be used for identification purposes.

Loch ness "Nessie" Phoenix-13 Soldier []8 1 52

Name Duty Station Class Level MP Earned MP Spent
Goa'uld / Tok'ra / Cursor'va Goa'uld/Tok'ra Enforcement/Tok'ra Spy
Affiliation Race/Species Origin/Background
A N
(" STRENGTH ) %isne"gth [® ds @ del@ d8|®d1o d12 TENSION] (" MaxHP Current HP Temp HP )
__+2 Dexterity
+2 E;SConstitution / 62 62
D;Zlntelligence +2 \ HIT POINTS Y,
D_O\X/isdom
D Chari 4 Successes N
————— 338 Charisma ( INITIATIVE ARMOR CLASS 10
DEXTERITY Saving Throw Modifiers y Failures
+ 2 ( HIT DICE DEATH SAVES EXHAUSTION)
SS: /1| +1all
.15
/ N
SAVING THROWS N\ DEFENSES Weapons: Common, Sidearms, Martial
yappm—— Arts, Longarms
‘CONSTITUTION
/ bati b AN [+3] PROFICIENCY BONUS ] Armor: Light, heavy
* 2 Acrobatics Tools: Camo Kit, Explosives, Scuba
+O - __0 Animal Handling wis
1 +5 Athletics STR [ ] INSPIRATION ] Sk.'"S.: . . .
- Intimidation, Persuasion, Deception,
X1_ 0 Culture wis Science, Athletics, Pilot, Medicine, Stealth
— >1] +6 Deception CHA 6
INTELLIGENCE . o o .
1] +2 Engineering 3m Swim
0 i WIS
+2 Insight SPEED
X1_+6 intimidation A PROFICIENCIES & LANGUAGES
X1 _+2 Investigation INT
X1 _+3 Medicine wis 4 . N
ST\ Battle Actions:
WISDOM X1 _+2 Nature INT
- __0 Perception wis Tactical Flexibility 3/3 (reset by long rest)
+O - +3 Performance CHA
— Initiative Rolled:
X1 _+6 persuasion cHA Rally 1/1 (reset by long rest)
=15 pilor
- Bonus Action:
orARSA X _5 science T Surge 1/1 (reset by short or long rest)
+2 Sleight of Hand ~ DEX
+3 X1_+5 Stealth DEX
- 0 Survival wis
SKILLS g ACTIONS J/
Starting Current Attack Name Hit Damage Range Reload Special
Automatic, Burst (3), Extended Capacity,
4 4 FN P90 (snub) |1d20+5 [4d6+2 |somsoom |1 |(2Rdicy S snub, improved erteal (19)
MOXIE DETERMINATION . Martial Training & Martial Mast
Martial Arts|1d20+5 |2d10+2 - - | & Atack ?gggglist (l\allralriial iié’}”
/ . ||Combat Knife|1d20+5 |1d10+2 - - |Finesse, (TL 2)
[ 10 ] PASSIVE PERCEPTION (WIS) ] Trinium Trident | 1d20+5 |1d12+2 2m _ Versatile (1 or 2 handed), Piercing & Slashing
[ 10 ] PASSIVE INSIGHT (WIS) ]
KaraKesh Torture | DC14 CHS | 1d6 psychic 11+ CHR Mod, Psyhic dmg
[ ] PASSIVE INVESTIGATION (INT) ]
Naquadah sense
Thrown Blade |1d20+7 [1d6+2 |5m/30m | - |Piercing

SENSES N\ WEAPONS & ATTACKS
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Soldier

8 Goa'uld/Tok'ra

N

Name Duty Station Class Level Race/Species
/ BIOLOGY: TACTICS TACTICAL FLEXIBILITY
REGENERATION You've trained extensively with a specific tactic, providing You've learned to direct your team in a variety of tactics. As

The Symbiote is healed to full HP during a long rest.

RALLY

If you are wounded when initiative is rolled, you may
immediately heal TD Hit Points. Once used, you may not
activate this ability again until you take a long rest.

REACTIVE
You may take a second reaction each turn.

(Spent 9mp)

SURGE

You can take an additional action on your turn (even an
attack) as a bonus action. You must complete a short or long
rest before you can use this ability again.

SYNERGISTIC SYMBIOTE

As long as there's a symbiote you may choose to gain
advantage on any mental (Intelligence, Willpower, Charisma)
save. You may use this ability once per Wisdom modifier
(minimum 1), replenishing the uses during a long rest.

PHOENIX'S BLESSING +1 to all saving throws

CURSOR'VA:
As Olokun's secret police & counter intelligence, the Cursor'va
are masters of trickery, subterfuge & misinformation. They
find and capture traitors and spies, and also make sure that
the wrong information gets to the right people.

