level

Chaos Environment (NLWM)
Stabilise (ToM)

Wildfire (ToM)

Wildwind (ToM)



Fabrication of Wild Magic Items

The creation of Wild Magic items, or even a conventional item created by a Wild Mage, is a risky proposition. Creating
items requires the casting of many spells, each of which has a 1/20 chance of causing a Wild Surge. Causing a wild
surge in the creation of a magic item is not immediately considered to interrupt the Enchant an Item in progress;
however, if the wizard spends any time dealing with the surge, such as fighting a conjured monster, the Enchant an Item
will be interrupted, and must be restarted.

Note that in cases where the spell Nahal's Reckless Dweomer is required in the creation of a magic item, such as the
Wand of Wonder, a physical surge will only occur if a surge is rolled on the Level Variation table for a given casting. If
a surge is not rolled, the wild magic released by the spell is absorbed into the power of the item being enchanted, to be
released at the wielder's command.

Rods

Paithan's Radioactive Rod

This strange item was accidentally created from a piece of lab equipment by the wild mage Paithan Quinthani. Since
she could not determine it's function, and thought it might be dangerous, she rather carelessly discarded it. Its current
whereabouts are unknown.

The rod is of pure silver, a little over six inches long, and about as thick around as a man's little finger. It is
continuously cloaked in a glowing, red-violet aura, and is warm to the touch. Many mages will misidentify the aura as
some sort of harmful radiation.

In fact, the rod is cloaked in a double-strength fire shield. If anyone strikes the rod forcefully, the aura will
extend to that person, doing twice the amount of damage she would have inflicted. The rod can be used as a melee
weapon, doing 1 point of damage, plus 2 points of flame damage, per strike. No damage is done to large creatures. The
rod is treated as a +0 weapon for determining what it can hit.

The rod can also be used to parry melee attacks (see The Complete Fighter's Handbook, p 70). If the parry is
successful, then the attacker takes twice as much damage as she would have inflicted. However, the rod is not meant to
be a weapon, and if any attacker ever hits the rod with a natural roll of 20, the rod breaks. The attack will continue
through to the parrying character with reduced force (doing half damage). The attacker still takes flame damage, but the
fire shield goes out forever when the rod is broken.

Furthermore, the rod is rather short, and has no hilt. If the wielder of the rod rolls a natural 1 when trying to
parry, she has managed to get her hand hit by her attacker. She takes half of the attack's normal damage (even if the
attack would have missed), and her hand will be crippled and unusable for a length of time depending on the severity of
the attack (if the parry was against a kobold's club, the hand might be numbed for several rounds; if the parry was
against a frost giant's axe, the hand might be so badly damaged that a Heal or even a Regeneration spell is required to
fix it).

Although Paithan's radioactive rod is, in general, a stable item, it has one dangerous drawback. If it ever fails a
saving throw versus magical fire, the rod will self-destruct. This self-destruction will release a great deal of magical
energy, and is likely to both spectacular and injurious to those in the immediate vicinity.

Wands

Wand of Wonder

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may cast any spell that she has learned, even if it is not memorised, by expending one
charge for each level of the spell.



The Wild Surge tables in this Libram may be used as expanded tables for the Wand of Wonder's effects if
control is not successful, or if it is used by a conventional wizard. If the DM approves, the Wand of Wonder may be
recharged with the use of the spell Nahal's Reckless Dweomer.

At the DM's discretion, the Wand of Wonder may be capable of a retributive strike. This is when the wielder of
the wand breaks it in half, releasing all of it's stored power in an explosion of Wild Magic. A retributive strike with the
Wand of Wonder would create a permanent Wild Magic region in the area of the strike, as well as immediately
releasing one surge per every five charges remaining in the wand.

Please see the Dungeon Master's Guide for more details on this item.

Miscellaneous Magic

Amulet of the Planes

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may name the plane to be travelled to. Note that the wizard must have had some form of
contact with that plane in the past, either actually having visited it, having encountered a creature from that plane, or
simply having heard stories about the plane around a camp-fire.

