
We would love to get your feedback!

contact us at 

playd14games@gmail.com

For more games visit 

www.d14games.com

Rolling for Checks

Primary Die - roll a D14 to determine success or failure.

Buff Modifier - When you create your character, you will pick three Buff

Modifiers or “Buffs” (Strength, Dexterity, Constitution, Wisdom,

Intelligence, Charisma). These are your proficiencies. Whenever you roll

for a check that is related to one of your Buffs, you’ll add your Lore Points

to the roll. If you roll for a check that is not one of your Buffs, that is a  D14

roll without the Lore Point Buff. Also called a “flat roll.”

e.g.

You can have negative Lore Points, so this is your incentive to hardcore

roleplay and impress your Quest Keeper to earn more points!

If the total (D14 roll + Buff Modifier) equals or beats the Quest Keeper’s roll,

you succeed and gain a Lore Point! If the total is less than the Quest Keeper’s

roll, you failed the roll. The Quest Keeper’s rolls will always be 1D14 + their Lore

Point total. The Quest Keeper will guide the story based on the outcome of

checks.

Movement
Movement in Wizard City is simple. 

In Range - You are close enough to fight in Combat or Magick.

Out of Range - Takes one turn to get within range.

Retreating - Moving away may trigger an attack of opportunity at the

Quest Keeper’s discretion to move Out of Range.

Maps are just for reference! 
Movement happens in your

imagination!

     Welcome to Wizard City, a magickal world and creative
project born from our passion for storytelling, music, and art. We
are a collective of artists, musicians, and dreamers bringing
Wizard City to life across multiple mediums. This includes wacky
online videos, our live puppet show, and NOW a fully developed
Role Playing Game. But Wizard City is more than a project; it’s our
vision of a world where creativity is celebrated and where artists,
in all their weird and wonderful forms, can thrive.

     Inspired by the vibrant yet ever-changing spirit of Austin,
Texas, Wizard City is a satirical parody of modern life. It’s a place
where wizards, magickal creatures, and performers explore their
true  identities, fight for their dreams, and discover what it truly
means to sing their “authentic song.” Even when the Gobbos
(Coins) are low, and everything is tangled in bureaucracy, and
self-doubt.  It will be up to you to come through these gritty
obstacles of a city on the edge of change. With comedic, often
exaggerated nods to pop culture and society, Wizard City brings
a humorous yet Heartfelt look at the struggles and joys of the
creative journey.

     Our mission goes beyond creating art and not just locally.
We’re here to support and celebrate the entire community, the
musicians, artists, and makers who pour their souls into their
Craft year after year. We understand the grind, and we’re here to
amplify the voices of all communities, helping each other along
the way no matter how far. I personally believe storytelling and
quest keeping is the magickal glue of society. Whether you’re a
part of Wizard City as a fan, collaborator, or fellow creative, we
invite you to join us in building a world where artists can spend
their lives doing what they love. Here, the multiverse needs you,
just as you are. 

-Wizard City team

What You Need To Play
A D14 
An Adventure guide or Module
At least two players
Character Sheets
A Quest Keeper and at least one player (2 players)
Your Imagination!

Lore Points

The first player to reach 14 Lore Points wins the game! This includes
both the players and the Quest Keeper (QKS for short, pronounced
“quicks”). Quest Keeper can only earn and lose Lore Points based on
their rolls. A Lore Point tracker is included on each Character Sheet.
The Quest Keeper does not use a Character Sheet; they should record
their Lore Points on a separate piece of paper.

Earning Lore Points
You earn 1 Lore Point by:

Rolling the “14” on the D14
Acting out interesting roleplay (Quest Keeper’s discretion)
Successfully Completing a Magick, Combat, or Skill challenge. This
is called a “check.”

Losing Lore Points:
Roll a 1 on the D14? Player or Quest Keeper lose 1 Lore Point. 

If your player reaches -14 Lore Points they are dead and can no longer
play. The player may create a new character for the next session. If the
Quest Keeper dies, game over. 

Note: There are two ways to track Lore Points.
1.Cumulative: Positive and negative points do not cancel each other out. This

lets Lore Points build up faster and works best for one-shot games.
2.Canceling: Positive and negative points cancel each other out. This slows

overall progression and works better for longer campaigns.
The Quest Keeper can choose which style best fits their game.