SYMBIOTE SPY: PASSING
You gain advantage on any Deception Checks to trick targets
into believing you are a Human, Goa'uld, or Jaffa.

ENFORCEMENT: AIR OF AUTHORITY
Characters suffer disadvantage on Intimidation Checks that
target only you.

RUMORMONGER (Spent 3mp)
When you take a Thwart action during a Diplomatic Function
you may choose 2 diplomatic actions to impede instead of 1.

Thwart (Diplomatic Function action):

You focus on preventing another party from achieving their
goals. When you declare this action you must have at least 1
DP & you must specify a character & diplomatic action you
wish to hinder. The chosen character suffers disadvantage on
any checks made during Phase 3 to perform that action. If
they succeed at the chosen action you lose a DP, but if they
fail at the action you gain a DP. If they attempt any other
action your DP does not change.

advantages to your team. Your team may benefit from one
tactic at a time, and you may change your current tactic to
another tactic you know with an action on your turn.

TACTICAL SUPERIORITY

You may have two tactics in effect at the same time. If you
use tactical flexibility, you must choose which of your currently
active tactics is over-written by the new tactic for the duration
of the effect.

TACTICAL FEATS (I DO KNOW):

OVERWATCHERS

During a firefight, when you and your team members take the
Overwatch action you cover a 90° field instead of a 45° cone.
In addition, you may make two Overwatch attacks (against
different targets).

Overwatch (full action):

Choose a 45° cone to monitor. Once before your next turn,
after a target within that area moves or takes an action, you
may choose to make a ranged attack against them. You have
advantage on this attack and may resolve the attack using the
lowest cover level the target had during its turn (thus
simulating an attack while someone runs across a gap or
stands from cover to shoot).

ASSAULT COORDINATION

When you hit a target with a ranged attack, the next
successful ranged attack by one of your team members deals
+1d6 damage.

MARTIAL TRAINING

You've trained to deal maximum damage with whatever
melee weapon you wield, even improvised weapons. Your
minimum dmg die for melee weapons or martial arts is 1d8.

MARTIAL MASTERY (Spent 7mp)
You've become a master at striking where it will hurt most.
When making melee attacks with melee weapons or Martial
Arts, increase the damage die or dice one step

(d8s becomes d10s, and d10s become d12s).

This feat may be chosen multiple times, but may not increase
an attack's die size above 1d12.

FEATURES & TRAITS

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. =3

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.

TACTICAL FEATS (I DON'T KNOW):

AMBUSH
You and your team members gain advantage on your first
melee attack after any short or long rest.

COORDINATED RESPONSE

When rolling for initiative, your team members may choose
(before the rolls are made) to use your initiative result instead
of their own.

DEFENSIVE POSTURE
Add +2 AC to other team members within 2m of you.

DISTRACTING ATTACKS

When you deal damage to a single target with an attack, you
may choose one friendly character not within 2m of you. The
target of your attack suffers disadvantage on all attacks
against the chosen character until the start of your next turn.

HIT & RUN
As a bonus action on your turn you may allow a team member
to take a Disengage action.

RESPONSE SHOT

Once per encounter, you may use your reaction to make a
ranged attack against an enemy who makes an attack against
a team member other than yourself.

RUSH
As a bonus action on your turn you may allow a team member
to take a Dash action.

MPROVED CRITICAL (Longarms)
When using this type you score a critical hit on a 19 or 20.

AMMUNITION
/T ical V 16+DEX h FN P90 UPGRADES: (Automatic, Burst (3), Extended Capacity, Laser/Reflex Sight, Snub): 60/60 (2)
aCt|Ca eSt ( + ) BURST: The sidearm or longarm may fire in a burst of bullets (usually 3, unless noted). This WEAPON 1
— weapon deals +TD damage.
KeVlar) Bu | k - 8+STR REFLEX: If the user does not move and fires only one shot, the attack gains advantage
against targets within short range. | IMPROVED CRITICAL (LONGARMS): Crit on 19 or 20
ARMOR WEAPON 1 WEAPON 2
/ N
. TRINIUM TRIDENT
TaCtICa| Helmet (NO Bulk) Common (Polearm), STR, Piercing & Slashing, Range 2m, Bulk 2. WEAPON
- . . - Versitile (one or two handed wield)
(L|g ht, +1AC, N |g ht VISIOI‘]) Acquired by Loch after battling in the Goa'uld Queen Caligula's coliseum against her ligers,
this trident was then plated by trinium by Siri, which increased it's lethality.
HELMET / SHIELD WEAPON 2 WEAPON 4
N
Tactical Vest & 2 Uniforms
1 Tok'ra leather uniform [13AC, Light, Bulk 6+STR] EXTRA RELOADS
Scuba (replaces filtration mask)
Extended Climate Protection Clothing
BULK CARRIED
MREs (mission duration) & Water Purifier & Flashlight 3/10
Multi-tool & Personal Medical Kit WEAPON 3
P | Tactical Radio & Combat Tent
ersonal Tactical Radio ombat Ten ENCUMBERED WEIGHT
Longarm (FN P90) w/2 magazines
Sidearm (Beretta M9)
Combat Knife (Shortblade, Tech Level 2) PUSH/DRAG/LIFT
Longarm upgrade kit (Snub)
BASE KIT \_ WEAPON 4