Please see the Dungeon Master's Guide for more details on this item.

Bag of Beans

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may state what grows when the bean is planted. The DM must decide if the request is
reasonable, and if the player is being a munchkin, the DM is encouraged to interpret her request exactly, much like a
wish gone bad.

Please see the Dungeon Master's Guide for more details on this item.

Bag of Tricks

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may name the creature that emerges from the bag. Note that the player must research what
the possible creatures are; if she names a creature that is not on the list of possible creatures in a bag of tricks, that use
of the bag is wasted.

Please see the Dungeon Master's Guide for more details on this item.

Deck of lllusions

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may name the illusion formed by the deck. This illusion must be named by the actual effect,
not the playing card used to represent it. If the illusion named is not possible in the deck, or if that card has already been
used up, a blank card with no effect will emerge from the deck.

Please see the Dungeon Master's Guide for more details on this item.

Deck of Many Things

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may name the card drawn from the deck. This card must be named by its actual name, not
the playing card used to represent it. If the card is not a valid card in the deck, then a random card is drawn.

In addition to the 13 and 22 card versions described in the Dungeon Master's Guide, there is a 54 card version
of the Deck of Many Things. It's cards are as follows:



Jokers:

Spades:

Hearts:
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Jester — See the DMG.

Fool — See the DMG.

Ruin — See the DMG.
Euryale — See the DMG.
Rogue — See the DMG.

Knife — Assassins and thieves beset your family. The character somehow becomes the target of a
powerful individual or organisation. The thieves and assassins will target those closest to the PC, and
will always strike surreptitiously. The assaults will not end until the PC is alone and ruined, or dead,
or until she defeats her new enemy.

Adder — You are afflicted with a wasting disease. The disease causes body rot, and will be fatal in
d12 weeks. Every week, the PC permanently loses 2 points of charisma, and there is 25% chance that
one point of constitution will be lost as well. The disease negates all cure wounds spells, and hit
points are only gained back at 10% of the normal rate. The disease cannot be cured unless the PC is
first subject to a remove curse by a caster of at least 12th level.

Dwarf — Insanity. Treat the characters if she were under the effect of a confusion spell, until the
result "wander away" is rolled. At that point, the character becomes catatonic, and remains so until
provoked, at which point she enters a homicidal mania until the provocation ceases. Then the
catatonia returns.

Hanged Man — Become a wanted criminal. Evidence is found linking the character - presumably
incorrectly - to a most heinous crime (mass murder or treason, for example). The character faces
certain conviction if caught, unless she can find some way to unequivocally prove her innocence (for
example, by finding the real criminal).

Gypsy — Your soul is coveted in the nether planes. Typical entities who covet souls are greater
demons and devils, and night hags. Agents will be sent to collect (typically succubi or night hags),
increasing in power until the character submits. The harassment may be ended by a number of means;
seeking sanctuary from a powerful good patriarch or a spell of non-detection are but two possible
solutions.

Pit — Lose your most precious possession. The loss is instant, and can only be reversed by a wish.

Blind Man — Lose your sight and gain d4 wisdom, or keep your sight and lose d4 wisdom. If the lost
sight is ever restored, the wisdom gain is lost.

Harlot — Kill within 24 hours or your sex will change. The being to be killed must be intelligent.
Balance — See the DMG.

Donjon — See the DMG.

Throne — See the DMG.
Key— See the DMG.
Knight — See the DMG.

Sword — Favourite weapon gains a +2 bonus. The card will enchant non-magical weapons. If the
weapon is already magical, the +2 adds to its current bonus. No weapon will increase to more than +5.
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Chalice — Go up one level. The PC automatically goes up to the minimum experience point total for
the next level.

Leprechaun — Gain good luck. In game terms, the character is allowed to re-roll any one die roll per
game day.

