
T i n y  d 1 0 :  F a n t a s y  C l a s s  R e f e r e n c e  S h e e t

The Wizard
◆◇◆

“Follow the Gleam.”
Alfred ,  Lord  Tennyson ,  Merlin  and  the  Gleam

Wizards are wise and cunning students of  the magical arts, learning their spells through the
long study of  ancient tomes and grimoires.

Toughness T4

Weapons Lightweight only

Armor Featherweight only

Bonuses +3 Magic Points

Spell Save Your level + Intellect + 3

Abilities Begin with all three below

Starting Abilities
◇ Prestidigitation – creates a minor magical effect like colored smoke, blinking lights,
disembodied sounds, etc.
◇ Spell-casting (Magical) – start with 3 spells and cast magical spells for their cost in
MP; other spell types cost double (may not cast divine spells).
◇ Splash-effect – modifies an attack spell, causing it to inflict equal damage to all creatures
within a 10-foot radius of  the target (attack roll versus Toughness for each creature). Cost: 1
PP.
New Spells. Forget old spells and learn new ones under the right circumstances (e.g., long
hours of  study in the libraries), but never more than the total you have gained at your level.

Making a Wizard
1. Race – choose one below.
2. Attributes – divide 3 points among Aspect, Intellect, Power, and Reflex.
3. Hit & Power Points – divide 10 points between HP and PP.
4. Magic Points – roll 1d10: on 1–5, gain +4 MP; on 6–9, +5 MP; on 10, +6 MP; then add

the wizard’s +3 MP.
5. Wealth – roll 1d10 each for gp, sp, and cp, multiplying each by 10 (1cp = $1; 1sp = $10;

1gp = $50).
Dwarf – double XP against goblinoids; the craft skill; −1 to magical attacks against the
dwarf; +1 HP per level.
Elf – +1 to Perception Checks; +1 damage to evil creatures; immunity to poison; +1
Intellect.
Halfling – the hide and sneak skills; −1 to ranged attacks against the halfling; +1 PP per
level.
Human – +1 damage to natural beasts; the persuade skill; an additional skill; +1 Aspect.
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The Roll
1d10 + attribute  Toughness

Magical spells use Intellect; melee uses Power; ranged and small weapons use Reflex.

Power Points add to any roll (declared before rolling), or pay for class abilities. Combat runs
in Reflex order; each turn allows one attack, ability, or spell and one movement sequence;
damage is 1 unless otherwise specified.
Spells automatically succeed unless otherwise specified; attack spells roll against Toughness.
Dying & Healing. At 0 HP you are dying, expiring after 1d5 rounds. A T5 Intellect Check
restores 1–2 HP, MP, and PP (automatic with the heal skill); magical healing generally does
not restore MP or PP. A full day’s rest restores 1d5 + your level.

Magical Spells
Arcane Snare – restrains one target within
line of  sight (suffers −1 Toughness);
Intellect Save versus caster’s spell save to
break free. Cost: 2 MP.
Animate Statue (Medium) – animates a
statue (T5; 1d5 + your level HP; +1 Power)
of  medium size or smaller; follows your
basic commands. Cost: 3 MP.
Ball of Light – a powerfully luminous
orb. Cost: 0 MP.
Charm (Person or Animal) – one neutral
person or animal is immediately friendly to
you; unfriendly persons or animals must
Intellect Save versus caster’s spell save to
prevent. Cost: 1 MP.
Create Magic Item/Scroll – imbues a
small item or scroll with the power of  any
spell you know; requires 10 − your level
hours to create the item. Cost: 3 MP.
Detect Thoughts – hear the active
thoughts of  a target within 50ft. Cost: 2 MP.
Dispel Magic – eliminates any magical
effect(s). Cost: 2 MP.
Featherfall – slows the fall of  an object
up to 100 x your level pounds; range 100 ft.
Cost: 1 MP.

Fireball I – inflicts 1d5 + 1 damage; attack
roll versus Toughness; range 50 ft. Cost: 1
MP.
Heal – restores 1d5 HP. Cost: 2 MP (1 if  the
caster possesses the heal skill).
Imprint Spell – temporarily learn any
magical spell cast during the active combat
encounter and cast it at cost; lasts for
duration of  combat encounter.
Mage Armor – gain a Toughness bonus
equal to your level for 1d5 + your level
rounds. Cost: 2 MP (3 if  cast on a nearby target).
Magic Mirror – creates 1d5 illusory
duplicates of  yourself; attacks targeting you
hit an illusion first, which vanishes upon
impact. Cost: 3 MP.
Magic Missile I – inflicts 1 damage; attack
roll versus Toughness; range 100 ft. Cost: 0
MP (2 to automatically strike the target).
Phantom Hand – opens doors, moves
objects, or attacks opponents (standard
melee attack) within your line of  sight. Cost:
1 MP.