EQUIPMENT




SGC Personnel File Caution: Not to be used for identification purposes.
Loch ness "Nessie" Phoenix-13 Soldier 8 Goa'uld/Tok'ra

Name Duty Station Class Level Race/Species

/ PROFICIENCY:

ATTACK SPECIALIST (LONGARMS)

When making attacks with longarm proficiency you roll twice
as many weapon damage dice as normal.

Bonus dice from other sources (such as Power Attack or
Vanguard) & static modifiers (such as from STR & DEX), are
not doubled. You may purchase this feat multiple times,
applying it to a different weapon proficiency each time.

ATTACK SPECIALIST (MARTIAL ARTS) (Spent 4mp)
Loch is skilled in Martial Arts and is knowledgeable in ljakadi
and Gidigbo, the martial arts of the Yoruba people, which
Loch's mother Olokun had been one of the deities of.

SCUBA PROFICIENCY: (Ecology unlock)
*Swim speed 3m speed
*Can refill air compressor during a long rest.

EXPLOSIVES PROFICIENCY:

*IMPROVISED EXPLOSIVE DEVICE:

With a little bit of scrap metal and a container, the character
can create a grenade with one use of explosive and a DC 15
Engineering check.

Building an IED requires several minutes and can be done
during a short rest.

*BREACH: By placing the clay around a locked door or other
entry, the user may shape the charge to deal 1d10 damage to
the object for each use expended.

Setting a breach charge requires 1 round and an action per
use expended.

CAMO PROFICIENCY:
*Advantage on Stealth checks made while in natural cover.

SKILL PROFICIENCY:
MEDICINE (Spent 3mp)
A passion for genetics is in Loch's very DNA.

STEALTH (Spent 6mp)
Cursor'va are skilled spies who accept and plan for the
possibility of being discovered. They're skilled at disappearing
from pursuers without leaving a trace.

Jack IOU
HEROES OF SEASON 1 (CHA) - ability score +1
Naquadah in bloodstream

Facility bonus:

\ ADDITIONAL FEATURES & TRAITS

SCUBA

This face mask with attached air tank can sustain a wearer
underwater or in another environment in which breathing is
impossible or harmful. A military scuba system is capable of
operating for an hour per tech level (2 hours for most Tau'ri
devices).

A scuba system can be refilled with an air compressor during
a long rest by characters proficient in Scuba or Engineering.
Scuba proficient characters also gain a 3m swim speed.

LONGARM UPGRADE KIT:

SNUB: The weapon's barrel has been shortened, reducing
the effective range, but making it easier to carry and wield.
The chosen Longarm or Shotgun reduces its bulk by 1.
Longarms reduce their range to 150m/300m.

Shotguns reduce their range to 10m/20m & gain Pistol quality.

Range explained:

Ranged weapons can fire within their short range with no
penalty. To fire at long range, it's with disadvantage.

You can't fire at all past the long range of a weapon.
Additionally, you have disadvantage on any ranged weapon
attack if an enemy is within 1m, regardless of how far you're
trying to shoot.

Pistols and snubs and Hip Fire avoid that penalty.

Bulk 3/10
G.D.O (1 Bulk)
Trinium Trident (2 bulk)

ADDITIONAL EQUIPMENT
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Name

Duty Station

Class

/

Loch has all encompassing black pupils made for seeing
in the darkest depths of the ocean. He has pale skin that
has some scales and black hair. His face has scars due

to his hosts struggling against a brain-dead lobotomy and
Loch was too catatonic at the time to heal them properly.

CHARACTER APPEARANCE

/ N

*Phoenix Site
**Phoenix-13

*Tok'ra
*Ethloninans

*Goa'uld

**Formerly Olokun

*** Formerly Cursor'va
**Caligula

*Aturen
**Ke
***House Thornblade

ALLIES & ORGANIZATIONS

Level Race/Species

Loch is pessimistic.

He someties mentally judges and mocks situations
and races.

Shows off sometimes. (Ex. shooting, cooking)

\ PERSONALITY TRAITS /

To be wanted and accepted for who he is.

