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Acrobatics
Animal Handling
Arcana
Athletics
Deception
History

Insight
Intimidation
Investigation
Medicine
Nature
Perception
Performance
Persuasion
Religion
Sleight of Hand
Stealth

Survival
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[llusionist 10 Slave
CLASS & LEVEL BACKGROUND PLAYER NAME
Human Chaotic Neutral
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+1 Dagger +7 1d4+3 Improved Minor lllusion: gain

Due to Peter's small mana
pool, he lacks conventional
combat magic. Available
spells are adjusted
accordingly rather than spell
slots available.

ATTACKS & SPELLCASTING

A
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PASSIVE WISDOM (PERCEPTION)

+1 Dagger (1d4 +3)

Can read and write magic runes

Master of Deceit: advantage on
deception checks

Class 1 Mana Sink: regain 1 spell
slot level per short rest;
-1 damage from magic

Immune to Greyskin Poison damage

OTHER PROFICIENCIES & LANGUAGES

Custom Glasses:
advantage on perception
checks; can use True

) Sight and Detect Magic
as a free action; ability
costs a standard action

»y for anyone other than
Peter

Mana Potion:
consumable; bonus
action; +4 spell slot levels

EQUIPMENT Y,

|

Minor lllusion and add sound

Malleable lllusions: change
illusions as a free action

lllusory Self: once per short
rest, use a reaction to make
an attack automatically miss

Master lllusionist: can cast
illusions without components
and as a bonus action

Genius Intellect: can
concentrate on 2 spells at
once; advantage on
concentration saving throws

Spell Scroll (consumable):
Standard action, DC 20 Dex
save. 12d6 Lightning damage
in a 60ft cone; half on a miss;
6d6 damage if open sky isn't
visible; user of scroll takes
half damage (no save; not
reduced if target dodges)
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Wizard lllusionist
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Message

Prestidigitation
True Strike
Dancing Lights

Shape Water (no ice)

Minor Illusion
no larger than 5ft cube
DC 19 investigation check to notice

) I | DD

©® Hypnotic Pattern

O 120ft; concentration; DC 19 Wisdom save to avoid being

(@) charmed by pattern; incapacitated and 0 speed until hit

© Greater Invisibility

(@) Invisibility that doesn't end after unit attacks

©® Major Image

(@) concentration; 15 minutes; no larger than 25ft cube

O DC 19 investigation to notice

©® Mislead

O O0OO0OO0OO0OO0OO0OO0Oo

(@) concentration; 1 hour; create illusory copy of self and
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O become invisible in one spell; share illusion's senses
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0] Alarm _

QO _ 8 hours; choose conditions for an alarm to go off 4 3 ﬁ

0] lllusory Script /s

(@) write secret message readable only by chosen o) Seeming

©® Disguise Self

(@) change appearance of up to 8 creatures for 8 hours

(@) 1 hour; DC 19 investigation check to notice

O DC 19 investigation check to notice

©® Silent Image (sound allowed)

©® Hallucinatory Terrain

O concentration; 15 minutes; no larger than 15ft cube

Q create hindering terrain in 150ft area (1/2 movement)

O O0OO0OO0OO0OO0OO0OO0Oo

O bci9 investigation check to notice

(@) DC 19 investigation to notice

\"

(@) 30ft; DC 18 Constitution save, target blind and deaf
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©® Blindness/Deafness (considered lllusion) (@) O

O

O

© Fog Cloud (considered lllusion)

(@) 120ft; 20ft radius; concentration; area is heavily obscured

©® Locate Object

DD

©® Solar Lens (Flame Strike; considered lllusion)

(Q _ concentration; locate familiar object or person

o 120ft; concentration; 5ft radius; DC 19 Constitution save

©® Silence (considered lllusion)

8d6 Radiant damage and blinded on fail, half on success;
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O concentration; 20ft radius; blocks noise, but not spells

attack continues every round until concentration is lost

©® Mirror Image

must have visible sunlight to cast, attack comes from sky

(@) 3 duplicates with 12 AC

©® Invisibility

(Q _ touch; concentration; 1 hour; target is invisible

(@) advantage on attacks, cannot be attacked normally

O O0OO0OO0OO0O0OO0

O O0OO0OO0OO0OO0O0
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Master of Deceit: advantage on deception checks



Class 1 Mana Sink: regain 1 spell slot level per short rest; 

-1 damage from magic



Immune to Greyskin Poison damage
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: +1 Dagger (1d4 +3)



Custom Glasses:

advantage on perception checks; can use True Sight and Detect Magic as a free action; ability costs a standard action for anyone other than Peter



Mana Potion: consumable; bonus action; +4 spell slot levels
	Features and Traits: Improved Minor Illusion: gain Minor Illusion and add sound



Malleable Illusions: change illusions as a free action



Illusory Self: once per short rest, use a reaction to make an attack automatically miss



Master Illusionist: can cast illusions without components and as a bonus action



Genius Intellect: can concentrate on 2 spells at once; advantage on concentration saving throws



Spell Scroll (consumable):

Standard action, DC 20 Dex save. 12d6 Lightning damage in a 60ft cone; half on a miss; 6d6 damage if open sky isn't visible; user of scroll takes half damage (no save; not reduced if target dodges)
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