Crown — Gain fame and fortune. The character's fame starts to spread shortly after the card is drawn,
and, along with this, she gains personal power. She will slowly attract followers equivalent to those

drawn by a ninth level fighter.

Sibyl — Gain the ability to see the future. The prophetic ability is equivalent to the prophesy medium
power in The Complete Priest's Handbook.

The Lion and the Mouse — Gain the friendship of an important person. The friendship gained is of
someone powerful and important, such as a nobleman, mayor, or high level wizard.

Shield — +2 protection. The +2 applies to AC and all saving throws.

Lady — Negate the effects of any one card. The power of the Lady can affect any card in the same or
any other Deck of Many Things. It functions whether or not the effect in question has already taken
place, and whether or not it befell the drawer, or someone else.

Gem — See the DMG.

Fates— See the DMG.

Sun — See the DMG.

Moon — See the DMG.

Star — See the DMG.

Beggar — Never be penniless. This card only protects the character from absolute poverty -- as long
as she lives, she will have enough money for food and shelter, at the least. Attempts to cheat the card
by temporarily "giving" money away will fail.

Wheel — Reincarnated upon death. Use the table for the wizard spell reincarnation.

Hourglass — Longevity or restored youth. The card either grants 50 years longevity, or a return to the
base starting age, at the PC's option.

Seven Sisters — Become attractive to the opposite sex. The character merely becomes incredibly
sexually attractive to members of the same or similar races, and of the appropriate sex. Her
appearance, charisma, and personality do not change.

Lamp — Gain the service of a genie. The genie serves for a year and a day, or will grant three wishes,
if it is powerful enough and its master so requests. The type of genie is as follows (roll a d12): 1-6
Djinni; 7-9 Efreeti; 10-11 Dao; 12 Marid.

Dragon — Gain the ability of treasure finding. The ability is equivalent to that bestowed by a potion
of treasure finding. It may be used once per day, for up to six turns.

Black Cat — Disaster strikes your worst enemy. Something truly bad befalls the character's worst
enemy. Whatever it is, it should benefit the character, and harm her enemy.

Tilted Balance — One attribute may be raised to 18, one must be lowered to 3. The ability loss is
mandatory, although the gain is optional. If a fighter raises her strength to 18, she may roll for

exceptional strength.

Comet — See the DMG.
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Vizier — See the DMG.

The Void — See the DMG.

Flames — See the DMG.

Skull — See the DMG.

Thief — Your death is stolen from you. The character's death is stolen by a Nabassu in the Abyss.
Upon death she becomes a ghast in the demon's service, preventing resurrection. The only way to gain

one's death back is to slay the Nabassu who stole it.

Flaming Wheel — You are plane shifted. The character and all within 20' are shifted to another plane.
Use the table for Hornung's Random Dispatcher.

Sepulchre — Age to venerable. The character ages to venerable age, suffering all of the appropriate
attribute losses.

Seven Warriors — Gain the enmity of strangers and become a berserker. Strangers are automatically
wary and distrustful of the character, though this can be overcome with time. She suffers a -5 reaction
adjustment. Furthermore, the character enters a berserker rage when in melee combat and will attack

the nearest creature until dead, or until no living creature is within 60'.

Fury — The deck explodes. The card explodes in an 8-die fireball. It then reappears in the deck,
which is unharmed.

Scorpion — You are polymorphed into a small insect, as per the Polymorph Other spell.
Coward — Defeat your next opponent single-handedly or lose one level. This is exactly the reverse of
the Comet. The character must single-handedly defeat the next monster(s) encountered or move the

mid-point of the previous level.

Black Rose — Become a neuter. The character loses all physical evidence of gender, and loses
interest in sex. Neuters have a tendency to become plump and passionless.

Talons — See the DMG.

Idiot — See the DMG.

Kerchief of Exchange

This item appears to be a finely stitched handkerchief. If examined with Detect Magic, it will exhibit a strong aura of

alteration.