Seemingly perfect people that others look up to and
respect, that are skilled and accomplish what they set

out to do.
\_ IDEALS Y
4
Pessimistic of self. Believes he's incapable of growth
and self-betterment.
\ FLAWS /

In the year 559, Nessie was one of the spawn born to
Olokun. When Nessie and the other symbiotes came of
age for hosting, Tangaroa, an Underlord of Olokun,
offered host bodies of his creation and Hou Kaingans he
experimented on. He gave Nessie a failed experiment
body with aquatic lungs that never properly developed.

Olokun was very paranoid that his children would
conspire against him. Nessie was sent away from Hou
Kaigna but also kept away from Olokun's domain in
Africa. He ended up at a lake in the Scottish Highlands
took the name Loch Ness.

Passed down through genetic memory, Nessie, like
Olokun, was a scientist more interested in host biology
than Goa'uld politics and ruling others.Nessie mostly
spent time with aquatic creatures and tried to create
aquatic hosts. He also tried to be beneficial in other ways
to Olokun and Nirrti's domains by experimenting on those
who he figured by what he'd read in Goa'uld reports that
were deemed worthytrustable, or out of curiosity on how
they would use their advancements. He saw these
experiments as rewards to his parent's worshipers and
loyal Jaffa. However, many of these experiments would
end up failures which gave him guilt. Eventually, in a
drastic action to attempt to gain more genetic engineering
knowledge, he stole some DNA from Nirrti and
experimented with himself with it.

When Nirrti & Olokun's partnership ended, Loch wanted
to help and was willing to try something different to do it,
which had the added benefit of escaping his cycle of guilt
and failures. However, given Olokun's paranoia Nessie
would have to earn the right to join what would become
the Cursor'va.On Gualun, Nessie was forced to kneel and
tortured with Goa'uld brainwashing to see if he was a
Nirrti plant. They ‘trained him' to be a good servant for
Olokun, and to refrain from Nirrti's more dangerous
knowledge such as contagions.

With enough training and brainwashing, Nessie
eventually was trusted enough to be put in charge of a
squad of Cursor'va, Olokun's counter-intelligence agents
and secret police. Loch sought out spies and traitors as
well as spread chaos to enemy domains secretly through
disinformation and rumors. This secretiveness and lack of
knowledge about him personally left outsiders who
observed the results of his labors and experiments with
theories and whispers of what Goa'uld was responsible
for these things. It was very rare for a Goa'uld to do
things without taking credit for them and boasting about it
after all, though those who cared enough about the
secret, like the Tok'ra, could connect the dots.

Overtime, the system lord's fleets dwindled as half of
Olokun's Jaffa ditched him for Anubis, who decimated
most of those that had remained. Loch felt like Olokun's
domain was screwed and just hoped maybe somehow,
he could work out a deal with the Tau'ri alliance to find
some sort of compromise. Olokun rejected the idea.

CHARACTER BACKSTORY

N

Using his intelligence agents, he gathered all information he
could and had his agents bug all Tel'taks that they could to
find the location of potential Tok'ra bases. After finding a
world repeatedly visited with nothing of note to the Goa'uld
political landscape, he deleted the location from their data.
He then got caught by those Olokun used to spy on him.
Olokun and his Jaffa then came to arrest him as his hording
of data felt like proof to Olokun that he was indeed
betraying him to another and disowned him and ended up
putting a bounty on his head.

Nessie managed to get away however. Feeling like he had
nothing left, due to the fact he couldn't return home again,
and still feeling like the Tau'ri were the best bet against
Anubis to destroy him before he destroyed his home, Loch
traveled to the planet by himself with all the data on the
Goa'uld the Cursor'va gathered and left himself defenseless
and waited with hope that he'd be captured by the Tok'ra
and not a rival Goa'uld. It was the Tok'ra. Loch ness was
tested carefully with the Za'Tarc detector, and his intentions
shown legit. He wished to help the Tau'ri and their alliance
with the Tok'ra and other races. After passing their
questions, going over the plethora of data he gave freely,
and taking into account his vague notoriety, the Tok'ra
slowly came around to accepting him although not without
supervision for a long while.

Later he finally got a chance to help out the Tau'ri and the
Phoenix Alliance directly when he was cleared to join
Phoenix Site. He was given position as leader of the misfits
of Phoenix-13 and Loch ness was ready to prove to them
he could earn their trust and respect and aid the cause.

*Phoenix-13's first mission was to Ethlos. They stopped the
locust plague there and were given Klorem's research.
*They explored the dying planet of P1S-832, where they
found a small tribe of malnurished people living in poor
conditions. Loch suggested they come with them to find a
new world with the HOME iniative. Yu and Svarog used the
planet to contest their might, and Phoenix-13 managed to
escape Svarog's jaffa with the tribe and its leader.

