
Arcane Tradition
At 2nd level, a wizard gains the Arcane Tradition feature. The

following Chaos Magic option is available to a wizard, in

addition to the options offered in the PHB.

Chaos Magic Features
Wizard Level Features

2nd Arcane Autoimmunity, Crude Magic

6th Lingering Magic

10th Reckless Magic

14th Simplified Magic

Chaos Magic
Despite their barbaric tendencies, the chaosmen of the

northern lands aren't without magic. However, their methods

are a bit less refined than their southern and western

neighbors. For the chaosmagi, magic is less about perfecting

one's art but drawing the most direct line between casting

and utility. This philosophy gives way to chaos magic, a crude,

yet effective arcane tradition.

Like many who enter the martial disciplines in the

Kingdoms of Chaos, chaosmagi start training at an early age.

Unsurprisingly, the mortality rate is high as arcane accidents

are common. And it's not unusual for a chaosmage to have

scars, missing fingers or limbs, and other debilitating

conditions. Of course, they don't see these disfigurements as

adverse. On the contrary. Anyone who's ever fought a

chaosmage will tell you that the uglier the chaosmage is, the

deadlier.

Arcane Autoimmunity
Starting at 2nd level, you have immunity to your own spells.

You've hit yourself with your own spells so much during your

studies, that you've acclimated to their effects.

Crude Magic
At 2nd level, your spells are sloppy yet effective. When you

cast a wizard spell that deals damage and has a range of at

least 10 feet, you may reduce the range of the spell by half in

order to have it deal one extra die of its damage.

Lingering Magic
Beginning at 6th level, your cantrips possess unusual side

effects. When a creature fails on a saving throw against one

of your cantrips and takes damage, at the start of its next turn

it must make another saving throw versus your spell save DC.

On a failed save, the target takes another 1d4 damage of the

same damage type.

Reckless Magic
Starting at 10th level, your simpler spells are faster albeit

easier to avoid. When you cast a wizard spell of 1st through

5th level that has a casting time of 1 action and offers a

saving throw to avoid taking damage, you can change the

casting time to 1 bonus action for this casting. However, the

targets of your reckless spells have advantage on their 

saving throws.

Simplified Magic
At 14th level, you've mastered how to make your spells

simpler to cast in exchange for overall effectiveness. When

you cast a wizard spell of 1st through 5th level that deals

damage, you can change the damage type of the spell to force

damage for the duration of the spell, but the creature suffers

no additional effects from the spell. In addition, if the spell

normally deals half damage on a successful saving throw, it

instead deals no damage on a successful saving throw.

Thanks for Reading!
This Arcane Tradition was created as part of a joint

collaboration between myself and Justin David Russell of

Random Encounters. We're creating a rules

supplement/megadelve titled The Secret of Forsaken Peak.

It's a Fifth Edition supplement with a First Edition vibe.

As more information comes out for it, be sure to continue

to check on the main blog and Patreon. And if you'd like to

playtest some of the stuff, just drop me a line at

dave@dmdave.com.

For free cool monsters, adventures, player options, and

more be sure to check out www.dmdave.com.

For PDF versions and original content, you can check out

www.patreon.com/dmdave which gets you full access for only

$3 to month.

See you next time!  

The information found falls under the 5th Edition Open

Gaming License. Learn more at www.dmdave.com/ogl-5e.

Art used with permission from Shutterstock.com.
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