When the Kerchief is placed over any magic item, such that the item is covered completely, when the Kerchief
is removed, the item will have been disappeared. In its place may be a different item of greater or lesser power, or even
non-magical items. While the Kerchief can be a blessing when it gives the user a powerful item in exchange, it is a
curse when it replaces a fine wand with a pile of wood chips.

When a magical item is completely covered, the DM should roll 1d10 on the following table to determine what
is found when the Kerchief is removed:

1.

2.

The original item, crushed into bits.

A cursed item of the same class as the original.

A small bronze statue of [roll on the Harlot table of the 1st edition DMG, page 192].
The original item's experience point value in copper pieces.

An item of the same class as the original item, worth at most 1/5 the experience points.



6. An item of the same class as the original item, worth approximately the same amount of experience points
(between 75% and 150%).

7. The original item's experience point value in platinum pieces.
8. Anitem of the same class as the original item, worth between three and five times the experience points.

9. The item of the same class as the original worth the most experience points. If no item is worth more than
the original, add a special bonus to the original item.

10. Any item (roll randomly on the item chart) worth no more than five times (no minimum) the experience
point value of the original item.

The word class in the table above refers to the table in the DMG in which the item is found. Classes include Rods,
Staves, Wands, Rings, Miscellaneous Magic, and Weapons. Note that placing an Artefact or Relic under the Kerchief of
Exchange will cause the Kerchief to explode in a 12 die fireball, destroying the Kerchief but not the Artefact/Relic.

Placing a cursed item which has not affected anyone yet under the Kerchief will always yield another cursed
item. However, if someone has fallen under the curse of the item, lifting the Kerchief will reveal the original item,
which will immediately explode in a wild surge. The cursed item is the caster for the effects of the surge, and the person
under control of the curse is the target. If the item is not destroyed by the surge (for example, it may fail a save vs.
magical fire if the surge reads "A fireball explodes centered on the caster"), then the item's curse will remain in effect.

A wild wizard has a 50% chance to control the Kerchief of Exchange. If this control is successful, the wizard
may name any item worth no more experience points than the original item. If the item named is worth more than the
original, or the control attempt is failed, the DM should roll on the table above to determine what is found under the
Kerchief.

Marbles of Silvarus (Lesser)

Lesser Marbles of Silvarus are a wild magic item created by the wild mage Silvarus Quinthani, father of the noted
Paithan Quinthani. A complete set consists of thirty-six marbles: six red, six clear, and the balance green. To activate a
marble, the user must speak the command word. After this is spoken, the marble releases its effects when it hits its
target, or after five seconds if the wielder mistakenly hesitates in throwing it. When a marble is expended, it turns black.
If a marble cannot go off (for example, marble #12 does not function in the astral or outer planes), then it does not
change colour and retains its power.

Silvarus created multiple sets of different lesser marbles, each set possessing a different 36 effects. In all cases,
the effect of a red marble is harmful to the target, the effect of a clear marble is beneficial to the target, and the effect of
a green marble may be good or bad, depending on the circumstance. The powers of one set of marbles appears below
(Note: Since each marble in a set holds only one power, these items cannot be controlled by wild mages.):

11 (Clear) Target covered by improved invisibility for one turn.

12 (Green) Djinni Lord summoned (AC 4, HD 7+3, hp 59, THACO 11, # ATT 1, DMG 2d8+4, SA Create
food, water, wine, soft goods, metal items, Illusion, Invisibility, Gaseous Form, Wind Walk, Whirlwind)
for one hour of service.

13 (Green) Create vortex, as spell. Lasts 15 rounds.

14 (Green) Plant Growth in a 150' x 150" area.

15  (Green) Marbles absorbs next d6 + 18 spell levels cast in a 100 radius.

16  (Green) Fear in 20' radius. Effects last one turn.

21 (Red) Target must save or be blinded for d4 rounds.

22 (Clear) All of the target's abilities are raised to 18 for d4 rounds.

23 (Red) Death spell in 15' radius of marble.

24 (Red) Target's strength reduced to 5 for one turn.



