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The way of the wizard is a hard one. Always striving to achieve higher understanding in the art of magic, keeping your 

head down into molded scrolls, all awhile keeping down the young upstarts who are intending to take over your place 

and your art! But the reward… the sweet sensation of unleashing powerful magic and watch the admiration and fear in 

your friends and enemies alike… that’s what it’s all about. 

 

      Bolton Drawloung – The Lightning Unleashed 

 

The learning of new spells 
Generally, it takes one week of intense spell study per level of the spell, to gain knowledge of a new spell. Hence a 4

th
 

level spell like Stoneskin would require four weeks of intense study, approximately one month. 

 

The term “intense study” states that at least 8 hours of uninterrupted study must be spend on the same object a given day. 

Studying more one day to lower the required time of study is not possible, as the mind can only take in that much any 

given day, and both the mind and the body requires at least 6 hours of sleep. Taking part in more strenuous activities 

than simply walking, traveling and similar, ruins the research done that day. The same thing happens if the study time is 

cut short due to happenings, like rampaging dragon or unexpected Mother-in-Laws. 

 

Wizards on the road shall not despair however. It is possible to make a break in the studying time and go adventuring, 

provided the break doesn’t last for more than one week! If a time of study is cut short, the time already spend is halved 

when counting the necessary time spend studying. If more than a week passes, the understanding of the spell already 

gained, is completely lost, and the wizard must begin anew a later time. 

 

An example: 

A mage wants to study a 5
th

 level spell. This would take him 5 weeks (35 days) of uninterrupted intense study. 

After 6 days of study, he must leave in an urgent errand for his king. The knowledge thus gained under his 6 days of 

study, only counts as 3 days, due to the knowledge not followed through. Therefore he has still 32 days left in his study 

when he returns, provided he could resume the study within a week. 

 

When the required time of study has been fulfilled, the wizard is required to make a Chance to Learn Spell check. If he 

succeeds, he has mastered the spell with success, and can copy it down to his spellbook. If the wizard doesn’t make his 

check, he has failed in completely understanding the spell, and must wait until he has gained a level of experience to take 

up his studying again. Whenever the final check is made, no matter if it succeeds or not, the spell will disappear if it has 

been learned from a one-use scroll as the magic is absolved in the attempt to cast the spell, and thereby master it. Spells 

learned from books will not disappear. 

 

Note, that it is only if the wizard fails his Chance to Learn Spell check, that he must wait another level. Those who 

cannot fulfill their required time at studying are not forced to do so. They can merely wait until a better time presents 

itself, before they once again take up their study. 

 

The Requirement of rest 
In order to memorize his spells, the wizard must have a clear head after a good night’s sleep. 6 hours of uninterrupted 

rest is what is required for the wizard to memorize his spells anew. If the wizard’s rest is ruined, by approaching 

monsters for instance, he cannot memorize new spells. Unless he, of course, decides to rest a full 6 hours from the time 

he was awaken. 6 hours of sleep is also the minimum necessary between days spent studying in order to learn new spells. 

A period of rest cannot be gained immediately following another one. 8 hours must pass between each nap. 

 

Becoming a “Master” 
Once a wizard reaches 10

th
 level, he has achieved such a degree of mastery of magic, that he can take on the mantle of 

Master and start teaching the art of magic to other hopefully wizards of his own profession. 

In order to achieve the title, the wizard must undergo a test, given to him by either the wizard who originally taught him, 

or bye the headmasters of the school in which he studied. If the wizard either is self-taught or is unable to return to the 

original point of origin for his magical art, he must himself undergo a mission that officially declare that he is total in 

control of his magic. What kind of test/mission is necessary, are based on school, alignment, power and role-play, but it 

is totally up to the DM. 

Before the test/mission is completed, the wizard cannot officially call himself master (he can, but nobody will recognize 

his claim) and are not allowed to teach apprentices. 

 


