


CHAOS CREATURES
Created, written and illustrated by Daniel Schenström

Chaos creatures are magical creations originally designed to eliminate an enemy nation. They are 
part of the Inside the Chaos Wall Campaign Setting. They are feared for their ability to cause 
mutations in anything. The visual design is inspired by Slivers and Eldrazi from the Magic the 
Gathering franchise from Wizards of the Coast.

The statistics of the monsters are for both AD&D and D&D5E, with the statistics separated by a 
slash sign ( / ).

CHAOS CREATURES
Magical beast, chaotic neutral

FREQUENCY: Rare
NO. APPEARING: 1-10
ARMOR CLASS: 5  /  15 (worm), 3 / 18 
(jellyfish)
MOVE:  24" / 60ft (worm), fly 18"  /  50 ft 
(jellyfish)
HIT DICE: 3 (14 hp) / 6d6 (20 hp) worm, 8 (35 
hp)  / 20d12 (250 hp)

% IN LAIR: -
TREASURE TYPE: -
NO. OF ATTACKS: 1 (worm) / 4 (jellyfish)
DAMAGE/ATTACKS: 1d6 damage  /  1d8+3 
(worm),  1d8 damage  /  1d12+7 (jellyfish)
SPECIAL DEFENSES: See text
SAVING THROW: F3 (worm), F8 (jellyfish)
MAGIC RESISTANCE: Standard

STR: 16 (+3) CON: 20 (+5) DEX: 14 (+2) INT: 9 (-1) WIS: 9 (-1) CHA: 5 (-3) worm
STR: 24 (+7) CON: 20 (+5) DEX: 10 INT: 18 (+4) WIS: 14 (+2) CHA: 7 (-2) jellyfish
SIZE: Large, 3'4'' long (worm), gargantuan 60' tall
PSIONIC ABILITY: Nil

Attack/Defense Modes: Nil
SENSES: Darkvision 60 ft., passive Perception 9
LANGUAGES: None
Challenge and XP: 50+3/hp (92) worm, 550+10/hp (900) jellyfish  / (1 200 XP) worm, (6 2,300 
XP) jellyfish

There are two types of chaos creatures, the mainly ground based worm and the hovering jellyfish. 
They share all the special abilities described below. The worm is usually between 10 and 15 feet 
long with a thick tapering body with a neck and a featureless pick-like head on one end. Beneath the
head is a single arm that ends in a horned tip. It uses the tip of the arm and head to manipulate its 
environment when needed. Their agility and speed makes it possible for them to jump long and high
with ease. They are the main force of the chaos creatures and for every jellyfish there are hundreds 
of these. They attack everything living, size small and larger. They live for about 100 days and may 
lay up to four eggs near the end of its life. They have no visible sensory organs but can detect life 
within a 300 foot radius.
  They live to be about 100 days old and can lay up to three eggs in their last 30 days. Eggs are laid 
in killed creatures of size small or larger and hatch 3 days later and become the same size as the 
host creature.
  The jellyfish are between 30 och 90 feet wide with tentacles twice the length of its width. They 
usually float with their tentacles just above the surface but they may drop their body down to touch 
the ground or float as high as the clouds. It's unknown how old they become or how they reproduce.
They are seldom alone and usually attack those beings the worms can't reach or harm. They can 
sense living beings within 5 miles but do not attack unless they themselves are attacked or creature 
size medium or larger come within 100 feet. They can communicate telepathically with each other 



and will aid one another if within 5 miles of each other.
  There is great variation between individuals and any value above can be from half to five times as 
large.

Chaos touch
All chaos creatures are so incompatible with normal matter that almost everything they touch 
mutates. The only thing that protects against this is magical auras, from magical spells and items. 
This makes their arrival and travels very easy to detect as things explode, catch on fire, become 
mist, twinkle, wheeze, change color and so on when they touch it. For every 3 hit dice of a chaos 
being, you need a magic item, or a spell effect of one level to be immune to it.
  For Chaos Mutations see below.

Chaos aura
The creatures create an aura that disrupts magical spell casting, and at high concentrations divine 
spells. The range of the aura is 10 times the creatures length or width. For every hit dice of creatures
within range from a spellcaster, the same percentage of spell failure exist. For every level of spell 
deduct 5% from the spell failure value.
  Example: 2 6 Hit Dice creatures are within range of a spellcaster which gives a basic spell failure 
value of 12%. Casting a level 2 spell deducts 10% for a total value of 2%.

