CHARACTER NAME
Var'esh
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Ash/Draco
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ORIGIN

Student of Bra'Tac,

SKILLS
ACROBATICS (DEX)

ANIMAL HANDLING (wis)

ATHLETICS (STR)
CULTURE (wis)
DECEPTION (CHA)
ENGINEERING (INT)
INSIGHT (wis)
INTIMIDATION (CHA)
INVESTIGATION (NT)
MEDICINE (wis)
NATURE (INT)
PERCEPTION (wis)
PERFORMANCE (CHA)
PERSUASION (CHA)

CLASS
Soldler
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RACIAL ABILITIES

Improved Vision: You treat areas of dim light as
brightly 1lit (including the ability to discern color).

SYMBIOTE

As long as a Jaffa has a symbiote, they may choose
to gain advantage on any physical save (Strength,
Dexterity, Constitution). A Jaffa may use this
ability once per Proficiency Bonus (minimum 1),
replenishing the uses during a long rest. If a Jaffa
is deprived of their symbiote, they must make a

DC 10 Constitution save each hour or suffer 1d4
Constitution damage.

KELNO’ REEM

When the Jaffa takes a long rest, he heals damage

as if his Hit Die had rolled its maximum value. The
character does not heal naturally during a short rest.

CLASS ABILITIES

TACTICAL FLEXIBILITY

You’ve learned to direct your team in a variety

of tactics. As an action you may activate a Tactic
feat that you don’t know (see page 103). This
tactic lasts for a number of rounds equal to

your Charisma modifier (minimum 1). When the
duration has run out, you may choose a tactic

you know (if any) to re-activate automatically.
Once you use this ability, you cannot use it again
until you’ve taken a long rest.

TACTICS

DEFENSIVE POSTURE

MP Cost: 5

Requirement: Tactical Flexibility ability
Add +2 AC to other team members within 2m
of you.

PROFICIENCIES

Armor: Light and Heavy Armor

Weapons: Common weapons, Martial Arts,
Sidearms, Longarms

You are proficient in Jaffa weapons
(such as the Ma’Tok staff). Stealth

Ma'Tok Finesse

EQUIPMENT

Tools: Camo Kit, Explosives
Jaffa Guard Armour

3 MP
+1 determination for episode.
1 MP
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