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Welcome! 
These are the testing rules of the free Wizards & Warriors  role playing game. 

It is designed as a simple ruleset for new gamers (like me). 
It is combat-based in some cases, but also includes puzzle creation rules. 

 

Getting started 
First, character creation. Creation follows these steps: 

1.​ Name your character. Also, note whether they are evil or good. 
2.​ Roll stats. 1d8 per stat. Stats are Strength, Agility, Intelligence, and Luck. 

3.​ Gain 1d20 cp in money. 
4.​ Roll 1d6 for job; 1=Farmer, 2=Blacksmith, 3=Storyteller, 4=Trader, 5=Miner, 6=Noble 

5.​ Roll 1d6 for weapon; Note weapons, page 2. You CANNOT start with a staff. 
6.​ Gain a +0 Atk bonus 
7.​ Set to 0 Defense mod 
8.​ Set to 0 Armor bonus 

9.​ Set to 0 dmg 
10.​ Set level to 1 

11.​ Set XP to 0 
12.​Gain 1d6 HP 

13.​ Set to 1 action 
14.​ Write notes 

15.​ Choose a class. Wizards know 1d4 spells 
16.​ Choose a race; humans gain 1d20 XP now;​

Elves get 1d3 spells; Dwarves gain +3 Atk and halflings​
Gain 1d8 luck 

17.​ Roll 1d20; 18+ means character is a sorcerer. Gain 1d3 spells. 
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Weapons 
1.​ Sword (1d6 dmg, +1 Atk) 10 gp 
2.​ Spear (1d4 dmg, +2 Atk) 8 gp 

3.​ Bow (60’ range, uses arrows, 1d4 dmg, +0 Atk) 25 gp 
4.​ Dagger (1d4 dmg, -1 Atk) 5 gp 
5.​ Axe (1d8 dmg, +0 Atk) 15 gp 
6.​ Club (1d4 dmg, +1 Atk) 7 gp 

7.​ Staff (1d4 DMG, +1 Atk, +1 to all spellcasting rolls) 10 GP 
8.​ Add your own! 

Arrows are 1 cp per arrow 
 

Armor 
1.​ Padded (+1 Armor bonus) 1 gp 
2.​ Leather (+2 Armor Bonus) 5 gp 

3.​ Chainmail (+3 Armor Bonus) 10 gp 
4.​ Plate (+4 Armor Bonus) 20 gp 

5.​ Shield (+1 Armor Bonus, Can be used with armor) 10 gp 
 

Gear 
●​ Rope 30’, 5 cp 

●​ Chain 10’, 10 gp 
●​ Waterskin (full), 3 cp 
●​ Rations (1 day), 5 cp 

●​ Hook, 5 sp 
●​ Sack, 10 sp 

●​ Empty book, 5 gp 
●​ Horse/Pony/Mule, 50 GP 

●​ Add your own! 
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Classes 
Wizard 

+1d6 HP/Level 
+1d4 Spells/Level 

-1 Atk 
-1 Armor 

+1 Defense 
+1 Action/Level 
Can cast spells 

+1d4 Stats/Level 
 

Warrior 
+1d10 HP/Level 

+3 Atk 
+2 Armor 
-1 Defense 

+2 Actions/Level 
+1 Damage 

+1d8 Stats/Level 
 

Thief 
+1d8 HP/Level 

+2 Atk 
+1 Armor 

+2 Defense 
+1 Action/Level 
+1d6 Stats/Level 

Backstab: Roll 1d20. 18+ = Double Damage. Only usable every 5th turn. 
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Cleric 
+1d8 HP/Level 

+2 Atk 
+1 Armor 

+2 Defense 
+1 Action/Level 
+1d4 Stats/Level 

Blessing: on 1d20 roll 15+, target gets +1d4 stats 
Curse: Opposite of blessing 

Divine aid: To request aid from your god/demon,  
roll 1d20 and ask GM for aid request results. 