Chaos effects
There is a 50% chance that a worm chaos creatures has some sort of effect. This is commonly a 
spell effect, enabling it to cast a spell as a normal action with no need for any voice, movement or 
component, as many times as it likes, as a spell-caster of the same level as its hit dice. (A 3 HD 
worm that has absorbed magic missiles may shoot 1 magic missile each round.) Any ability you can
think up may exist. Some examples are described later.
  The jellyfish chaos creatures have 4 abilities, tied to their 4 tentacles.
  Most effects are visible at distance, so if one has a fire effect they might glow like lava or be 
surrounded by flames.

Chaos connection
When two or more chaos creatures are within chaos aura distance from each other, they gain access 
to the chaos effects of the others.

Death explosion
When a worm chaos creature reaches 0 hit points it is dazed for one round and then explodes. The 
explosion reaches their length or width away and does their hit dice in damage and counts as a 
ranged touch attack witch carries the chaos touch. The jellyfish also explode but after 2 rounds.

CHAOS MUTATIONS (roll 1d20)
Chaos Mutations become active either at the time of contact or later as follows: Roll 1d4. 1 means 
immediately, 2 means after 1 minute, 3 is 1 day later and 4 is one week later. Developing the 
mutation is draining and gives the character a -2 penalty to everything until the mutation manifests. 
Lesser restoration will negate this penalty. 
  Several of the mutations have additional effects for each time one rolls the same effect.
  Unless otherwise noted if an ability is like a spell, it works as described in the Player's Handbook, 
but uses no components, and a characters level is counted as a caster level. The abilities can be used
as a normal action, as many times a day as a character wishes unless otherwise stated.
1. Those that have a Strength score get +1 to 
Strength each time this result is rolled. Others get
1 in Strength but it has no effect unless the 

ability can be used.
2. The affected gains Regeneration which gives 
an additional +1 Hit Point per Rest. Subsequent  



gains give the following effects, in order: Heal 
+1 Hit Point per hour,  heal +1 Hit Point per 10 
minutes, heal +1 Hit Point per round, +2 Hit 
Point per round and so on. 
3. The affected become more vulnerable to Cold 
each time this effect is rolled. Vulnerability 1 to 
Cold first time and another 1 each time after 
that..
4. The affected's skin or surface change color. 
Roll a d10 for which color: 1=Blue, 2=Green, 
3=Red, 4=Yellow, 5=Cyan, 6=Orange, 7=Purple,
8=Black, 9=White and 10=Pink.
5. Those that have a Strength get -1 Strength 
each time this result is rolled.
6. The affected get a displacement effect similiar 
to that of a displacer beast. Each time you roll 
this result for the affected theyget a +1 
Displacement bonus to Armor Class. The 
maximum bonus is 10. 
7. The affected become more vulnerable to Heat 
each time this effect is rolled. Vulnerability 1 to 
Heat first time and another 1 each time after 
that..
8. The affected becomes a dwarf. If this result is 
rolled again the affected regains it's original 
form. If the affected is already a dwarf this has 
no effect.
9. Those that have a Dexterity score get +1 to 
Dexterity each time this result is rolled. Others 
get 1 in Wisdom but it has no effect unless the 
ability can be used.
10. The affected gain the ability to teleport up to 
10 feet and it's counted as a spell like ability and 
takes 1 action. Subsequent rolls give the 
following effects, in order: teleport distance up to
100 feet, teleport distance up to 1 mile, teleport 
distance as the spell of the same name for the 
affected only, bring people along as with the 
spell of the same name, and the affected is 
counted as a spell caster of the same level as the 
character.
11. The affected becomes an elf. If this result is 
rolled again the affected regains it's original 
form. If the affected is already an elf this has no 
effect.
12. The affected becomes a human. If this result 
is rolled again the affected regains it's original 
form. If the affected is already a human this has 
no effect.
13. The affected can't lie anymore. They don't 
have to tell the truth and can choose to be silent.
14. Those that have a Dexterity score -1 in 