*During Wepwawet's incursion, the team held off Jaffa in
the lower levels of Phoenix Site. Phoenix-13 also escorted
General Loyer & Major Bell to the base's self-destruct. Loch
defeated many Jaffa in the base & the team managed to
retrieve a Naqudah generator to help briefly power the
Alliance's Asgard science vessel that was fighting
Wepwawet's ha'taks.

*Named Phoenix Planet "Hak'tyl Kalach" which means "
Liberated Soul".

*Assisted in stopping the Scythe's of Sher-Mal plot against
the Tok'ra of Haven.

*Led a diplomatic mission that ensured an alliance with the
Goa'uld Queen Caligula & found out who tried to poison her.
*Assisted Keyvyre (leader of Phoenix-10) in creating a cure
to the plague on Valgrind.

*Led a team to check on the Goa'uld incursion of
Pamchadra spawn on Earth.

*Assisted in convincing the Aturen on PR7-632 to leave.
*Helped start a successful revolution against the real
Pamchadra on Saqarra.

*Found a way to compensate for the genetic degredation of
Incitatus' clones.

*Helped Keyvre claim her place as Lady Thornblade.

ADDITIONAL NOTES
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	Actions: 
	0:                       Battle Actions:



Tactical Flexibility 3/3 (reset by long rest)



Initiative Rolled:

Rally 1/1 (reset by long rest)



Bonus Action:

Surge 1/1 (reset by short or long rest)
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 62
	MaxHP: 62
	HitDice: 10
	Exhaustion: 
	CurrentDetermination: 4
	MaxDetermination: 4
	AttackName: 
	0: FN P90 (snub)
	1: Martial Arts
	2: Combat Knife
	3: Trinium Trident
	4: 
	5: Kara Kesh Torture
	6: 
	7: 
	8: Thrown Blade

	AttackSpecial: 
	0: Automatic, Burst (3), Extended Capacity, Laser/Reflex Sight, Snub, improved critical (19)
	1: Martial Training & Martial Mastery 

& Attack Specialist (Martial Arts)
	2: Finesse, (TL 2)
	3: Versatile (1 or 2 handed), Piercing & Slashing
	4: 
	5: 11+ CHR Mod, Psyhic dmg
	6: 
	7: 
	8: Piercing

	AttackHit: 
	0: 1d20+5
	1: 1d20+5
	2: 1d20+5
	3: 1d20+5
	4: 
	5: DC14 CHS
	6: 
	7: 
	8: 1d20+7

	AttackDamage: 
	0: 4d6+2 
	1: 2d10+2
	2: 1d10+2
	3: 1d12+2
	4: 
	5: 1d6 psychic
	6: 
	7: 
	8: 1d6+2

	AttackRange: 
	0: 150m/300m 
	1:      -
	2:      -
	3:    2m
	4: 
	5: 
	6: 
	7: 
	8: 5m/30m

	AttackReload: 
	0: 1
	1:    -
	2:    -
	3:    -
	4: 
	5: 
	6: 
	7: 
	8:    -

	FeaturesTraits: 
	0:                                        BIOLOGY:

REGENERATION

The Symbiote is healed to full HP during a long rest.



RALLY

If you are wounded when initiative is rolled, you may immediately heal TD Hit Points. Once used, you may not activate this ability again until you take a long rest.



REACTIVE                                                              (Spent 9mp)

You may take a second reaction each turn.



SURGE

You can take an additional action on your turn (even an attack) as a bonus action. You must complete a short or long rest before you can use this ability again.



SYNERGISTIC SYMBIOTE 

As long as there's a symbiote you may choose to gain advantage on any mental (Intelligence, Willpower, Charisma) save. You may use this ability once per Wisdom modifier (minimum 1), replenishing the uses during a long rest.



PHOENIX'S BLESSING                         +1 to all saving throws



                                    ------------------



                                    CURSOR'VA:

As Olokun's secret police & counter intelligence, the Cursor'va are masters of trickery, subterfuge & misinformation. They find and capture traitors and spies, and also make sure that the wrong information gets to the right people.

  

SYMBIOTE SPY: PASSING

You gain advantage on any Deception Checks to trick targets into believing you are a Human, Goa'uld, or Jaffa.



ENFORCEMENT: AIR OF AUTHORITY

Characters suffer disadvantage on Intimidation Checks that target only you.



RUMORMONGER                                                  (Spent 3mp)

When you take a Thwart action during a Diplomatic Function  you may choose 2 diplomatic actions to impede instead of 1.



