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	Campaign: Groundbreaking
	Race: Jaffa
	Class: Medic
	Origin: Swamp, Freedom Fighter
	Rank: 1
	HitDie: 8
	AbilityDex: 17
	AbilityCon: 11
	AbilityInt: 12
	AbilityCha: 9
	AModCon: 0
	AModInt: 1
	AModWis: 3
	AModCha: -1
	Init: 3
	Moxie: 1
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Yes
	SkPInti: Off
	SkPInve: Off
	SkPMedi: Yes
	SkPNatu: Off
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Off
	SkPStea: Yes
	SkPSurv: Yes
	SkHist: 1
	SkInsi: 5
	SkInti: -1
	SkInve: 1
	SkMedi: 5
	SkNatu: 1
	SkPerc: 3
	SkPerf: -1
	SkPers: -1
	SkPilo: 3
	SkStea: 5
	SkSurv: 5
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 3
	SkAnim: 3
	SkCult: 3
	SkDece: -1
	SkEngi: 1
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Off
	SavePWis: Yes
	SavePCha: Off
	SaveStr: -1
	SaveDex: 5
	SaveCon: 0
	SaveInt: 1
	SaveWis: 5
	SaveCha: -1
	AbilityWis: 16
	AModDex: 3
	AModStr: -1
	SkAthl: 1
	AbilityStr: 9
	Feats: BIOHAZAD DISPOSAL - MP Cost: 5
Requirement: First Aid ability: You and your team are considered proficient 
in Constitution saves against diseases, toxins, and viruses. If a character is already proficient in Constitution saves, they gain no benefit from this procedure.
	ClassAbil: FIRST AID - Your extensive training in field medicine allows you to rapidly provide aid to a wounded team member. When you use a med kit to heal you add 
your Proficiency modifier to the damage healed.In addition, you may use a med kit to heal a wounded team member as an action (rather than during a short rest). Med kits cannot heal the target again until after a short rest.

Procedures: 
BIOHAZAD DISPOSAL*

+1 WIS, +8 HP
	Equipment: Medkit
	Proficiencies: Armor: Light

Weapons: Common weapons, Jaffa weapons,  Sidearms, Shotguns

Tools: Med Kit and Outbreak Kit

Saving Throws: Dexterity and Wisdom

Skills: Athletics, Insight, Medicine, and Science (FF - Stealth) (Race - Survival)
	RaceAbil: 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. 
---
Patient Hunter: You may use your Wisdom modifier instead of your Dexterity modifier when making Stealth skill checks.

Last Resorts: You suffer disadvantage on all Moxie checks, but gain advantage on all Initiative checks.

+2 DEX, +12 HP
	Notes: 
	NameCharacter:  Sho'Tok
	NamePlayer: callmeemo
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	Special5: 
	Determination: 5
	HP: 20
	AC: 10
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