Dexterity each time this result is rolled.
15. The affected gets and additional 5 foot to its 
base speed. The maximum is 100 foot total.
16. The affected becomes hairy over all it's 
surface. This hair has the same color as any 
nearby natural color on the subject. A subsequent
result results in the affected gaining fur. Each 
subsequent result doubles the length and 
thickness of the fur. If the affected already has a 
natural fur their fur gets longer and thicker as 
above. Each step of this result is negated by 
effect 17. Beings and items which as no natural 
hair can be shaved which will permanently 
eliminate the effact.
17. The affected loses all hair. Those with no hair
is not affacted by this roll.
18. The affected's hair on their head or on a tail 
can now be conrolled as if it was a normal limb 
with prehensile ability. The hair has the same 
Strength and Dexterity as the affected. Every 
subsequent roll of this effect gives the affected's 
hair an additional +1 to Strength and Dexterity.
19. The affected gains horns. The horns do 1d4 
in damage if the can be used in combat. On 
subsequent results the horns grow, and do more 
damage, first 1d6 and then1d8. More rolls of this
result has no effect.
20. Those that have a Constitution score get +1 
to Constitution each time this result is rolled.  
Others get 1 in Constitution but it has no effect 
unless the ability can be used.
21. The affected get the ability to detect illusions.
The distance they can be detected starts at 5 foot 
and increase by 10 foot on each subsequent time 
that the character gets this result.
22. The affected's skin or surface changes color. 
Roll a d10 for which color: 1=Brown, 2=Beige, 
3=Gray, 4=Flame yellow, 5=Neon green, 
6=Cerise, 7=Gold, 8=Silver, 9=Copper och 
10=Bronze.
23. The affected becomes invisible. Only the 
body becomes invisible. The next time this result
is rolled the character's equipment becomes 
invisible if worn or held. The third time the 
affected becomes able to control becoming 
visible and invisible. After this there are no more 
effects.
24. The affected get the ability to see invisible. 
The distance at which the invisible is revealed is 
30 feet and increases by another 30 each time 
this result is rolled for the same character.
25. The affected's skin or surface starts changing 



color to match the surroundings which makes it 
easier to hide as long as clothes and equipment 
also matches the surroundings. The affected get a
+2 Camouflage bonus to Hide.
26. The affected is able to detect things or beings
affected by chaos. The distance starts at 30 feet 
and increases by another 30 each other time that 
this result is rolled for the character.
27. The affected is able to detect magic. The 
distance starts at 30 feet and increases by another
30 each other time that this result is rolled for the
character. It works as the spell Detect Magic.
28. Those that have a Wisdom Ability score get 
+1 to Wisdom each time this result is rolled. 
Others get 1 in Wisdom but it has no effect 
unless the ability can be used.
29. The affected's surface chages its structure. 
Roll a d8 for what it becomes: 1=Leathery, 
2=Metallic, 3=Steny, 4=Gravelly, 5=Scaly, 
6=Thorny, 7=Slimy and 8=Bark like.
30. The affected, if it has the sense of vision, has 
it improved, getting +2 to Spot and other 
proficiency rolls, using vision.
31. Those that have an Intelligence Ability score 
get +1 to Intelligence each time this result is 
rolled. Others get 1 in Intelligence but it has no 
effect unless the ability can be used.
32. The affected becomes a gnome. If this result 
is rolled again the affected regains it's original 
form. If the affected is already a gnome this has 
no effect.
33. Those that have a Wisdom ability score get a 
-1 to Wisdom each time this result is rolled.
34. The affected gets Life sense, at 30 feet. Each 
time this result is rolled again for the same 
characters the distance at which the life sense 
works increases by 30 feet.
35. The affected develops X-ray vision, with a 
range of 5 feet. Every subsequent time this result 
is rolled by the same character that distance 
increases by 5, to a maximum of 30. The ability 
works as a ring of X-ray vision.
36.  The affected develops darkvision out to a 
distance of 20 feet. That distance increases by 10
feet on subsequent rolls of  this result for the 
same character.
37. The affected gets the ability to interact with 
animals on a deeper level. On the first roll of this
result they get Animal Friendship (as the spell), 
the second roll get the affected the ability to 
speak with animals, the third allow you to 
control animals up to a number of HD equal to 