Thwart (Diplomatic Function action):

You focus on preventing another party from achieving their goals. When you declare this action you must have at least 1 DP & you must specify a character & diplomatic action you wish to hinder. The chosen character suffers disadvantage on any checks made during Phase 3 to perform that action. If they succeed at the chosen action you lose a DP, but if they fail at the action you gain a DP. If they attempt any other action your DP does not change.
	2: 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. =3

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.



TACTICAL FEATS (I DON'T KNOW):



AMBUSH

You and your team members gain advantage on your first melee attack after any short or long rest.

 

COORDINATED RESPONSE 

When rolling for initiative, your team members may choose (before the rolls are made) to use your initiative result instead of their own.



DEFENSIVE POSTURE

Add +2 AC to other team members within 2m of you.



DISTRACTING ATTACKS

When you deal damage to a single target with an attack, you may choose one friendly character not within 2m of you. The target of your attack suffers disadvantage on all attacks against the chosen character until the start of your next turn.



HIT & RUN

As a bonus action on your turn you may allow a team member to take a Disengage action.



RESPONSE SHOT

Once per encounter, you may use your reaction to make a ranged attack against an enemy who makes an attack against a team member other than yourself.



RUSH

As a bonus action on your turn you may allow a team member to take a Dash action.

                                         ---------------



MPROVED CRITICAL (Longarms)

When using this type you score a critical hit on a 19 or 20.
	1: TACTICS

You've trained extensively with a specific tactic, providing advantages to your team. Your team may benefit from one tactic at a time, and you may change your current tactic to another tactic you know with an action on your turn.



TACTICAL SUPERIORITY

You may have two tactics in effect at the same time. If you use tactical flexibility, you must choose which of your currently active tactics is over-written by the new tactic for the duration of the effect.



TACTICAL FEATS (I DO KNOW):



OVERWATCHERS

During a firefight, when you and your team members take the Overwatch action you cover a 90° field instead of a 45° cone. In addition, you may make two Overwatch attacks (against different targets).



Overwatch (full action):

Choose a 45° cone to monitor. Once before your next turn, after a target within that area moves or takes an action, you may choose to make a ranged attack against them. You have advantage on this attack and may resolve the attack using the lowest cover level the target had during its turn (thus simulating an attack while someone runs across a gap or stands from cover to shoot).



ASSAULT COORDINATION

When you hit a target with a ranged attack, the next successful ranged attack by one of your team members deals +1d6 damage.





---------





MARTIAL TRAINING

You've trained to deal maximum damage with whatever melee weapon you wield, even improvised weapons. Your minimum dmg die for melee weapons or martial arts is 1d8.





MARTIAL MASTERY                                            (Spent 7mp)

You've become a master at striking where it will hurt most. When making melee attacks with melee weapons or Martial Arts, increase the damage die or dice one step 

(d8s becomes d10s, and d10s become d12s). 

This feat may be chosen multiple times, but may not increase an attack's die size above 1d12.
	4:                                 PROFICIENCY:





ATTACK SPECIALIST (LONGARMS)

When making attacks with longarm proficiency you roll twice as many weapon damage dice as normal.

Bonus dice from other sources (such as Power Attack or Vanguard) & static modifiers (such as from STR & DEX), are not doubled. You may purchase this feat multiple times, applying it to a different weapon proficiency each time.



ATTACK SPECIALIST (MARTIAL ARTS)              (Spent 4mp)

Loch is skilled in Martial Arts and is knowledgeable in Ijakadi and Gidigbo, the martial arts of the Yoruba people, which Loch's mother Olokun had been one of the deities of.



SCUBA PROFICIENCY:                                  (Ecology unlock)

*Swim speed 3m speed

*Can refill air compressor during a long rest.



EXPLOSIVES PROFICIENCY:

*IMPROVISED EXPLOSIVE DEVICE: 

With a little bit of scrap metal and a container, the character 

can create a grenade with one use of explosive and a DC 15 Engineering check. 

Building an IED requires several minutes and can be done during a short rest.

*BREACH: By placing the clay around a locked door or other entry, the user may shape the charge to deal 1d10 damage to the object for each use expended.

Setting a breach charge requires 1 round and an action per use expended.



CAMO PROFICIENCY:

*Advantage on Stealth checks made while in natural cover.



SKILL PROFICIENCY:

MEDICINE                                                              (Spent 3mp)

A passion for genetics is in Loch's very DNA.



STEALTH                                                                (Spent 6mp)

Cursor'va are skilled spies who accept and plan for the possibility of being discovered. They're skilled at disappearing from pursuers without leaving a trace.