25

26

31

32

33

34

35

36

41

42

43

44

45

46

51

52

53

54

55

56

61

62

63

64

65

66

(Green) Target does double damage to all opponents, but does normal damage to herself with every
strike. Lasts one turn.

(Green) Wildzone created in a 300' x 300" area around marble. Lasts 2d6 turns.
(Green) Transmute Rock to Mud in a 20' radius. Mud is 10" high and 5' deep.
(Green) Target diminished to one-twelfth normal dimensions for one hour
(Red) Target's hair turns white.

(Clear) Target gets +2 protection for one hour.

(Green) Darkness 15' radius around the marble for 25 rounds.

(Red) Target disappears, and marble turns green. One hour later, target reappears at the location of the
marble. If the marble is destroyed in this time, the target is released immediately.

(Clear) Cure light wounds on target.
(Green) Hypnotic Pattern for 2d4 rounds.
(Green) Marble summons (d8): 1 Ostrich; 2 Eagle; 3 Jackal; 4 Bull; 5 Skunk; 6 Rat; 7 Wolf; 8 Lion.

(Green) All wood within 10' of marble rots. The process can take up to 7 days, based on the size of the
item.

(Green) Temperature in a 50' radius raises or lowers 20-80 degrees for 2d6 turns.

(Green) A gate opens to a random plane: roll on the table for Hornung's Random Dispatcher.
(Green) Time Stop in a 15' radius.

(Green) Target becomes "immune" to metal for one turn.

(Green) A Wall of Thorns springs up in a 40' x 40' area. Lasts 15 turns

(Green) Pyrotechnics cause fireworks which blind all creatures within 120" feet who can see them and
don't save. Effects last d4 + 1 rounds.

(Green) 1-3 shriekers are summoned and shriek until silenced.

(Green) Random Emotion projected on each individual within 20" who does not save. Effects last one
turn.

(Clear) Target affected by a Sanctuary spell.

(Red) Target must save at -3 or be Held for 3 turns.
(Green) All green plants within 100' die.

(Green) Target's alignment changed capriciously.
(Green) Target becomes ethereal for 2d6 rounds.

(Clear) Target adds +2 to all damage rolls for 24 hours.

Marbles of Silvarus (Greater)



These magic items are akin to the Lesser Marbles, but are more potent. Each appears as a marble filled with swirling
colours. Again, a set of marbles consists of 36. However, any marble in a set may invoke any power of the set (so
powers may be used more than once, unlike those of a lesser set). The only indication to the user of the marble as to the
nature of the power about to go off is that the marble will change to green, red, or clear as soon as the command word is
spoken.

In the hands of a wild mage, greater marbles are truly deadly, because a wild mage may opt to attempt to cause
a marble to emit a specific power (assuming she has seen the power, or is aware of the range of powers of the set), with
a 50% chance of success. Note: Only one Marble of Silvarus, whether Greater or Lesser, may be invoked by any one
person in a round.

Stone of Wild Luck (Wild Luckstone)

In the hands of a conventional wizard, or a non-wizard character, this stone seems to be a normal Stone of Good Luck.
However, when held by a wild wizard, this item takes on new dimensions of power. Due to the vast importance that
luck plays in the inner workings of wild magic, a wild wizard can gain many new benefits from the Stone of Wild Luck
that other wizards cannot.

The wild wizard may apply the +1/+5% to most rolls involving her magical craft, including the Level
Variation roll, and the percentage chance to learn spells. Note that a surge is determined to occur if the adjusted roll is
equal to the surge number in the Level Variation chart.

If a surge does occur, the Stone of Wild Luck provides the wild wizard with protection equivalent to the spell
Hornung's Surge Selector. Two surges are rolled for every surge indicated, and the wizard may choose between the two.
Please see Magic That Effects Wild Surge Rolls on page 27 for more information.

While two Stones of Wild Luck cannot be combined, the effects of this stone can be combined with other luck
magic, including a standard Stone of Good Luck, as well as spells such as Hornung's Surge Selector, Kisegott's Chaotic
Keenness, and Paithan's Hot Streak.