your level (as Dominate Beast), and on the fourth
roll you get the Conjure Animals ability (as the 
spell and they are real animals and will arrive 
within 1 hour of the  ability being used. If there 
are no animals within an hours travel for them 
the affected will sense this). 
38. The affected's brain becomes better at 
coordinating it's body. This results in 1 extra 
action per round. At the second roll of this result 
for a being they can add their positive ability 
score bonus to damage for their second attack 
with a melee weapon when two-weapon fighting.
Subsequent rolls have no effect.
39. The affected develops a sonar sense with a 
range of 30 feet. It gives a +2 bonus to 
Perception, and allow the affected to "see" in 
total darkness, although no color can be 
determined. A subsequent roll of this result 
results in an additional 30 feet added to the 
range.
40. The affected's skin or surface change 
structure or look. Roll a d6 and see the following
table: 1=Striped (use result 4 or 22 on the Chaos 
Mutations table to determine the colors of the 
stripes), 2=Spotted (as result 1 on this table)), 
3=Crystalline, 4=See through, 5=Shimmering 
rainbow colors and 6=Mirrored.
41. The affected gain the ability to shoot rays of 
fire from it's eyes, as an action. They do 1d4 and 
the range is 5 feet. Subsequend rolls of this result
gives the affected the following, in order: 1d6 
damage and 10 feet range, 1d8 damage and 15 
feet range, 1d10 damage and 25 feet range, 1d12 
damage and 40 feet range. After this there are no 
additional effects.
42. Those that have an Intelligence Ability score 
get -1 to Intelligence each time this result is 
rolled.
43. The affected become more elastic. Each time 
this result is rolled the affected gets Damage 
Resistance for falls, bludgeoning hits, and 
similar. It also gives Advantage to attempts to 
wiggle free of bonds and similar actions.
44. The affected becomes slower. Each time this 
result is rolled a being with a Movement value 
get that value reduced by 5 feet, to a minimum 
Movement rate of 5 feet.
45. The affected can no longer tell the truth.They
don't have to lie and they may chose to be silent.
46. The affected can endure cold better. They get 
Damage Resistance to Cold.
47. The affected's hearing is improved and get 



Advantage to Perception rolls involving hearing. 
This result may be countered by result 54 and 
vice versa.
48. The affected becomes better at jumpingl and 
gets a +5 bonus to Athletics when jumping.
49. The affected becomes a tiefling. If this result 
is rolled again the affected regains it's original 
form. If the affected is already a tiefling this has 
no effect.
50. The affected's sense of smell is improved and
gains Advantage on Perception and tracking rolls
that involve smell. A being may detect poisons in
fodd and drink with a successful Perception roll. 
51. Those that have a Charisma Ability score get 
+1 to Charisma each time this result is rolled. 
Others get 1 in Charisma but it has no effect 
unless the ability can be used.
52. Those that have a Charisma Ability score get 
-1 to Charisma each time this result is rolled.
53. The affected can endure heat and fire better. 
The affected get Damage Resistance against Fire.
54. The affected's hearing becomes worse and 
get disadvantage to Perception rolls that use 
hearing. This results can be countered by result  
47 and vice versa. If someone affected by this 
rolls this result again they become deaf.
55. The affected becomes an orc. If this result is 
rolled again the affected regains it's original 
form. If the affected is already an orc this has no 
effect.
56.  The affected gains wings. The first time this 
result is rolled for the same being or item the 
wings aren't large enough or powerful enough to 
allow for flight, but do work to slow down falls, 
like the spell Featherfall. The second time this 
result is rolled for the same being or item the 
wings grow, and allow for flight at the same 
speed as the normal Movement rate of the being 
or item. Every subsequent roll of this result adds 
10 feet to the flight movement speed, up to a 
maximum of 100 feet.
57. The affected can endure lightning damage 
better. The affected get Damage Resistance 
against Lightning.
58. The affected gains a 2 feet long prehensile 
tail with the same Strength and Dexterity as a 
beings arms or equivalents. Each subseqent roll 
of this result for the same being increases the 
tails length by 2 feet.
59. The affected endures harmful sounds better. 
They get Damage resistance to Thunder. A 
subsequent roll of 60 neutralizes this ability.