Worship: Choose a god/demon; see gods & demons. You cannot choose a 
God if you are evil or a demon if you are good. 
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Skill Checks 
In many situations, you may have to attempt to find a hidden door, break through a wall,  

climb a wall, and any other task. To do these, you must make a Skill Check, where you roll 1d20. For an easy 
Task, you must get higher than 5. For medium, above 10, and for hard, above 15. Above 20 
is very hard. If you fail the roll, you may use a skill. To do this, you remove stat points. 

Each point removed is +1 to the roll. If it is a Strength-based check, like breaking a door,  
then remove Strength points. For climbing, hiding, crawling, etc remove Agility points. 

For Intelligence based things like finding doors or reading runes, remove Intelligence points. 
You may remove luck for a +1 to any check. When you gain Stats every level, you 
 roll the die for that class and distribute the result as stat points however you like 

(e.g. on a 4 you can add 3 to Strength and 1 to Luck, etc.). 
 

Other Stat usage 
Strength may also be used to add +1 to Armor for 1 turn. Agility can  be used for 

+1 to Defense for 1 turn, and Intelligence for +1 to Attack (Atk). Luck may NOT be used 
For ANY of these. When you use a stat, make sure to remove 1 from that stat. 
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Combat 
This is a big part of every RPG. Combat. I have simplified it as much as possible. 

When a player finds a monster, the player(s) always go first. 
Attacking 

When you (or a monster) attack(s), you (or the GM for a monster) roll 1d20. 
You add your Atk modifier. You subtract the target’s defense modifier. If the result 

is above 10, you hit. Example: You attack an Orc. It has +2 defense. You have  
+1 Atk. You roll 1d20 and get 9. So the final result is 9 +1 -2. That equals 8. A miss. 

If you/the monster hit(s), you/the monster do damage equal to 1d(attacker’s dmg + attackers weapon’s 
dmg - target’s armor) to the target's HP. Attacking takes 1 Action. With the exception of Bows, 

you must be within 5’ to attack. Quick attack example: Bilbo attacks an Orc. 
 He rolls an 11. He has +2 Atk and the Orc has +1 Defense. The total is 11, a hit. 

Bilbo has a Dmg modifier of 2 and his weapon has 4 damage. The orc has 2 armor, 
So Biblo deals 1d3 damage. 

 
Other actions 

Other actions include casting spells, using Backstab, making Checks, etc. 
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Spells & spellcasting 
A Spellcaster rolls 1d20 and adds their level. If the result is higher than the stated requirement for that 

 spell, it is a success. BEFORE rolling the die, the caster may remove stat points to add +1 to the roll 
For each point (e.g. removing 1 luck, 1 intelligence, 1 strength and 2 agility would be a +5). 

List of spells (feel free to add your own!): 
Magic Missile 
Requirement: 14 

Deal 1d6 damage across as many targets as you like. Must have line of sight,  
but you cannot miss this attack. 

Fireball 
Requirement: 12 

Deal 1d4 damage to all enemies in a 5’ radius of where you throw the fireball. 
They are all lit on fire; 1d3 damage per turn for 1d3 turns. 

Magic Shield 
Requirement: 14 

Create a shield that gives +1d4 to armor for 1d4 turns. Also blocks spells. 
Levitate 

Requirement: 14 
Levitate any single thing up to 15’ for 1d4 turn cycles. You can move the object around 

In the air, but if you lose line of sight, the spell is canceled. 
Invisibility 

Requirement: 18 
Turn any single thing invisible for 1d6 turn cycles. 

Sleep 
Requirement: 13 

One target falls asleep for 1d8 turn cycles. They make be woken normally, 
E.g. taking damage  awakens them. 
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Enlarge 
Requirement: 14 

Any target enlarges and gains +2 Strength and Armor for 1d6 turn cycles. May 
Be used on inanimate objects. 