Well of Many Worlds

As stated in the Tome of Magic, a wild mage has a 50% chance of being able to control this item. If control is
successful, the wild wizard may name the world or plane that the well connects to, as long as she is in some way
familiar with that world or plane (see Amulet of the Planes on page 14 for more information). By naming a pocket
dimension, the wild wizard can cause the well to act as a Portable Hole, as long as the wizard maintains control each
time the well is moved. In fact, if the wild wizard has seen another portable hold, bag of holding, or similar device, she
can use the well to steal items from that device. Of course, if the device is open at the time, the owner will see the new
entry created by the well, and can climb through to confront the wild wizard.

Please see the Dungeon Master's Guide for more details on this item.

Wildstone

This strange item appears to be a large, ovoid eye agate approximately 4 inches long. It glows very slightly in the dark
with a randomly coloured light from within. The coloured bands shift and move slowly over time, and change in hue
and shape.

In fact, the Wildstone is a three-dimensional projection of the existence of an extra-dimensional being
composed of wild magic energy. As such, it is dimly sentient, having an Intelligence of 10 and a Wisdom of 6. Its
alignment is neutral, as it is primarily concerned with its own self-preservation. However, it does have a chaotic streak,
and has a tendency to play practical jokes and dole out its version of "poetic justice" whenever possible. The stone is
rather self-centered, and childlike. It is also extremely curious and relatively fearless.

When it enters this dimension, the stone makes a reaction roll towards all present (treat them as friendly; no
racial penalties to charisma apply; the Wildstone is +1 to halflings and chaotic creatures; whoever summoned the stone
is at +2). Whomever it is most friendly to becomes its keeper, no matter who claims it.

The Wildstone is immune to all magic of 5th level or less. Any such spell cast directly at it will be converted
into a wild surge, and returned to the caster with no harm to the stone.

The Wildstone makes all saves as rock at a +d6 bonus (changes every save). Because the Wildstone is not
composed of matter, but of magical energy, anything which "destroys" it merely ruptures the barrier between this
dimension and the dimension to which it is connected. This causes the stone to cease to exist, and will release 2d4 wild
surges in the immediate area (if a spell effect is needed, roll on the table for Paithan's Crazy Orb). One of these surges
will always be directed at the thing which destroyed the stone. There is also a 20% chance that a Vortex will form. If



this does not occur, there is a 10% chance that Wildwind will sweep in a random direction. Barring that, there is a 5%
chance of a Gate opening.

The Wildstone itself possesses a number of powers. It can move itself by levitation, telekinese up to 25
pounds., dimension door thrice per day, and cloak itself with displacement once per day. It can blur itself at will, and
become invisible once per week. It is passively empathic, and can read the emotions of those within 10' with a 50%
chance of success. It can communicate by telepathy, though it is not likely to reveal this until it deems it "the right
time."

The Wildstone entity feeds on magical energy, and can use the stone as a feeding orifice. Once per 24 hours,
the stone can drain d10 charges from any charged magical item, completely drain the magic from a minor magic item
such as a ring, or absorb one memorised spell from a wizard. It must touch the item or wizard to do so. Wizards are
entitled to a saving throw unless they are surprised by the stone. Permanent items are allowed a save as if against a rod
of cancellation. The spell drained is always selected randomly, although if wild magic spells are present, the stone will
take those. The stone never feeds from its keeper or her possessions without permission, nor is it likely to feed from
those to whom it is friendly.

Spells absorbed by the stone may be cast by the stone within 24 hours per spell level of absorption: the stone
casts as a wild mage of the same level as the original caster (maximum level of ten). The stone prefers not to cast spells
except for self defence.

If the stone drains magic from an item, it gains the power of the item (if the item has multiple powers, it gains
one selected randomly). It retains this power for 1 year per level of the effect. It can use these powers on its keeper, or
itself, as it desires. The stone is very loath to use these powers, although it will use them in self-preservation.

