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LETTER OF THANKS

First off, thank you for buying WOTT's
Wizard Guide to Enhance Gameplay & FUN!
It’s amazing, a year ago I never expected to
have this many people visiting a website I
created for fun. As such, I wanted to extend a
warm thanks to everyone and hope you enjoy
the book!

How | AM EVALUATING
SUBCLASSES

So, before we begin the review, we should go
over what I am rating and how I get my
decision. There are three things that I am
reviewing in the in-depth guide. I look over
how strong the subclass is in combat, how
much utility it has, and, if applicable, its’
roleplay ability. Then I separate each subclass
into those three categories. This way
everyone’s playstyle can be seen.

Now, when deciding if something is good for
a guide, I look at what the subclass is trying to
accomplish. Then look at how successful it
succeeds in that task. For instance, in a
previous article on the Bladesinger, I
concluded it attempts to make you a
competitive front line. I then figure out how
well that ability succeeds in letting you front
line, as well as how soon it comes online.

If it is accomplished at level 2 then it is early
game. Level 6 it is Early-Mid, Level 10 Late-
Mid, and Level 14 is late game. I rate earlier
tiers better as most Dungeon and Dragons
Campaigns do not go beyond level 8.

CoLOR CODE MEANING

“That’s gold Jerry! Gold!” If
something is highlighted gold, then this means
that this not only defines your subclasses but
accomplishes it better than almost anything
else. I rarely do Gold ratings, so definitely pay
attention to them if you see me do it.

—If something is sky blue, it means
that this is a defining trait in your subclass but
for one reason or another is not game-breaking
like gold.

Blue- If it is blue, then it’s good but there are
plenty of other abilities that perform better.
Still better to have than other colors.

Black. Black is ok. These are your more
niche things that have bonuses in situations but
not useful in others.

Purple — Purple is for a very niche stuff.
They have times when they are good, but these
are rare and almost never come up. Not the best
color to see for an ability.

Red- Red is dead. It is the worse color to see
on anything. That said, no matter the color, a
class can work so don’t ignore a subclass if
they have a red. Enough imagination and can-
do attitude will make it okay but never optimal.

WHY YOU NEED TO KNOW YOUR
PLAYSTYLE

Ever been in a bad campaign? You know, no
matter what you do, you feel lackluster and
bored. The answer is simple you were not
playing your playstyle. I have been in countless
campaigns and met a plethora of players. More
times than not, the usual reason I see someone
drop out of a game is because they are not
playing what interests them.

By understanding your playstyle, you can
build characters that have higher synergy with
it allowing for you to be better at your favorite
part. This is because certain subclasses are
designed with your playstyle in mind. For
instance, a person who loves social situations
will find illusion wizards to be more fun to
play for the inherent nature illusions play in the
field. All subclasses are this way and as such,
learning the pro’s and con’s of each class and
how they interact your playstyle is vital to
letting you have more fun and more memorable
moments when played. To do this, the first step
is to understand your playstyle.

UNDERSTANDING YOUR PLAYSTYLE

Now, you know you want to play a wizard.
In fact, maybe you read Treantmonk’s Guide to
Wizards or the Wizard Handbook on
RPGBOT. These are great guide’s telling you
what has the best synergy for each class. But
what they fail to do, is help you figure out your
playstyle. As such, this section here will help
you understand your playstyle. So, when you



decide to play the wizard, you can understand
which subclass might fit your playstyle the
most, and how to utilize it. They are broken
into 4 main parts: Roleplay, Combat, Utility,
and Exploration.

ROLEPLAY

To sum up roleplay people, they are the
thespians of the group. These people are the
ones who are first to do accents and make
decisions for their character then themselves. If
you value acting your character and creating
intricate backstories 12 pages long for your
DM to pour over. This is probably your main
playstyle and as such should be taken into
account for choices.

COMBAT

Combat focused players are your battle
jockeys. They are often building the half elf
pact of the chain, hgxhlade, warlock who fires
eldritch blast with agonizing blast. They love
the thrill of almost dying and either dominating
the battlefield or barely surviving. These
people may not always be itching for a fight
but when it begins, they will not stop. I could
describe it a million other ways; to put shortly,
they love war.

uUTtiLimy

Utility playstyle are the supporters of the
group. They are not the ones flinging spells to
kill but using spells to solve. They like to crack
the secrets to a long-forgotten puzzle or help
out the party achieve a secret mission. These
people are here to assist and shine in difficult
situations where smashing won’t do. If this is
your main playstyle then you are usually the
strategic leader figuring out the ways to make
your team run better.

EXPLORATION

There are the thespians, the battle jockeys,
Supporters, and then the inventors. Exploration
playstyle focus is for those wanting to not build
the meta or build for their background but

build the unique. They want to make the worse
spell in the game the best finding ways to

transform items that people discard into
something to marvel at. This is the hardest one
to identify with in the finding your playstyle
section, as it can be found in any of the three
categories. That said, if usually you find
yourself switching between the other three
categories, this is usually a sign that
exploration is your primary category.

PLAYSTYLE CONCLUSION

Now that you know the four main categories
of playstyle. Identify which one is your
primary and put them in order. Once you do
that, it doesn’t matter what class you play, you
will be able to find a subclass that fits your
playstyle and make a difference to your

gameplay.

FINDING YOUR PLAYSTYLE

Now that you know the four categories to
finding your playstyle. You need to know
which one belongs to you. There are a few
ways to do this. ..
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