The New Wizard                        Last Edited 2/11/05
Hit Dice:            
1d4

Armour:           
None

Weapons:         
Staff, Dagger, Dart, Medium Crossbow

    Wizards are masters of the arcane and are the most ancient of spell casters.  Through complicated rituals and specially charged materials, they produce magical results.  Wizard spells are very specific and very powerful.  But along with this great power comes great danger.  Wizardry is a finicky kind of magic, and the most minute error can yield disastrous results.  No Wizard should ever attempt spells beyond his ken, except in the most dire of circumstances, for disaster is almost certain to result.

    In many cultures, Wizards form a Guild of sorts, where the heads of the Guild are the most powerful Wizards (or most politically inclined) of that culture, usually of 10th level or higher.  All the known spells of that Guild are kept in a Guild library of sorts.  More on this under Learning Spells.

Becoming a Wizard:

    Learning to be a Wizard is a long and difficult process.  First of all, not everyone can be a Wizard.  A character of Intelligence of less than 10 cannot be a Wizard.  When a Wizard chooses an Apprentice, that designee is put through a magical aptitude test, usually involving a spell such as Iridescent Amusement, Tillian's Twist, or other first-circle spell not requiring difficult† components.

	Table A: Saves and Bonus to Hit

	
	Saving Throws

	Level
	 Hit Bonus
	F
	R
	W

	1
	+0
	+0
	+0
	+2

	2
	+1
	+0
	+0
	+3

	3
	+1
	+1
	+1
	+3

	4
	+2
	+1
	+1
	+4

	5
	+2
	+1
	+1
	+4

	6
	+3
	+2
	+2
	+5

	7
	+3
	+2
	+2
	+5

	8
	+4
	+2
	+2
	+6

	9
	+4
	+3
	+3
	+6

	10
	+5
	+3
	+3
	+7

	11
	+5
	+3
	+3
	+7

	12
	 +6/+1
	+4
	+4
	+8

	13
	 +6/+1
	+4
	+4
	+8

	14
	 +7/+2
	+4
	+4
	+9

	15
	 +7/+2
	+5
	+5
	+9

	16
	 +8/+3
	+5
	+5
	 +10

	17
	 +8/+3
	+5
	+5
	 +10

	18
	 +9/+4
	+6
	+6
	 +11

	19
	 +9/+4
	+6
	+6
	 +11

	20
	+10/+5
	+6
	+6
	 +12


    Usually, assuming the Apprentice has passed the first test, he or she becomes the Wizard's assistant, aiding in spells when the Master deems him or her ready, but under strict supervision and care.  Often, the Apprentice is taught some non-difficult† spells during this time.  The Apprentice is required to master these.  Once the Master has deemed the Apprentice ready, they begin a 5 day long process during which the Apprentice is taken through many rites, which in some cultures may be tied to a Wizard's Guild.  When this process is completed, the Apprentice is now capable of attempting spells that require more complicated† aspects.  The period before this rite is done is usually about six months to two years, depending on the ability of the Apprentice.  Then the Apprentice is taught other first-circle and second-circle spells.

    The length of the apprenticeship will usually be between four and six years, depending on his or her master, and when the apprenticeship was begun.  Usually this falls about the student's 18th birthday.  When it ends, the Master will have taught the Apprentice five to ten first circle spells and three to six second circle spells and is given enough spell components to cast each one between two to twenty times, depending on how rich the Wizard was who trained him and on how expensive or just plain hard to find the components are.  Usually, the Master will give the Apprentice a few important higher level spells that he can learn as he gains in aptitude, especially if they are of the Master’s own devising and the Apprentice is a particularly apt student.  These extra spells are usually given to the Apprentice without components to cast them.  

Skills: 

    The class skills (and the pertaining abilities for them) for Wizard are Concentration (Con), Craft (Int), Knowledge (arcana) (Int), Knowledge (architecture and engineering) (Int), Knowledge (the planes) (Int), Profession (Wis), Scry (Int, exclusive skill), and Spellcraft (Int)

Skill Points at 1st Level: (3 + Int modifier) x 4

Skill Points at Each Additional Level: 3 + Int modifier

Casting Spells

    To attempt casting a spell normally, the caster must spend the required casting time (as stated in the spell itself) actively casting the spell and doing nothing else.  If the spellcaster is interrupted, he will have to roll an extra check for the spell to succeed, or it will fail and something bad may happen.  Each spell has certain material components, and, unless otherwise noted, these are consumed by the energies of the spell.

