
Makid
medium half-orc, chaotic neutral

Armor Class 12 (15 with Mage Armor)

Hit Points: 45 (8d8+7)

Speed: 30ft

STR
9 (-1)

DEX
14 (+2)

CON
13 (+1)

INT
16 (+3)

WIS
11 (+0)

CHA
12 (+1)

Saving Throws Int +5, Wis +2

Skills Arcana +5, History +5

Senses passive perception 13, 

Languages Common, Orc, Gnomish, Thieves’ Cant

Challenge 4 (1100 XP)

Spellcasting. Makid is a 7th-level spellcaster. His spellcasting ability is 
Ingelligence (spell save DC 13, +5 to hit with spell attacks). Makid has 
the following Wizard spells prepared:

Cantrips (at will). Dancing Lights, Mage Hand, Minor Illusion, Poison 
Spray, Message, Mending

1st Level (4 slots). Color Spray, Disguise Self, Mage Armor, Silent Image

2nd Level (3 slots). Invisibility, Mirror Image, Phantasmal Force

3rd Level (3 slots). Major Image, Fear

4th Level (1 slot). Greater Invisibility

Displacement (Recharges after Makid Casts an Illusion spell of 1st 
level or higher). As a bonus action, Makid projects an illusion that 
makes him appear to be standing in a place a few inches from his 
actual location, causing any creature to have disadvantage on attack 
rolls again him. The effect ends if Makid takes damage, is 
incapacitated, or his speed becomes 0.

Dyslexomancy. When casting the following spells, they have the 
additional effects:

Disguise Self. The spell lasts for twice the duration. 

Invisibility. The spell lasts for twice the duration. 

Fear. While concentrating on this spell, his vision is reduced to 10ft. 

ACTIONS
Quarterstaff. Melee Weapon Attack: +1 to hit, reach 5ft, one target. 
Hit: 2 (1d6-1) bludgeoning damage, or 3 (1d8-1) bludgeoning damage if 
used with two hands. 



Reza Webs
small gnome, chaotic neutral

Armor Class 15 (studded leather)

Hit Points: 81 (15d8 + 14)

Speed: 30ft

STR
10 (+0)

DEX
16 (+3)

CON
12 (+1)

INT
15 (+2)

WIS
12 (+1)

CHA
15 (+2)

Saving Throws Dex +5, Wis +4

Skills Deception +4, Sleight of Hand +7, Stealth +5, Thieves’ Tools +7

Senses passive perception 11

Languages Common, Orc, Gnomish, Thieves’ Cant

Challenge 4 (1100 XP)

Mage Hand Legerdemain. Reza gains additional benefits when 
casting the Mage Hand cantrip. For a creature to notice the hand is 
must succeed on a Perception check equal to her spell save DC. The 
hand created is invisible. Reza can use the hand to stow or retrieve 
one object into or from a container worn or carried by another 
creature, or to use her Thieves’ Tools. Reza can use her bonus action 
to control the hand, or to distract a creature within range of the spell. 
If it distracts a creature, it gains advantage on attack rolls against the 
target until the end of the thief’s turn.

Sneak Attack. (1/Turn) Rexa deals an extra 10 (3d6) damage when she 
hits a target with a weapon attack and has advantage on the attack 
roll, or when the target is within 5ft of an ally of Reza that isn’t 
incapacitated, and Reza doesn’t have disadvantage on the attack roll. 

Spellcasting. Reza is a 4th-level spellcaster. Her spellcasting ability is 
Intelligence (spell save DC 12, +4 to hit with spell attacks). She knows 
the following Wizard spells:

Cantrips (at will). Mage Hand, Prestidigitation, Shocking Grasp, 
Message, Friends

1st Level (4 Slots). Charm Person, Disguise Self, Silent Image, Detect 
Magic

2nd Level (3 Slots). Invisibility, Misty Step, Suggestion

Dyslexomancy. When casting the following spells, they have additional 
effects: 

Disguise Self. The spell lasts for twice the duration.

Invisibility. The spell lasts for twice the duration. 

Suggestion. While concentrating on this spell, her mind cannot be 
read.

ACTIONS
Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5ft or range 
20/60, one target. Hit: 5 (1d4 +3) piercing damage. 



Makid and Reza are, in the simplest of terms, partners in crime. When 
studying together they found a kinship for mischief, and bonded over 
their shared struggle with words. While they started off using their 
skills for pranks, they eventually realized that there are far bigger 
targets in the world. 

Over time, they’ve created the perfect system. Makid provides the
distractions, while Reza runs the marks, diving in for her sneak attacks 
to deal extra damage. Both are able to hold their own, but these are 
two people who are stronger together, with a friendship that runs very 
deep. While their sights are set on bigger things now, you can still 
expect a harmless prank or two when they’re around. 
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