60. The affectedbecomes more sensitive to 
sound. They get Vulnerability to Thunder. A 
subsequent roll of 59 neutralizes this mutation.
61. The affected learns an additional language.
62. The affecteds epidermis or surface layer gets 
more durable and gives a natural armour that 
gives a +1 bonus to Armor Class each time this 
result is rolled, to a maximum of +5.
63. The affected starts radiating an intense Cold 
which does 1d2 Cold damage to anyone that 
comes in contact the affected. Subsequent results
of gives the following effects in order: 1d4 
damage, 1d6 damage, 1d8 damage. At the 
highest level the affacteds clothing and 
equipment may start to take damage from the 
cold. Roll a Saving throw for each item that 
touches the body. A successful save means the 
object is immune to the effect.
64. The affecteds head if it has one is in constant 
change. The eyes, the nose, the mouth and so on 
move around, change in size and so on making 
the affected disconcerting to look at. This gives a
-2 penalty to all rolls where looks matter. It also 
gives a -1 penalty to Hit rolls and Perception 
checks using vision for beings that use helmets 
with small eye slits.
65. The affected is cloned. The clone has the 
same memories, Ability scores, proficiencies and
so on. Worn equipment is not cloned. A magic 
item, if cloned does not have any magical 
properties. A sentient being or item is conscious 
of being a clone, and will probably try to live a 
life similar to that of the original.
66. The affected develops claws on their hands or
equivalents. They do 1d4 damage. Subsequent 
results increase the damage as follows: 1d6, 1d8. 
After that, subsequnt results gives the affected 
claws on their feet or the equivalent body parts. 
This works as the claws on the hands.
67. The affected loses the last chaotic mutation 
effect it gained.
68. The affected ages 1 year physically.
69. The affected is rejuvenated and becomes 1 
year younger physically.
70. The affected, if it has a  mouth or similar 
develops an ability to spit venom up to 5 feet. 
Everey subsequent roll increases the range by 5 
feet. The poison is paralyzing and start at DC 11 
and increases by 1 each time this result is rolled. 
The paralysis lasts 1d4 rounds.
71. The affected, if it has a  mouth or similar 
develops an ability to spit acid up to 5 feet. 



Everey subsequent roll increases the range by 5 
feet. The acid does 1d4 damage. The affected is 
immune to their own acid and gain Resistance to 
acid-
72. The affected, if it has a tongue has it 
transformed to a snake tounge. It gives a -1 
penalty to peoples reaction to the person and 
improves the persons sense of smell giving a +2 
bonus to Spot rolls when smell is used.
73. The affected gains telepathy. Initially this 
allows the affected to sense the surface emotions 
of intelligent beings within 30 feet. The second 
time this result is rolled for the same being they 
gain the ability to send their thoughts to other 
intelligent beings within 30 feet. The third time 
the affected can hear answers to their sent 
thoughts. The fourth time the range increases to 
60 feet, and the fifth time to 100 feet.
74. The affected gain the ability to understand 
what magical liquids such as potions do if the 
can see or smell the liquid. The second time the 
result is rolled by the same being they can do the 
same for divine liquids such as holy water and 
curing potions.
75. The affected, if it has lungs have them 
become more effective. This means they can hold
their breath twice as long as normal, and they get
a +2 bonus to rolls such as saves against airborne
dangers like vapors, clouds and similar.
76. The affected no longer needs to breathe.
77. The affected is able to eat anything organic 
and will not become ill by anything. Ingested 
poisons will still have effect but the affected with
will have Advantage on saves.
78. The affecteds stomach if it has one becomes 
sensitive. Anything eaten or drunk must be 
boiled or the affected is Poisoned until the next 
meal.
79. The affected Physically changes sex if it has 
one.
80. The affected changes Alignment. The 
affected chooses the new Alignment.
81. The affected develops a slimy epidermis 
which makes them difficult to grab. If it's an 
object anyone trying to use it must make a 
Dexterity roll against DC 12 or it slips out of the 
users hands. The affacted gets Advantage on 
breaking free of bonds, and avoiding getting 
grabbed.
82. The affected get the same properties as 
something touched. The exact properties is up to 
the DM. For example someone touching a 

