
The Wizards of Once (Book 1)
   

The Wizards of Once: Twice Magic (Book 2)
 

The Wizards of Once: Knock Three Times (Book 3)

The Wizards of Once is an exciting high-adventure series set in an ancient, magical 
time, full of Wizards, Warriors, Giants and Sprites from the author of 

How To Train Your Dragon, Cressida Cowell. 

About

Series

Once there was Magic, and the Magic lived in the dark forests. Until the 
Warriors came ...

Xar is a Wizard boy who has no Magic and will do anything to get it. Wish is a 
Warrior girl, but she owns a banned Magical Object, and she will do anything 
to conceal it. 

In this whirlwind adventure, Xar and Wish must forget their differences if 
they’re going to make it to the dungeons at Warrior Fort. Where something 
that has been sleeping for hundreds of years is stirring ...

Witches are creating havoc in the Wildwoods and danger lurks behind every 
tree trunk. 

Wish is in possession of a powerful, Magic Spelling Book; Xar has a dangerous 
Witchstain on his hand. Together they can save the Wildwoods from the curse 
of the Witches but they are separated by the highest wall imaginable, and time 
is running out ...

It was unlikely that these heroes should meet in the first place. Is it possible 
they are destined to meet TWICE?

Wish and Xar are now outlaws on the run, hunted by Warriors, Wizards and 
worst of all, by WITCHES ...

Can they find the ingredients for the Spell to Get Rid of Witches before the 
Kingwitch gets his talons on Magic-that-Works-on-Iron?

Their next Quest is the most terrifying and treacherous of all ... And someone 
is going to betray them ... 



The Wizards of Once: Never and Forever (Book 4)

Xar and Wish are on the final leg of their journey –  first stop: The Mines of 
Happiness. Here, starvation is never far away for the Magical creatures who 
toil in its horrible depths. Xar and Wish must escape and fast; Xar needs 
to take control of his ever-growing Witchstain, and Wish must achieve 
her Destiny.  But the Tatzelwurm is in their way, a grotesque monster who 
threatens to block every entrance. 

Time is not on their side, but the forests are calling them. Will their combined 
strength be enough for the BIGGEST quest so far; to defeat the Kingwitch 
once and for all?



Noun: the use of imagination or original ideas to create 
something; inventiveness.

Creativity comes in many forms. These ideas will encourage children to be 
creative in a number of ways, such as drawing, acting and storytelling. They aim 

to complement The Wizards of Once series, building enthusiasm and eagerness to 
engage with the story.

Creativity does not come from a blank page; it comes from finding solutions to 
problems, from being innovative based on previous ideas and knowledge. Ideas 

exercise the skill of creativity.



Children may like to create each letter differently or try to keep them all a similar style. It’s up to 
them – get those creative juices going! Children may like to make their letters all look magical, all 
strong and warrior-like or come up with an idea of their own.

Allow children time to look at all the examples in the books for inspiration. The alphabet at the 
front of Xar’s Spelling Book on page 157 of The Wizards of Once (Book 1) would be good to look 
at too. You could adapt this activity as the starter page for children’s own Spelling Books.

This activity can be linked to all three books in The Wizards of Once 
series. 

Each chapter in The Wizards of Once series starts with a large capital letter, drawn to match the 
style of the illustrations. Can children create their own Wizards of Once alphabet? This can be 
used to start off their own writing pieces.

Fantastic Fonts 



My      Alphabet

A B C D E

F G H I J

K L M N O

P Q R S T

U V W X Y

Z ! ?