The stone has a strange affinity for gems. It has the ability to transmute gems into base minerals. To do this, it
must touch the gem. The transmutation is made at the rate of 1 hour + 1 hour per 100 gold piece value of the gem. The
stone enjoys consuming gems in this fashion, although it appears to have no need to do so. Again, it will never
transmute its keeper's gems without permission, though if it is placed in a bag or box with gems, it may assume that it
has permission.

Weapons

Chaos Blade

The Chaos Blade is a long sword enchanted with wild magic. It was forged in the depths of the Abyss by the demonic
wild mage known as Lord Vlaior. Vlaior used the Blade as his personal weapon until it was stolen from her shortly
before his imprisonment by the elven wild mage Paithan Quinthani.

The Chaos Blade is a highly ornate weapon. It is about the same size as a long sword, but has a curved,
hatchet-like blade that is sharp on one edge only. The blade is forged of an unknown greyish metal, and is inscribed
with runes of arcane power. The grip of the weapon is made of the hide of some evil fiend of the nether planes, and is
also inscribed with runes. The weapon may be used by anyone with long sword proficiency at no penalty to hit.

The Blade is powerfully evil. When first picked up by an appropriate wielder, it will undergo an attunement
with her. This process is brief but painful to the new wielder. As a result of this attunement, the wielder of the Chaos
Blade will have the mark of Chaos upon her soul. She will be detectable by detect evil or detect balance spells, will be
adversely affected by protection from evil, and may suffer any other effects the DM finds desirable (extreme mental
anguish, inability to walk on sacred ground, etc). Note that this is particularly horrifying to a paladin (and this is
reflected in the fact that the paladin will now be penalised by her own protection from evil). The runes on the weapon's
hilt will also be reproduced on the palm of the new wielder's sword hand.

Although the mark of Chaos has no power to influence the victim's alignment directly, it will cause a slight
alignment change toward chaotic every time the victim commits a chaotic act, eventually causing most wielders to
become chaotic in alignment.

For all of its drawbacks, the Chaos Blade is a very powerful item. It only gains a +1 bonus to hit and damage
(this increases to +3 in its native Abyss), but has many other powers.

The wielder of the Blade may, by spinning it about, create a prismatic wall, one colour at a time, at the rate of
one colour per round. The wall will be in a circle with about an eight-foot diameter. The wielder must remain stationary
during this process. The colours must be created in order, and the wall will gain its blinding ability when fully
constructed.

Furthermore, the Blade is impervious to magic of any kind. Any spell cast directly at it is converted into a wild
surge, and reflected back at the caster. The wielder may take advantage of this by using the sword to parry spells which
are cast at her. Note that not all spells can be parried: a magic missile certainly can be, as can a chain lightning, but an
earthquake or a phantasmal force cannot be. Parrying spells uses the same process as parrying weapons does (see The
Complete Fighter's Handbook). Each parry takes one attack, and must successfully hit an AC equal to zero minus the
spell level (so a st level spell has AC -1, while a 9th level spell has AC -9). If the parry is successful, the spell is



converted to a wild surge and sent back in the general direction of the caster. If the parry hits by 4 or more, the reflected
surge strikes the original caster directly.

When parrying spells delivered by touch, the DM may wish to rule that the parry must successfully hit the AC
of the caster (not an AC equal to zero minus spell level). Spells delivered by touch will automatically strike the original
caster directly if parried.

The Blade has one final power. Whenever it hits an opponent with a natural roll of 20, roll d% and consult the
Chaos Blade Critical Hit Table. Usually, the target of the critical hit is entitled to a saving throw to avoid the critical hit.
The critical hits are as follows:

1d100

01-02

03-08

09-10

11-16

17-20

21-25

26-29

30-33

34-38

39-42

43-47

48-50

51-54

55-60

61-64

Result

A temporal rift opens, drawing all within 60' through. All time is shifted 