Shrink 
Requirement: 13 

Reverse of enlarge above 
Illusion charm 

Requirement: 10 
Create a visual or auditory illusion (like flashing lights, a shadow, or a bang) 

Anywhere up to 50’ away. 
Physical charm 
Requirement: 13 

Create some effect, like shoving, pulling, lifting or ripping something, 
Anywhere up to 50’ away. Must be something that could be done normally 

(e.g. you cannot shove a massive rock) 
Flame Fingers 
Requirement: 14 

Shoot fire out of hands for a range of 15’. Target is lit on fire; 1d3 
Damage per turn for 1d3 turns. 

Lightning 
Requirement: 18 

Blast a bolt of lightning at any range that demolishes stone, melts metal, burns wood,  
And deals 2d6 damage to every living thing within a 10’ radius of where it hits. 

If it directly hits a living thing, that thing takes an additional 1d4 damage. 
Physical Projection 

Requirement: 18 
Project a transparent version of yourself for 1d6 turns anywhere up to 50’ away. 

The projection mimics your movements and can touch things normally 
(including hitting enemies), but you will not be hurt if it is injured or killed 

. 
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Elemental Manipulation 
Requirement: 24 

COmplete control of the elements for 1d4 turns. Move any object, create a whirlwind,  
Control fire and water and reshape the world. 

Healing 
Requirement: 16 

Touch a living thing and cast this spell to heal 1d3 HP and fix all the target’s 
Non-magical Wounds (e.g. a cut would be closed and a broken bone repaired). 

Magical Wounds may not be closed without a healing potion. 
Create Staff 

Requirement: 18 
This spell takes three hours to cast. You must hold the staff (which must be at least 

As Tall as the caster) the entire time. The staff is imbued with magic, bound to 
The caster. It has normal staff stats, but adds a +1 to ALL spell rolls when 

Using it. It can also light up at will, creating a glowing orb at the end which 
Casts light in a 20’ radius, with varying intensity at the caster’s discretion. 

In addition, if the caster chooses to remove one point of each stat while 
Making the staff, they may select one spell to get an additional +1 to 

When cast using this staff. All spells that would normally come 
From the caster’s hands will instead come from the end of the staff. 

 

Gaining spells 
WHen a wizard levels up, or any character becomes an elf or sorcerer (or wizard),  

They gain the spells dictated by the class/race/setup rules. Spells are determined RANDOMLY. 
If you get a duplicate spell, you do NOT get to reroll. 

 
XP and Levels 

Leveling up is an important mechanic. When you level up, you gain HP,  
Stat points, extra Actions, and Wizards gain Spells. When you kill a monster 

or solve a puzzle, you gain 1d4 (or 1d6, depending on your GM) XP. To 

9 



Level Up, you need a certain amount. Here’s how much: 
Level 1: 0 XP 
Level 2: 10 XP 
Level 3: 30 XP 
Level 4: 60 XP 
Level 5: 100 XP 
Level 6: 170 XP 
Level 7: 270 XP 
Level 8: 400 XP 
Level 9: 700 XP 

Level 10: 1100 XP 
For higher levels than 10, ask your GM. You do NOT gain Actions past level 2. 

Extra actions can NOT be used to move. 
 

Monsters 
Monster stats are displayed as shown: 

 
(Name)(How many):(Atk mod), (Defense mod), (Armor mod),  
(Number of Actions), (Attacks and Damage), (Damage mod), 

(HP), (Notes, magical attacks, special moves); 
So here’s 5 Goblin’s Stats: 

Goblin(5):+1 Atk, +2 Defense, +1 Armor, 1 Action, 
Attacks: Bite 1d4 Damage and Club 1d6 Damage,  

+0 Damage, 4 HP, Notes: They are Cowards; 
 

Gods & Demons 
Gods: 

●​ Lead god 
●​ Elemental god 
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●​ Moon god 
●​ Sun god 

Demons: 
●​ Flame-demon 
●​ Shadow-demon 
●​ Lead-demon 

 

King god (lead god): 
Very dangerous; Clerics who kill any lawful creature 
Suffer 1d3 damage. Warlocks of this god suffer 1d4 or 
On a 1 roll on 1d20 they are killed instantly. Spells: 

Flying angel: 
Requirement: 16 

For 1d6 turns target can fly (+3 defense) and shoot energy 
Arrows (1d4 at range 150’). 