    To check if the spell succeeds, the caster must roll a DC from table C (spell circle x 5 + 10) adding his Intelligence bonus, MP bonus and his level x 2.  He must roll over the required number (after adding bonuses) or the spell will fail.  Count a roll of 20 as a 30, and a roll of 1 as a –10 (a low enough level wizard will always fail a 12th circle spell, and a high enough level wizard will always succeed on a 1st circle spell).  If the spell fails, the caster must 'back' his roll.  If he fails by less than 20, something wrong will occur, otherwise, the spell only fizzles (a first level wizard attempting a 12th circle spell will not be able to come even close to wielding 12th circle power).  The something wrong can be any magical effect that the DM chooses, but will almost always be on scale with the desired effect.  For instance, a spell that lights a candlewick may only discolor the Wizard's fingertips upon failure.  A spell that was meant to levitate a small castle may accidentally uproot an entire forest, turn a river to saltwater, or summon a gigantic statue of a purple worm if it misfires.
    If the spell the caster is attempting is a very tricky spell, he may, at the DM's option, substitute more "powerful" components in an attempt to have a better chance of casting the spell properly.  The more powerful components must fit the original description of the component precisely, i.e., A Finely Ground Ruby can be substituted for Fine Red Powder, just as The Blood of a Dragon can be substituted for Blood.  However, it may not be substituted for A Drop of the Target's Blood unless of course the target is the dragon from which said blood was taken from, in which case, the spell would not have any special bonuses at being cast.  The DM will make the final ruling on how much of a bonus more powerful components will convey, and the DM is not required to tell the players exactly how much of a bonus is granted, only whether or not there is a bonus conveyed.  Keep in mind that the bonus should not bring the caster’s bonuses above +15.  More powerful components will not make the spell itself any more powerful than normal.

    Certain spells can be 'stored' until the caster says the keyword to initiate the spell effect, such as Delayed Fireblast.  The triggering of the spell takes 1 action by the caster.  Also, the Wizard can never have any more spells stored than twice his or her MP bonus, nor can any of the spells be duplicates.  If the Wizard attempts to store a duplicate of a spell already stored, it will set off the one already stored, targeting randomly, and cause the spell being stored to be botched, and a backing check will be required.  There are also certain spells that are not compatible with one another, which will set each other off.

    Certain spells require a ranged touch attack.  A ranged touch attack is a ranged roll to hit vs. the target's AC without armor bonuses, though any magical bonuses conveyed by armor will be counted.

    The Wizard can cast any spell in his spellbook if he can read it from his spellbook and has the components on hand.  However, the Wizard can also memorize spells.  To do so, he will need to spend a number of skill points equal to the circle of that spell.  Once he has done this, the Wizard won’t need his spellbook to cast that particular spell.  For every extra proficiency slot he puts into that spell, the Wizard gains a +2 added to his chance at casting that particular spell.  If the Wizard wishes, he may change which spells he has spent proficiencies in by spending two hours of study for each circle of spell he wishes to memorize instead and two hours for each +2 bonus he wishes to gain.

	Table B: Learning Spells.

	Level of Caster
	Spell Circle

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	0*
	3d
	1y
	9y
	-
	-
	-
	-
	-
	-
	-
	-
	-

