Ratfolk

E

VEN THE MOST GLORIOUS OF CITIES
is betrayed by a grotesque underbelly,
where the poor live among their waste and
the sewers carry the filth of society away. It
is within these pits that the ratfolk often
make their homes. Whether they nest in the
sewers or among society's castaways,
ratfolk are accustomed to life among the poor, the filthy, and
the outcast. For many ratfolk, squalor is a point of pride - they
are able to thrive in environments that can quite literally kill
more fragile species. Others do their best to fit in among the
nobler species, putting their uncouth heritage behind them
and using their cunning wit to become successful - if not
particularly esteemed - members of society.

History
Ratfolk are nearly as ubiqitous as the elves and dwarves of
the Rosan Empire, although they seem to go almost
completely unnoticed. Many live below ground, and those who
do venture above the surface rarely leave the slums,
preferring the company of simple folk to the niceities of high
society.
As the human empire has grown, some ratfolk have
become curious enough to make their way into the sunlight
and put their skills to work as merchants and skilled workers.
Though often timid, ratfolk are shrewd and cunning, and their
aptitude for learning makes them very good at whatever they
decide to do.

Traits
Physiology

Ratfolk reach maturity around age 8 and can live up to 50
years. Ratfolk are, on average, smaller than most humans,
usually varying between 4 and 5 feet tall. Your size is
Medium. Your base walking speed is 30.

Ability Score Increase

Your bestial heritage grants you +2 DEX, and your adaptation
to squalor grants you +1 CON.

Darkvision

You have superior vision in dark and dim conditions. You can
see in dim light within 60 feet of you as if it were bright light,
and in darkness you can see as if it were dim light. You can't
discern color in darkness, only shades of gray.

Languages

You can speak, read, and write Common and your choice of
Dwarvish, Elvish, Goblin, or Undercommon.

Naturally Stealthy

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

Resilient Biology

You are immune to poison and disease. You have resistance
against poison damage.

Vile Bite

You are proficient with your unarmed strikes, and you may
use your bite as an attack. On a hit, deal 1d4 piercing
damage, then the target must make a DC 15 Constitution
saving throw or become poisoned until the end of their next
turn.

Bond of the Underbelly

You share a bond with the outcasts of society. You have
advantage on Charisma skill checks when interacting with
beggars, urchins, and the dismally poor, as long as they are
not hostile toward you.