wooden staff may get Barkskin or their skin may 
look like wood, or one arm may become a staff.
83. One of fhe affecteds hands if they have one 
becomes crablike. The player chooses which 
hand.
84. One of the affecteds arms, if it has one 
becomes a snake. The player decides which arm. 
The snake behaves as a real snake but does not 
need to eat. 
85. The affected gains gills enabling them to 
breathe under water.
86. The affected grows a scorpion tail of 
appropriate proportion. It is mostly an 
inconvenience. On a subsequent result of this roll
the tail develops a stinger on its end and is 
controllable. It can be used to attack and does 
1d6 damage. If the same result is rolled a third 
time the scorpion tail develops poison sacks 
enabling it to inject a DC 15 poison that does 1d6
damage on a failed Save. Succeeding halves the 
poison damage.
87. The affected develops webbed hands and feet
if applicable. The affected gets a +2 bonus to 
Swim.
88. The affected develops healing hands or 
equivalents. If they touch someone they can heal 
that someone up to their level in Hit Points. This 
can be done once a day for each time this result 
is rolled.
89. The affected gets burning hands or equivalent
parts. If they touch somone they do their level in 
Fire damage. This can be done once a day for 
each time this result is rolled.
90. The affecteds hands or equivalents has the 
touch of Chaos. If they touch someone or 
something that someone or something must roll 
on this table, subject to the other rules for Chaos.
This can be done 1d4 times per day.
91. A bodypart or similar shrinks by a fourth of 
its original size. Roll 1d4 to see which type of 
bodypart is affected. 1=Arms, 2=Legs, 3=Chest 
and 4=Head. Then roll a suitable dice to 
determine which arm, leg and so on is affected. 
For an affected arm or leg a penalty of -1 is 
added to all actions that use that arm or leg. If a 
leg the affected also lose 5feet of movement for 
every affected pair of legs. The affected chest 
gives a -1 penalty to all Constitution rolls. The 
affected  head gives a -1 penalty to all rolls 
involving Intelligence and Wisdom.
92. One body part or equivalent grows longer by 
1 foot. Roll 1d4 to see which type of bodypart is 



affected. 1=Arms, 2=Legs, 3=Chest and 4=Neck.
Then roll a suitable dice to determine which arm,
leg and so on is affected. Longer arms, longer 
chest or longer neck gives no game effect. If one 
leg ona biped or quadped is lengthened they get 
their movement reduced by 5. On a biped if both 
legs are lengthened they get a 5 feet addition to 
their movement  On a quadped, if all 4 legs are 
lengthened their movement rate is 10 more. 
93. One body part or equivalent is strengthened. 
It grows by one fourth of the previous size. Roll 
1d4 to see which type of bodypart is affected. 
1=Arms, 2=Legs, 3=Chest and 4=Head. Then 
roll a suitable dice to determine which arm, leg 
and so on is affected. For an affected arm or leg a
bonus of +1 is added to all actions that use that 
arm or leg. If a leg the affected also gain 5 feet of
movement for every affected pair of legs. The 
affected chest gives a +1 bonus to all 
Constitution rolls. The affected  head gives a +1 

bonus to all rolls involving Intelligence and 
Wisdom, but a penalty of -1 to Charisma rolls 
that is dependent on the characters looks.
94. The affected gets a randomly working 
invulnerability. Whenever they are hurt, by any 
effect, roo 1 d20. On a 20 the damage is negated.
95. The affected loses their sense of taste.
96. The affected loses their sense of smell.
97. The affected goes blind.
98. The affected needs to eat in order to heal 
naturally. For each Hit Point healed they need to 
consume 1 pound of food and drink.
99. The affectedchanges personality. The player 
and dungeon master should agree to what the 
change is. Spelaren bestämmer vad förändringen 
är med spelledarens godkännande.
100. The affected's brain if it has one becomes 
mora attuned to magic. Each time a spell is cast, 
roll a d20. On a 20 the spell slot or equivalent is 
not lost.

