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Strip D&D Wizard 
 

The character magic system is different from the 

monster magic system, and that’s okay. (Different 

spells, progressions, costs, names, and effects.) 

 

How Wizards Differ From Fighters 

 Starting talent must be Read Magic. 

 Start with 4 hit points, get 4 per level. 

 Get +1 per 2 full levels (no rounding) to hit. 

 Start with dagger, staff, and spellbook. 

 The character knows 1 0 level spell to begin. 

 Wizards cannot be healed by divine magic. 

 

Casting Magic 

A wizard can cast a spell if the wizard has twice as 

many levels as the spell level. (2
nd

 level for 1
st
 level 

spell, 4
th

 level for 2
nd

 level spell, 6
th

 for 3
rd

, etc.) 

 Cost. Each spell level cast is fueled by 1 hit point 

from the caster. (0 level spells do no damage.) 

 Interruption. If a spellcaster takes damage equal 

to level or more while casting, the spell is ruined 

(but costs no hit points.) 

 Order. A spell activates at the end of the round. 

Multiple spell casters go in initiative order. 

 Armor. If they cast while wearing armor, they 

take 1 hit point per lower AC. Must have both 

hands free to cast. 

 

Spellbook 

The spellbook has 5 levels of spells in it. A character 

can learn a spell if the character has 2 levels per level 

of the spell (no rounding). Casting from a book takes 

2 rounds and x2 hit points, doesn’t hurt the book. 

 

Learning Magic 

A wizard can learn a zero level spell for free with a 

week of study, and can know one per level for free. 

 A character can know 1 spell level per character 

level permanently memorized. (Can trade out.) 

 Each spell level takes 1 week of study to learn. 

(A second level spell takes two weeks of study to 

master.) This study cannot be spread out. 

 

Components 
Casting without them costs double hit points. Special 

components reduce hit point cost. 

 

The Tests 

When a wizard reaches 3
rd

 level, the wizard is 

eligible to take the Tests at the Towers of Sorcery. If 

the wizard survives, the wizard is inducted, and can 

learn the “Enchant Staff” spell. Roll under character 

level on 1d6, or inflict 5d4 damage. Survivors pass. 

SPELLS (More can be found through adventuring) 

 

Zero 

 Detect Magic. You sense magic within 10 feet 

per level. 

 Light. 1 yard diameter per level, 1 hour per 

level. Must be cast on an enchanted item. 

 Meditation. Allows 10 minutes of utter 

concentration on healing and regenerating per 

level even in the midst of distracting or 

uncomfortable circumstances. No daily limit. 

 Rainproof. Ignore rain. Lasts 1 hour per level. 

 Strike. Pay 1 hit point after rolling to hit; strike  

as a magic weapon, affecting incorporeal etc. 

 Wizard Mark. You put an arcane symbol on an 

object, and decide who can see it. The mark lasts 

until it is removed. 

 

One 

 Witchlight. Free floating light illuminating 1 

yard diameter per level MV 15, lasts 1 hour per 

level, can be assigned to others or a location. 

 Attack. Automatically hit someone within 20 

feet per level, inflicting [level x2] hit points. 

 Defenses. Improves your AC by 2 with magic 

wards for 1 hour per level. 

 Knockout. Render unconscious creatures equal 

to your level in hit dice who are within 10 feet 

per level, for 10 minutes or until woken. No 

save. Lowest or closest hit dice up, no partials. 

 Identify Magic. Spend 1 hour examining an 

enchanted object, then roll under your level on 

1d10. If you succeed, you learn one magic 

property of an enchanted object. You will know 

when you have learned all there is to learn about 

it. This reveals activation words and the creator 

also, each as a magic property. 

 

Two 

 Enchant Staff. 1 week to enchant a staff, then it 

holds 1 hit points per wizard level to use for 

spellcasting. It can cast the Light spell. Can cast 

spells while holding the staff. A 1d6 weapon. 

(Only taught to those who pass the Tests.) 

 Stealth. Invisible to creatures with HD under 

your level if you make no sudden moves 

(attacks, running, shouting, magic.) Equal to or 

higher than your level must roll under their HD 

on 1d10 to see you. Lasts 1 hour per level. 

 Weightless. Touched object becomes weightless. 

Spell lasts up to 1 hour, affects up to 50 lbs per 

level. Cancel at will. 


