Catfolk

Ability Score Increase. Your Dexterity score is increased by 2.
Size. Medium.
Speed. 35 ft. 
Sure Climber. You have advantage on climbing checks in the Athletics Skill.
Darkvision. You have darkvision out to 60 ft. 
Feline Grace. When you fall, you ignore the first 10 ft. for the purpose of determining fall damage and when you take fall damage equal to your level or lower, you do not fall prone.
Luck of Nine Lives. When you roll a Dexterity ability check or saving throw, you can choose to reroll it and take the higher result. You make this choice after you see the roll, but before you know the result. Once you have used this trait, you can’t use it again until you finish a long rest. 
Claws. You are proficient with you unarmed strikes, which deal 1d4 slashing damage.
[bookmark: _GoBack]Languages. You can speak, read and write both Common and Feline.

	Lion
	Ability Score Increase. Your Constitution score is increased by 1.
	Keen Sight. You gain proficiency with perception checks.
Pack Tactics. Loins have advantage on an attack roll against a creature if at least one of the loin’s allies is within 5 ft. of the creature and the ally isn’t incapacitated.

	Tiger
	Ability Score Increase. Your Strength score is increased by 1.
Pounce. If the tiger moves at least 20 ft. straight towards a creature and then hit it with a claw attack on the same turn, then the target must succeed a (DC 13 + Strength modifier) Strength saving throw or be knocked prone. 
	Enhanced Claws. Your claw dice is change from 1d4 to 1d8.
	
	



Cheetah
	Ability Score Increase. Your Dexterity score is increased by 1.
	Enhanced Speed. You base speed is increased to 45 ft.
Keen Hearing. You gain advantage on Wisdom (Perception) checks that rely on hearing.

	
	Jaguar
	Ability Score Increase. Your Wisdom score is increased by 1.
	Hiding in the Shadows. You gain proficiency with stealth checks.
Sure-Footed. The Jaguar has advantage on Dexterity saving throws made against effects that would knock it prone. Also, gains +2 to all climbing checks.
	

	House
	Ability Score Increase. Your Intelligence score is increased by 1.
The Power of Cuteness. Other races see you as cute and you play on people’s feeling because of it. You can advantage on persuasion checks with neutral/good alignment people.
Keen Smell. You gain advantage on Wisdom (Perception) checks that rely on smell.
	