Step Six: Buff Your player Up
Pick 3 Buffs from the following and fill in 
the circle next to each:

Strength (STR) – For physical power and
melee attacks. Applies to Combat checks.
Dexterity (DEX) – For agility, ranged
attacks, and quick actions. Add to
Initiative, Skill or ranged Combat checks.
Constitution (CON) – For stamina and
resisting damage. Can be used to resist
against STR or DEX in Skill or Combat
checks.
Intelligence (INT) – For problem-solving
and spellcasting. Used for Magick and Skill
checks.
Wisdom (WIS) – For perception and
resisting Magick. Used when defending
against INT or CHA checks.
Charisma (CHA) – For charm, social
interactions, musical Skill checks, and
some forms of Magick. 

Now, You Are Ready To Play!

Thank you for playing!

Example: The Quest Keeper says an unruly beast

blocks your path. You could try a Magick check to

cast an illusion, a Skill check to sneak past, or a

Combat check to fight it!

Core Mechanics

Both the players and the Quest Keeper roll during a challenge. These are

called “checks”. The Quest Keeper will decide the type of challenge

depending on what the player chooses to do: Magick, Combat, or Skill. Each

challenge type is tied to a different Buff Modifier, indicated below.

The Quest Keeper and player on deck will roll off head-to-

head for each check. If the player rolls higher or equal to 

the Quest Keeper’s roll, the player

wins the check. If the check uses a

Buff, the player adds their current

Lore Point total to their roll as their

Buff Modifier. Quest Keeper will craft

the story based on the result of the

roll-off.

Hearts
Each character starts with 3 Hearts  ♡♡♡

Challenges, dice rolls, and the Quest Keeper’s discretion determine
how much damage (or healing) is applied. Most failed rolls result in the
loss of half or a quarter Heart. Reaching 0 Hearts means you're
Knocked Out (K/O). You will be out of action until healed or revived.

Initiative
During an encounter, the Quest Keeper and players take turns in a
specific order called “Initiative”.  At the beginning of every encounter,
each player rolls a D14 + Dexterity Buff to determine the order. If the
player has not chosen Dexterity as one of their Lore Point Buffs, they
will use only their D14 roll.
On the player's turn, they are allowed one action, such as: jam a lock,
cast a spell, or attack with their arcane bow. Whoever rolls highest
goes first, followed by others in clockwise order. The Quest Keeper rolls
initiative (D14 + Lore Points) for all enemies, or allies' actions as a group
unless stated otherwise. 

4 Lore Points (+4 to roll)

Critical Success 
(you roll a 14)

Something AMAZING happens!

Critical Failure 
(you roll a 1)

Something goes hilariously wrong!

Advantage and Disadvantage
The Quest Keeper decides whether players get Advantage or Disadvantage
depending on the situation. The Quest Keeper may not use Advantage, or
Disadvantage on their own rolls.

Roll D14 twice or two D14s at the same time
Advantage: Take the higher roll
Disadvantage: Take the lower roll

QUEST KEEPER TIP:

e.g. A Fire Magick Wizard fighting a monster made of ice cream could get

advantage. Or that same Fire Wizard could get disadvantage for

attempting the same Fire Magick in a blizzard. The best part of this rule is

using situations to improve the story together. 

Quest Keeper Guide
The Wizard City rule-set is flexible enough to work with most TTRPG
modules. Follow the module as written, guide the story as normal, and
make the following adjustments to turn it into a Wizard City game:

Step One: Choose Your Craft
Pick a Craft—A hobby or skill that makes your

character unique!
(e.g., cooking, enchanting, animal speech)

Step Two: Draw Your Character
You don’t have to be an artist! Just enjoy

creating the vibe of your character.

Step Three: What is your Quest?
Describe your character’s backstory and
end goal, by explaining your Quest! What
would the character like to accomplish?

(Example: To Find the Most Gold, to
become a famous Wizard, or maybe even

romance a goblin?)

Step Four: Pick Your Abilities
Pick one ability for each of these categories:

Magick (something mystical or bewitching)
Skill (a special talent or knack)
Combat (your weapon or how you fight)

Step Five: Pick
Your Equipment
Choose up to 3
pieces of
equipment to start
with. 
Quest Keeper has
final say in item
selection of
characters.
(Examples:
grappling hook,
healing potion & a
magnifying glass)
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