Advancement
Level 2: Adventurer (50 XP) – a class
ability; two skills; +2 HP; +1 to any attribute
or +1 T; +2 PP or +2 MP; 1 spell.
Level 3: Hero (100 XP) – a class ability;
+1 to any attribute or +1 T; one skill; +2 HP
or +1 PP or +2 MP; 2 spells.

Level 4: Champion (200 XP) – a class
ability; one skill; +2 HP or +1 T; +1 to any
attribute or 1 spell. Champion’s Resolve: re-roll
once any time the result is 1.
Level 5: Legend (400 XP) – +1 to any
attribute. Legendary Presence: an opponent’s
first attack on you is an Aspect Challenge; if
they fail, −2 to attack.
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Advanced Spells level 3 and above
Animate Statue (Large) – animates a
statue (T7; 1d10 + your level HP; +2 Power)
of  large size or smaller; follows your basic
commands. Cost: 5 MP.
Detect Magic – range 100 ft. Cost: 0 MP.
Enchant Weapon – touch a weapon to
enchant it with a +1 attack and damage
bonus for duration of  combat encounter.
Cost: 3 MP.
Fireball II – inflicts 1d10 damage; attack
roll versus Toughness; range 100 ft. Cost: 2
MP.
Invisibility – the target remains invisible
for up to your level amount of  hours, or
until attacking. Cost: 2 MP.
Magic Missile II – inflicts 2 damage;
attack roll versus Toughness (+1 attack
bonus); range 100 ft. Cost: 1 MP (2 to
automatically strike the target).
Ray of Death – inflicts 1d10 damage;
Aspect or Reflex Save versus caster’s spell
save to reduce damage by half; range 50 ft.
Cost: 4 MP.

Repel – all creatures within your path are
repelled by an unseen force, pushed aside or
otherwise kept 5 ft. from you for the
duration of  this spell; lasts for 1d5 + your
level movement sequences. Cost: 2 MP.
Reprisal – any time you are struck, an
opponent that has previously struck you
suffers the damage instead; lasts for duration
of  combat encounter. Cost: 3 MP.
Reverse Gravity – affects a radius of  10 x
your level ft.; lasts for your level amount of
hours; range 100 ft. Cost: 2 MP.
Spectral Sword – one mighty thrust
inflicts 1d5 damage; range 100 ft. Cost: 4 MP.
Teleport – costs 1 MP per 500 ft.
Time Stop – freezes time within your line
of  sight; lasts for 1d5 rounds. Cost: 4 MP.
Vaporous Form – take the form of  a small,
innocuous strand of  fog or mist; lasts for
1d10 x your level minutes. Cost: 3 MP.
Ward (Magical) – resist the effects (but
not the damage) of  magical spells for
duration of  combat encounter. Cost: 2 MP (3
if  cast on a nearby target).

Additional Abilities one each at levels 2, 3 & 4
Absorption – any time you are struck by a
magical spell, you gain 1 MP.
Appraise – determine any item’s worth with
reliable accuracy.
Apprentice/Familiar – any willing
intelligent creature may become your
apprentice, or any charmed animal may
become your familiar (costing 4 MP per
pact). Once per combat encounter (or at the
cost of  1 PP), your apprentice/familiar (T5;
4-6 HP) can conduct a melee attack (with
advantage) and cast one spell that you know.
Arcane Knowledge – reduce spell cost by
1 MP (may not reduce spell cost to 0).
Enchanted Healing – convert any
amount of  MP into HP for yourself  or allies
within your line of  sight.
Magical Disruption – spells targeting you
or nearby allies suffer a −1 attack penalty.
Magical Intrusion – doors unlock before
you, and re-lock after your passing (must
possess the pick lock skill).

Magical Power – convert all PP to
temporary MP; gain +1 Toughness for 1d5
rounds.
Polyglot – learn a new tongue solely by
hearing it spoken; know 3 x your level
languages.
Prodigious Casting – gain an additional
+1 MP each time you advance a level.
Re-spell – if  you cast a spell last combat
round, you may cast it again for half  its cost
(rounded up) in MP.
Resist Magic – any time you are the target
of  a magical spell attack, conduct an Intellect
Challenge against the attacker; if  you
succeed, the effects of  the spell (but not the
damage) are cancelled.
Spell Adept – any time you heal (or are
healed), restore double the amount of  MP.
Swift – permanently gain +1 Reflex.
War Mage – permanently gain +1 HP, +1
PP, and +1 Toughness.
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