Raging storm: 
Requirement: 18 

Caster creates an up to 1 square mile storm; hail does 
1d3 damage to everyone in storm each round, and 

For 1 action caster can make lightning; 1d8 damage 
To one target if a 1d20 roll above 15. 

God’s call: 
Requirement: 22 

Caster calls the king god to fight with him; it remains for  
2d6 turns or until killed off of the mortal plane. Caster of 

This spell takes 1d4 damage. 
 

King god(1):+4 Atk, +2 defense, +5 armor, 6 Actions,  
Attacks: Smite 1d6 damage at 40’ & energy ray 1d8 

At 80’, +0 damage, 35 HP 
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Moon god: 
Dangerous; attacking any magical creature makes 

A cleric take 1d4 damage or a warlock take 1d8. 
Spells: 

Call of the werewolf: 
Requirement: 15 

The caster has a werewolf to help him! 
 

Werewolf(1):+1 Atk, +2 Defense, +1 armor, 1 action,  
Attacks: bite 1d6 damage, +1 damage, 15 HP. 

Frozen moonsight: 
Requirement: 27 

Up to 15 targets are frozen in time until caster frees them. 

 
Sun god: 

Angerable: if a Cleric kills a good creature in the daytime 
They take 1d4 damage; if a warlock does, the warlock is 

Killed and is tortured forever. 
Spells: 

Scorching ray: 
Requirement: 15 

Target takes 2d8 damage 
Healing beam: 
Requirement: 18 

Target heals 3d8 damage 
 

Elemental god: 
Evil; every day a Cleric makes a 1d20 roll; on a roll 
Below 5 the cleric is tortured for fun and takes 1d4 
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Damage. A warlock takes 1d6. 
Spells: 

Wind & Water: 
Requirement: 25 

Up to 5 targets are drowned; each takes 4d8 damage. 
Earth & air: 
Requirement: 18 

Target is buried 15’ underground. After 5 turns, they die. 
 

Demon-lord (lead-demon): 
Kills for fun: any Cleric or warlock that kills an evil creature 

With no need to do so or reason dies instantly. Spells: 
Flames: 

Requirement: 14 
Up to 4 targets take 1d4 damage a turn for 1d4 turns. 

Shadow bomb: 
Requirement: 18 

Caster can throw shadows for 1 action for 1d6 turns; 
If they hit, the target is removed from existence for 

1d16 turns and no one remembers them even when they return. 
 

Invoke the arcane: 
Requirement: 22 

As god’s call above under King god, but with these stats: 
 

Demon-lord(1):+6 Atk, +1 defense, +3 armor, 5 Actions,  
Attacks: Hit 1d4 damage at 20’ and Roast 1d4 damage per turn for 

 3 turns at 40’, +1 damage, 35 HP, Notes: can cast any spell. 
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Flame-demon: 
Enjoys torture; clerics take 1 damage a night and warlocks  
take 2 unless they killed an innocent creature that day. 

Spells: 
Flames: 

As above under Demon-lord but with  1d3 damage. 
Flaming-torture blast: 

Requirement: 20 
Target is in intense pain and takes 1 damage a night for 

3 years or until caster dies. 

 
Shadow-demon: 

Taunts; a Cleric or Warlock who needlessly kills an evil 
Creature is suddenly dehydrated and sees mirages 

Of water, taking 1d4 damage. Spells: 
Shadow-vail: 
Requirement: 18 

Target is removed from existence and memory for 3 years. 
Reap:​

Requirement: 35 
Target is wiped from existence and memory until caster 

dies; they are tortured in hell. 
 

