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Proficiencies:

Light armor, medium armor, shields,
simple weapons, martial weapons,
Light Armor, [choose one skill],
[choose one musical instrument], light
armor, simple weapons.

Languages:
[choose one], [choose one], Common,
Halfling
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Features and Subclass
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Lucky

Source: Race (Halfling)

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

Brave

Source: Race (Halfling)

You have advantage on saving throws against being fright-
ened.

Halfling Nimbleness

Source: Race (Halfling)

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

Naturally Stealthy

Source: Race (Lightfoot Halfling)

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

Guild Membership
Source: Background (Guild Artisan)

As an established and respected member of a guild, you
can rely on certain benefits that membership provides. Your
fellow guild members will provide you with lodging and food
if necessary, and pay for your funeral if needed. In some
cities and towns, a guildhall offers a central place to meet
other members of your profession, which can be a good place
to meet potential patrons, allies, or hirelings.

Guilds often wield tremendous political power. If you are
accused of a crime, your guild will support you if a good
case can be made for your innocence or the crime is justifi-
able. You can also gain access to powerful political figures
through the guild, if you are a member in good standing.
Such connections might require the donation of money or
magic items to the guilds coffers.

You must pay dues of 5 gp per month to the guild. If you
miss payments, you must make up back dues to remain in
the guilds good graces.
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