                                        -----------



                                         OTHER:

Jack IOU

HEROES OF SEASON 1                     (CHA) - ability score +1

Naquadah in bloodstream



Facility bonus:
	5: 



	CharacterImage: 
	Senses: Naquadah sense
	CharacterAppearance: Loch has all encompassing black pupils made for seeing in the darkest depths of the ocean. He has pale skin that has some scales and black hair. His face has scars due to his hosts struggling against a brain-dead lobotomy and Loch was too catatonic at the time to heal them properly.
	Flaws: Pessimistic of self. Believes he's incapable of growth and self-betterment.
	Ideals: To be wanted and accepted for who he is.



Seemingly perfect people that others look up to and respect, that are skilled and accomplish what they set out to do.
	Personality: Loch is pessimistic.



He someties mentally judges and mocks situations and races.



Shows off sometimes. (Ex. shooting, cooking)
	AlliesOrganizations: *Phoenix Site

**Phoenix-13



*Tok'ra



*Ethloninans



*Goa'uld

**Formerly Olokun

*** Formerly Cursor'va

**Caligula



*Aturen

**Keyvyre

***House Thornblade
	Backstory: In the year 559, Nessie was one of the spawn born to Olokun. When Nessie and the other symbiotes came of age for hosting, Tangaroa, an Underlord of Olokun, offered host bodies of his creation and Hou Kaingans he experimented on. He gave Nessie a failed experiment body with aquatic lungs that never properly developed.



 Olokun was very paranoid that his children would conspire against him. Nessie was sent away from Hou Kaigna but also kept away from Olokun's domain in Africa. He ended up at a lake in the Scottish Highlands  took the name Loch Ness.



Passed down through genetic memory, Nessie, like Olokun, was a scientist more interested in host biology than Goa'uld politics and ruling others. Nessie mostly spent time with aquatic creatures and tried to create aquatic hosts. He also tried to be beneficial in other ways to Olokun and Nirrti's domains by experimenting on those who he figured by what he'd read in Goa'uld reports that were deemed worthy trustable, or out of curiosity on how they would use their advancements. He saw these experiments as rewards to his parent's worshipers and loyal Jaffa. However, many of these experiments would end up failures which gave him guilt. Eventually, in a drastic action to attempt to gain more genetic engineering knowledge, he stole some DNA from Nirrti and experimented with himself with it.



When Nirrti & Olokun's partnership ended, Loch wanted to help and was willing to try something different to do it, which had the added benefit of escaping his cycle of guilt and failures. However, given Olokun's paranoia Nessie would have to earn the right to join what would become the Cursor'va. On Gualun, Nessie was forced to kneel and tortured with Goa'uld brainwashing to see if he was a Nirrti plant. They 'trained him' to be a good servant for Olokun, and to refrain from Nirrti's more dangerous knowledge such as contagions.



With enough training and brainwashing, Nessie eventually was trusted enough to be put in charge of a squad of Cursor'va, Olokun's counter-intelligence agents and secret police. Loch sought out spies and traitors as well as spread chaos to enemy domains secretly through disinformation and rumors. This secretiveness and lack of knowledge about him personally left outsiders who observed the results of his labors and experiments with theories and whispers of what Goa'uld was responsible for these things. It was very rare for a Goa'uld to do things without taking credit for them and boasting about it after all, though those who cared enough about the secret, like the Tok'ra, could connect the dots.



Overtime, the system lord's fleets dwindled as half of Olokun's Jaffa ditched him for Anubis, who decimated most of those that had remained. Loch felt like Olokun's domain was screwed and just hoped maybe somehow, he could work out a deal with the Tau'ri alliance to find some sort of compromise. Olokun rejected the idea.


	AdditionalNotes: 
	0: Using his intelligence agents, he gathered all information he could and had his agents bug all Tel'taks that they could to find the location of potential Tok'ra bases. After finding a world repeatedly visited with nothing of note to the Goa'uld political landscape, he deleted the location from their data. He then got caught by those Olokun used to spy on him. Olokun and his Jaffa then came to arrest him as his hording of data felt like proof to Olokun that he was indeed betraying him to another and disowned him and ended up putting a bounty on his head.



Nessie managed to get away however. Feeling like he had nothing left, due to the fact he couldn't return home again, and still feeling like the Tau'ri were the best bet against Anubis to destroy him before he destroyed his home, Loch traveled to the planet by himself with all the data on the Goa'uld the Cursor'va gathered and left himself defenseless and waited with hope that he'd be captured by the Tok'ra and not a rival Goa'uld. It was the Tok'ra. Loch ness was tested carefully with the Za'Tarc detector, and his intentions shown legit. He wished to help the Tau'ri and their alliance with the Tok'ra and other races. After passing their questions, going over the plethora of data he gave freely, and taking into account his vague notoriety, the Tok'ra slowly came around to accepting him although not without supervision for a long while.