SPELL EFFECTS (Roll 3d10)
3. The spell misses its target and hits something 
or someone else within the range of the spell.
4. The spells range is halved.
5. The spells main effect is halved.
6. All of the spells values are doubled.
7. All of the spells values are halved.
8. The spells damage type is changed to the next 
damage type in alphabetical order (see page 196 
of the PHB).
9. The spell doesn't work at all, but the spell slot 
isn't emptied.
10. The spell doesn't work at all and the spell 
skslot is lost.
11. The wrong spell goes off. A random spell is 
cast instead. Choose randomly from the same 
level spells that can be cast. If noone exist go to 
the next higher level spells, and if none such 
exist, go to the next lower. If no spells can be 
cast at all, the originall spell is not cast and the 
slott is emptied..
12. Instead of the expected result an explosion of
flower petals shower the area, ina 30 feet radius 
from the caster. Everyone in the area is obscured 
for 2 rounds.
13. Instead of the expected result a bitterly cold 
wind blows through the area. It will choke out 
natural flames, freeze normal liquids, and leave 
people with icicles hanging from their beards and
brows.

14. Instead of the expected effect the caster 
grows by 1/10th of their current height.
15. Instead of the expected effect the caster 
shrinks by 1/th of their current height.
16. Instead of the expected result late medieval 
orchestral music starts playing, playing suitable 
music for the occasion but making it impossible 
to sneak. The sound follows the caster for 24 
hours and becomes chaotic when spells are cast 
or take effect.
17. Instead of the intended effect the caster ages 
1 year physically.
18. Instead of the intended effect the caster de-
ages 1 year physically.
19. Instead of the intended effect everyone 
within 30 feet of the caster is healed as many Hit 
Points as the casters level.
20. Instead of the intended effect blinking flying 
lights starts appearing in the are, moving around 
chaotically. They move around in a 30 foot 
radius from the original spells target and give 
everyone in the area a -2 penalty to hit for 1d4 
rounds.
21. The spell has all its values doubled and the 
caster may change or move the target.
22. The spell has all its values halved and and the
caster may change or move the target.
23. The intended spell is cast the way intended 
but another spell is cast as well. Select what spell



randomly. The cster may change target and other 
particulars as normal for the second spell.
24. The spell is cast the way intended, but after 
having its effect it is absorbed by the target. If 
the target was an intelligent creature it may cast 
the spell itself once as if it was the original 
caster. If  the spell needs a material component 
the caster needs to have that component.
25. Instead of the intended effect the casters 
alignment is shifted by one step, towards chaos if
possible. If already chaotic the good-neutral-evil 
part is changed instead, chosen by the player.

26. Instead of the intended effect the caster gets 
the effect of Silence on them It works as if cast 
by a level 5 caster.
27. The spells intended range is doubled.
28. The spell backfires and causes the caster to 
lose half of their hit points.
29. The spell is cast as intended, but all normal 
plants within 30 of the caster dies. Plant 
creatures get 2d6 damage.
30. Instead of the intended effect the caster may 
substitute it for any other spell that the caster 
knows, and change its particulars.

CHAOS EFFECTS
Worm only: Fly. The worm may fly at the same speed as their land movement speed.
Fire: The creature has an aura of fire that surrounds it to 5 feet. It does 1d6 to a person within the 
area at the beginning of a turn.
Water: The creature seems surrounded by a 5 foot cocoon of water.
Lightning: Anyone hit by, or hitting or touching the reature takes 1d8 lightning damage.
Thunder: Whenever hit a loud sound does 1d6 damage to everyone within chaos aura distance.
Acid: The creature excudes acid which does 1d4.
Damage deflection: Any damage the creature takes is deflected randomly to another creature within 
chaos aura distance.
Power gain: Each time the creature is hit its damage dice increase as follows: 1d6-1d8-1d10-1d12-
2d10-2d12.
Increased range: The chaos aura distance is doubled.
Teleport hit: When hit the creature teleports to a random other being within chaos aura distance.
Burrowing: The creature can burrow through earth at its normal land movement speed or half 
through stone.
Fire 2: The creature can shoot jets of flame from anywhere on its body up to 30 feet or twice its 
length. It does 1d6 damage per hit dice and Dexterity saves halve the damage.
Ice: The creature can shoot streams of cold and hail that does 1d6 damage per hit dice and Dexterity
saves halve the damage.
Lightning: Anyone hit by, or hitting or touching the reature takes 1d8 lightning damage.
Thunder: Whenever hit a loud sound does 1d6 damage to everyone within chaos aura distance.
Acid: The creature excudes acid which does 1d4.


