
Don't push the Wizard Pushed around by Johnny Bremer 
 

What happens when someone interrupts the wizard in the middle of casting a spell? Most DM’s just says that the spell 

is lost and that's it. But where does the collected magical energy go? Perhaps the energy creates something unexpected, 

something completely out of the ordinary.  

 

When a wizard is interrupted, first determine how much was left of the casting time. This number together with the 

spell-level of the spell is used in the table below to determine how wrong the spell went.  

 

Casting Time Left Spell 

Level +8 07 06 05 04 03 02 01 

2 -- -- -- -- -- -- -- 05 

3 -- -- -- -- -- -- 06 13 

4 -- -- -- -- -- 07 14 20 

5 -- -- -- -- 08 15 21 26 

6 -- -- -- 09 16 22 27 31 

7 -- -- 10 17 23 28 32 35 

8 -- 11 18 24 29 33 36 38 

9 12 19 25 30 34 37 39 40 

 

First go down until you reach the level of the spell interrupted, then go right until the casting time left is found.  

 

The number you found is added to the number you find by rolling on the following table:  

 

d20 Result d20 Result d20 Result 

1 -5 7-8 -1 17-18 +3 

2 -4 9-12 0 19 +4 

3-4 -3 13-14 +1 20 +5 

5-6 -2 15-16 +2   

 



 

0 Spell fizzles- no harm done. 

1 Caster’s face is blackened by a small explosion. 

2 Target levitates 20 feet for 1d3 rounds. 

3 Small black raincloud form above target. 

4 Caster pivots 180 degrees. 

5 Food and water appear as per the priestspell. 

6 Caster leaves monster-shaped foot-prints. 

7 Spell effectiveness decreases by 50%. 

8 Darkness spell centered on target. 

9 Colored streamers pour from casters fingertips. 

10 Random creature gets ears enlarged (5x10"). 

11 Random creature gets firebreath for one round. 

12 Target is affected by a haste spell. 

13 Target begins sneezing which lasts 1d6 rounds. 

14 Sudden change in weather (rain, snow, etc.). 

15 Caster’s clothes enlarges to double size. 

16 Caster and target change places. 

17 Caster becomes invisible. 

18 Target is affected by a fly spell. 

19 Small animals rains from the sky 1d6 turns. 

20 Silence, 15 feet radius centered on caster. 

21 Web spell centered on random creature. 

22 Snakes shoots out from casters fingertips. 

23 10Lx10Wx50D-foot pit created next to caster. 

24 Colored bubbles pours from casters mouth. 

25 All creatures within 60 feet becomes invisible. 

26 Wall of Fire encircles the target. 

27 Spell effect has a duration of one turn. 

28 Water pours from targets nose (50 gallons). 

29 All casters gold vanishes. 

30 Caster is affected by Feign Death spell. 

31 Caster glows as per Light spell. 

32 Spell effect increases by 200%. 

33 Target polymorphs randomly. 

34 Random creature is teleported 1d10 miles away. 

35 Casters arms enlarges to double normal size. 

36 Heavy object ( boulder, anvil, etc ) hits target. 

37 Time is reversed 1d3 turns. 

38 1,000 lbs of plant-material is turned to ash. 

39 Target turns into stone. 

40 One magi-item within 30 feet is drained. 

41 Next phrase spoken will become true one turn. 

42 Targets next attack wíll energy-drain 1d3 levels. 

43 Caster and target switch personalities. 

44 Spell becomes permanent. 

45 Gate opened to random outer-plane. 

 

If result is impossible, then reroll or use your imagination to explain why it works. 

That’s it, try it out.  

 