Later he finally got a chance to help out the Tau'ri and the Phoenix Alliance directly when he was cleared to join Phoenix Site. He was given position as leader of the misfits of Phoenix-13 and Loch ness was ready to prove to them he could earn their trust and respect and aid the cause.
	1: *Phoenix-13's first mission was to Ethlos. They stopped the locust plague there and were given Klorem's research.

*They explored the dying planet of P1S-832, where they found a small tribe of malnurished people living in poor conditions. Loch suggested they come with them to find a new world with the HOME iniative. Yu and Svarog used the planet to contest their might, and Phoenix-13 managed to escape Svarog's jaffa with the tribe and its leader.

*During Wepwawet's incursion, the team held off Jaffa in the lower levels of Phoenix Site. Phoenix-13 also escorted General Loyer & Major Bell to the base's self-destruct. Loch defeated many Jaffa in the base & the team managed to retrieve a Naqudah generator to help briefly power the Alliance's Asgard science vessel that was fighting Wepwawet's ha'taks.

*Named Phoenix Planet "Hak'tyl Kalach" which means "Liberated Soul".

*Assisted in stopping the Scythe's of Sher-Mal plot against the Tok'ra of Haven.

*Led a diplomatic mission that ensured an alliance with the Goa'uld Queen Caligula & found out who tried to poison her.

*Assisted Keyvyre (leader of Phoenix-10) in creating a cure to the plague on Valgrind.

*Led a team to check on the Goa'uld incursion of Pamchadra spawn on Earth.

*Assisted in convincing the Aturen on PR7-632 to leave.

*Helped start a successful revolution against the real Pamchadra on Saqarra.

*Found a way to compensate for the genetic degredation of Incitatus' clones.

*Helped Keyvre claim her place as Lady Thornblade.

	WeaponAmmo: 
	0: 60/60 (2)
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: FN P90 UPGRADES: (Automatic, Burst (3), Extended Capacity, Laser/Reflex Sight, Snub):

BURST: The sidearm or longarm may fire in a burst of bullets (usually 3, unless noted). This weapon deals +TD damage.

REFLEX: If the user does not move and fires only one shot, the attack gains advantage 

against targets within short range. |  IMPROVED CRITICAL (LONGARMS): Crit on 19 or 20
	1: TRINIUM TRIDENT

Common (Polearm), STR, Piercing & Slashing, Range 2m, Bulk 2.

Versitile (one or two handed wield)

Acquired by Loch after battling in the Goa'uld Queen Caligula's coliseum against her ligers, this trident was then plated by trinium by Siri, which increased it's lethality.
	2: 
	3: 

	Armor: Tactical Vest (16+DEX, Kevlar) Bulk = 8+STR
	HelmetShield: Tactical Helmet (No Bulk)

(Light, +1AC, Night Vision)
	BaseKit: Tactical Vest & 2 Uniforms 

1 Tok'ra leather uniform [13AC, Light, Bulk 6+STR]

Scuba (replaces filtration mask)

Extended Climate Protection Clothing



MREs (mission duration) & Water Purifier & Flashlight 

Multi-tool & Personal Medical Kit 

Personal Tactical Radio & Combat Tent



Longarm (FN P90) w/2 magazines

Sidearm (Beretta M9)

Combat Knife (Shortblade, Tech Level 2) 



Longarm upgrade kit (Snub)
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: SCUBA 

This face mask with attached air tank can sustain a wearer underwater or in another environment in which breathing is impossible or harmful. A military scuba system is capable of operating for an hour per tech level (2 hours for most Tau'ri devices).



A scuba system can be refilled with an air compressor during 

a long rest by characters proficient in Scuba or Engineering. 

Scuba proficient characters also gain a 3m swim speed.



LONGARM UPGRADE KIT:

SNUB: The weapon's barrel has been shortened, reducing the effective range, but making it easier to carry and wield. The chosen Longarm or Shotgun reduces its bulk by 1. Longarms reduce their range to 150m/300m.

Shotguns reduce their range to 10m/20m & gain Pistol quality.



Range explained:

Ranged weapons can fire within their short range with no penalty. To fire at long range, it's with disadvantage.

You can't fire at all past the long range of a weapon.

Additionally, you have disadvantage on any ranged weapon attack if an enemy is within 1m, regardless of how far you're trying to shoot.

Pistols and snubs and Hip Fire avoid that penalty.



                                   --------------



Bulk 3/10

G.D.O (1 Bulk)

Trinium Trident (2 bulk)
	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 3/10
	ProficienciesLanguages: Weapons: Common, Sidearms, Martial Arts, Longarms

Armor: Light, heavy

Tools: Camo Kit, Explosives, Scuba



Skills:

Intimidation, Persuasion, Deception, Science, Athletics, Pilot, Medicine, Stealth
	Speed: 6

3m Swim
	Defenses: 