Soul-selling: 
A character may sell their soul to a demon or god; they gain 
Access to that demon/god ’s spells, but get the disadvantages 

Stated under the demon/god ‘s name. They also must kill 
Clerics serving other demons or gods; if they refuse or fail,  

They die painfully within the hour. Follow rules for Warlocks, 
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Not Clerics (Warlocks have worse punishments).The character 
Is classified as a WARLOCK, not a Cleric. 

 

Money scale 
Money goes as follows: 

10 CP = 1 SP 
10 SP = 1 GP 
10 GP = 1 EP 

CP is copper pieces 
SP is silver pieces 
GP is gold pieces 

EP is emerald pieces 
While money is used to buy gear, armor, and weapons (when in town),  

I recommend you add other ways to spend it. You can add your own 
Gear and weapons and armor (or use a gear book available on the WnW resources 

page), but also have the characters spend their money on houses, inns, beer, 
Gambling, meals (don’t only  eat rations!), and anything else. Have characters 

Bribe other peasants. 
 

Building the perfect world 
While dungeon crawling is fun, you need a reason. Every good adventure 
Has backstory. How did the dungeon get here? Why are there monsters in it? 

What is its history? Why are the characters there? Some reason other than gold. 
And you need a quest. Have the characters be after ingredients to a potion. 

Have them be after a crystal ball that mind-controls people. Maybe they 
See an alien face in the crystal ball. The face tells them to get a flaming 
Amulet from a dungeon in faraway mountains. Have the campaign fling 

The characters far and wide to find what they want. Have a world. I 
Recommend you get some clean paper and draw out your world. When 
Walking, characters move 3 miles per hour, so make the world big-- 

Require some long travels. If you’ve read The Hobbit, use Bilbo’s travels 
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As an example. Make each area different. Make each town or village have 
Character. Give them backstories. Here’s some travel information: 

Walking speed is 3 mph 
Mule or Horse or Pony is 6 mph 

A boat, caravan, or raft is 4 mph 
I recommend you add encounters often. Every mile of travel, roll 1d20. 
On a 5 or below, there is an encounter. Roll 1d4. On a 4 it is a traveler. 

On a 3 it is something on the ground. On a 2 or 1 it is a monster or enemy. 
Each night that a character sleeps, they gain 1 HP. But each day that the character 
Doesn’t eat anything and doesn’t drink anything, they lose 1 HP. 1 rations is 

1 day’s meal for 1-2 characters. If a character only eats half a ration, they 
Do NOT heal that night (but they don’t take damage either). A full waterskin 

Lasts 6 days for 1 character, 3 days for 2 characters, etc (a flask lasts one-third as long). 
In order for a character To lose the 1 HP, they need to not eat anything OR not drink anything. 

To gain the 1 HP, they must eat AT LEAST 1 FULL ration AND drink something. 
Otherwise, they don’t gain OR lose HP. 

Summary: To gain 1 HP per night, a character must eat 1 ration’s worth of food 
And must drink ⅙ of a waterskin or ½ of a flask. If the character fails to eat or drink, 

They lose 1 HP. Eating or drinking less than this threshold results in no damage, but no healing. 
 
 

Encumbrance 
A character can hold up to 5 weapons and up to 15 gear items. 

Weapons do not count as gear, but armor does. Rations can stack. 
A sack does not take up a gear slot and extend gear by 4. 

 

More spells 
For more spells, make your own! Or ask your GM to create some! Or even check for  
Wizards & Warriors spells online! They are also available under “spellbooks” at 

https://future-games.site/wnw/resources.html 
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Maps 
You may find it useful to have a map. To make one, you just need graph paper! 

 

Resources 
To find resources such as Spells and Premade Adventures, just search “Wizards & Warriors 

Resources”  or go to https://future-games.site/wnw/resources.html 
 

Help & support 
For help, or if you don’t understand something, email futuregamesstore@gmail.com 

or yeshayaz@icloud.com. 
 
 
 
 
 
 

Written by Yeshaya Zeff 
14th edition 
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