






Unearthed Arcana: Wizard Revisited 
New Arcane Tradition 

At 2nd level, a wizard gains the Arcane Tradition feature. This playtest option is called War Magic. 

 
War Magic 
A variety of arcane colleges specialize in training wizards for war. The tradition of War Magic blends 
principles of evocation and abjuration. It teaches techniques that empower a caster’s spells, while also 
providing methods for a wizard to bolster their own defenses. 
 
Followers of this tradition are known as “war mages”. They see their magic as supplemental to both 
weapon and armor, a resource superior to flimsy steel alone. War mages strike fast in battle, using their 
spells to seize tactical control of a situation. Their spells strike hard, while their defensive skills foil their 
opponents’ attempts to counterattack. 
 

Arcane Deflection 
At 2nd level, you have learned to weave your magic to fortify yourself against harm. When you are hit by an 
attack or fail a Constitution saving throw, you can use your reaction to gain a +2 bonus to your AC against 
that attack or a +4 bonus to that saving throw. 
- When you use this feature, you can’t cast spells other than cantrips until the end of your next turn. 
 

Tactical Wit 
Starting at 2nd level, your ability to quickly assess tactical situations allows you to act quickly in battle. You 
gain a bonus to your initiative rolls equal to your Intelligence modifier. 
 

Power Surge 
Starting at 6th level, you can empower spells that unleash harm on groups of foes. When you force multiple 
creatures to make saving throws against the damage of one of your spells, you can increase that spell’s 
damage by rolling two more of its damage dice. This increase occurs only on the turn you cast the spell. 
- Once you use this feature, you can’t use it again until you finish a short or long rest. 
 

Durable Magic 
Beginning at 10th level, the magic you channel helps ward off harm. While you maintain concentration on a 
spell, you have a +2 bonus to AC and all saving throws. 
 

Deflecting Shroud 
At 14th level, your Arcane Deflection becomes infused with deadly magic. When you use your Arcane 
Deflection feature, magical energy arcs from you; each creature of your choice within 10 feet of you takes 
force damage equal to half your wizard level. 
 
 
 

This Is Playtest Material 
The material here is presented for playtesting and to spark your imagination. These game mechanics are in draft form, usable in your 
campaign but not refined by design iterations or full game development and editing.  They aren’t officially part of the game and aren’t 
permitted in D&D Adventurers League events.  As is typical in Unearthed Arcana, the options here haven’t been tuned for multiclassing.  
If we decide to make this material official, it will be refined based on your feedback, and then it will appear in a D&D book. 


