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=== ROGUE FEATURES ===

* Core Rogue Traits « free-rules 129

* Expertise  free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack  free-rules 129

Once per turn you can deal an extra 1d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn’t
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| 1 Action
* Thieves’ Cant « free-rules 129
You know Thieves’ Cant and one other language of

your choice.

* Weapon Mastery e free-rules 129

=== LIGHTFOOT HALFLING SPECIES TRAITS ===

* Lucky « BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness « BR 28

You can move through the space of any creature that
is of a size larger than yours.

* Naturally Stealthy « BR 28

You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.

=== FEATS ===

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
* Weapon Mastery « PHB-2024 129

| Hand Crossbow (Vex) ¢
Vex. If you hit a creature with a Hand Crossbow and
deal damage to it, you have Advantage on your next
attack roll against that creature before the end of your
next turn.

| Quarterstaff (Topple) «
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 2 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Vex (Hand Crossbow): 1 Action

| Topple (Quarterstaff): 1 Action

FEATURES & TRAITS

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.
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