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Common, Goblin

light armor

simple weapons, hand
crossbows, longswords,
rapiers, shortswords
thieves' tools

) OTHER PROFICIENCIES & LANGUAGES

rapier

shortbow and 20 arrows
Leather armor

two daggers

thieves' tools

a backpack

a bag of 1,000 ball bearings

10 feet of string
a bell

5 candles

a crowbar

a hammer

10 pitons

a hooded lantern
2 flasks of oil

5 days rations

a tinderbox

a waterskin

50 feet of hempen rope

EQUIPMENT

You don't need advantage on the
attack roll if another enemy of the
target is within 5 feet of it, that enemy
isn't incapacitated, and you don't
have disadvantage on the attack roll.

Cunning Action. Starting at 2nd level,
your quick thinking and agility allow
you to move and act quickly. You can
take a bonus action on each of your
turns in combat. This action can be
used only to take the Dash,
Disengage, or Hide action.
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Thieves' Cant

During your rogue training
you learned thieves' cant, a
secret mix of dialect, jargon,
and code that allows you to
hide messages in seemingly
normal conversation. Only
another creature that knows
thieves' cant understands
such messages. It takes four
times longer to convey such a
message than it does to
speak the same idea plainly.

In addition, you understand a
set of secret signs and
symbols used to convey
short, simple messages, such
as whether an area is
dangerous or the territory of a
thieves' guild, whether loot is
nearby, or whether the people
in an area are easy marks or
will provide a safe house for
thieves on the run.

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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