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Name Atk Bonus / DC ' Damage & Type Notes
Dagger +5 1d4+3 Pierce Nick Range 20/60
Shortbow +5 1d6+3 Pierce  Vex range 60/320
Shortsword +5 1d6+3 Pierce
Whip +5 1d4+3 Slash

CLASS FEATURES
Expertise Stealth, Sleigh of Hand | Dagger (Nick) e

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.

SPECIES TRAITS

Nick. When you make the extra
attack of the Light property, you
can make it as part of the Attack
action instead of as a Bonus
Action. This extra attack can
only be made once per turn.

Shortbow (Vex) «

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

FEATS

Brave- Advantage against
Frighten Condition

Luck- Reroll Nat 1.

Natural Stealthy -Hide behind
Medium+

Halfling Nimble Move through
creature space bigger than you.

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.
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Leather armour, Dagger *2,
Shortbow, Shortsword, Whip

Crowbar
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Backpack, Quiver, Thieves Tools,
Arrows *20, QOil *7, Ball Bearings
1 pack, Rations * 5, Rope, Bell,

tinderbox, Water Skin, Hooded

Lantern, Candle *10, Pitons * 10,
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Favorite Blue Scarf
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