	1
	3h
	3d
	1w
	1m
	1y
	9y
	-
	-
	-
	-
	-
	-

	2
	2h
	1d
	3d
	1w
	6m
	5y
	-
	-
	-
	-
	-
	-

	3-4
	1h
	9h
	1d
	3d
	1m
	1y
	9y
	-
	-
	-
	-
	-

	5-6
	2t
	2h
	9h
	1d
	3d
	1m
	1y
	9y
	-
	-
	-
	-

	7-8
	1t
	1h
	2h
	9h
	1d
	3d
	1m
	1y
	9y
	-
	-
	-

	9-10
	5r
	2t
	1h
	2h
	9h
	1d
	3d
	1m
	1y
	9y
	-
	-

	11-13
	3r
	1t
	2t
	1h
	2h
	9h
	1d
	3d
	1m
	1y
	9y
	-

	14-16
	2r
	5r
	1t
	2t
	1h
	2h
	9h
	1d
	3d
	1m
	1y
	9y

	17-19
	1r
	3r
	5r
	1t
	2t
	1h
	2h
	9h
	1d
	3d
	1m
	1y

	20+
	1r
	2r
	3r
	5r
	1t
	2t
	1h
	2h
	9h
	1d
	3d
	1m


Y = Years, M = Months, W = Weeks, D = Days, H = Hours, T = Turns (10 rounds), R = Rounds (Minutes)

	Table C: Casting Spells

	
	Spell Casting DC by Spell Circle

	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12

	
	15
	20
	25
	30
	35
	40
	45
	50
	55
	60
	65
	70


*A 0th level caster may cast spells without difficult† components.  This is not common knowledge, except for Wizards.

Learning New Spells: 

    To gain more spells, the new Wizard can learn them from other Wizards (but do not forget, a Wizard's spells are his livelihood, so a Wizard will not give spells for nothing!) or learn them from other spellbooks or scrolls he may find.  If there is a Wizard's Guild, there is a chance that the Wizard can learn spells from them if he can aid them in some way.  This aid is usually in the form of a new spell the Guild does not have or a special Quest.  Some Wizards do spell research so they may have spells to trade with.  If a Wizard wishes to swap spells with another, usually a demonstration is in order!

    When learning a spell, it can come from three sources:  A book or scroll, another Wizard, or a spell of his or her own creation.  The third case is covered under Creating Spells.  But, in the first two cases, learning the new spell will take as much time of study as noted in table B.  After the spell has been studied for the amount of time specified, the Wizard may attempt the spell.  To cast the spell for his or her very first time, roll the DC check on table C, with the modifier for Intelligence and Mind Power.  He or she rolls once, if another Wizard taught the spell, twice if it was learned from a scroll or book.  If any of the rolls fail, the spell was not properly learned and the spell must be restudied (or taught) for the same amount of time before it can be attempted again.  Also, if the spell fails, the caster must back the spell or bad things may happen.  All components are consumed whenever the spell is attempted.  Copying down a spell into a spellbook takes 10 minutes per circle of the spell.

Creating Spells

    When creating spells, the Wizard has to make three separate DC checks.  Each DC = spell's difficulty. The caster gets bonuses to the checks of up to +2 for good research materials (several similar spells to work off of) and up to +2 for knowledge existing (if the caster has created a similar spell before) + Int and MP bonuses.  

    Roll #1 - Inkling of how.  This roll signifies whether or not the Wizard has a good idea of how to start.  Making the check by 20 means instant epiphany.  Making it by 1 means 1dSpell Level of months of research.  Once this roll is passed it need not be made again.  Failing this check will mean the Wizard is going off in the wrong direction.  The player should not know if they failed or succeeded on this roll.  Failing this check by more than 20 means the Wizard can’t even fathom a solution to this spell idea until he gains a level.

    Roll #2 - Inkling of spell components.  This roll helps the Wizard decide on what spell components the spell will use.  This check should be done after the caster has researched the spell for the appropriate amount of time.  Failing the check gives false components which will cause the spell to fail.  Note the amount this check is made or failed by.  Once this roll is passed it need not be made again.  If this roll is failed, the caster will not know.

    Roll #3 - Attempting the spell.  Add the amount the spell is failed by, if any, to amount the components are off by.  Less than 10 off is a fizzle.  10+ off is equally powered failure.  20+ off is a 2+ circle powered failure.  30+ off is a 6+ circle powered failure.  40+ off is a 10+ circle powered failure.  50+ off is a gruesome death.  If Roll #2 was failed and this check is made by less than 5, the spell fizzles, but the caster is aware they are using incorrect components.  If Roll #2 was failed and this check is made by 5 or more, another useful spell is discovered and the Wizard must start again.  5 = obscure and barely useful e.g.: The Iridescent Amusement.  10 or more = useful in the right circumstances, e.g.: .  20 or more = highly useful spell such as Spider Climb or a combat spell.  If all checks are made, spell is a success.

