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Khori Leah
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RACIAL ABILITIES

A Jaffa who still has a Goa’uld larva implanted in

his abdominal pouch has the following abilities:

Hit Points: You gain +12 additional HP.

Ability Score Increase: Choose either Strength or Dexterity to improve by +2.
Proficiencies: You are proficient in Jaffa weaponry (such as the Ma’Tok
staff). In addition, choose any one skill proficiency. Athletics

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.

J

CLASS ABILITIES

HIT POINTS

Hit Points at 1lst level: 8

Hit Points at Higher Levels: 4 per level
Hit Die: d8

JURY RIG

You are an expert at field repairs, even when you have to get creative. When
you use an engineering kit to repair a machine you heal 2d8 points of damage
instead of 2d6.

In addition, you may repair an adjacent machine as an action rather than
during a short rest.

SPECIAL MODIFICATIONS

You don’t just fix and maintain your equipment, you’ve also made some special
modifications that enhances the effectiveness you and your team’s

gear. Choose one modification feat (see page @@) at 1lst level and another
modification feat at 3rd and 5th level.

PROFICIENCIES

PROFICIENCIES

Armor: Light

Weapons: Common weapons, Sidearms,Longarms, jaffa
Tools: Engineering Kit, Explosives, Fabrication Kit
Saving Throws: Dexterity and Intelligence

Skills: Engineering, Pilot, Perception

FEATS

GRENADIER

MP Cost: 5

Requirement: Jury Rig ability

Grenades from your kit deal +1d6 damage when
used by you. You may choose this modification
multiple times, each time you do your kit’s
grenades deal an additional +1d6 damage when
used by you.

\

EQUIPMENT

Engineering Kit

This small hardened case contains a series of repair
and maintenance tools carefully stored for ease of
access. It contains a long list of tools and parts,
including (but not limited to); an electric drill/
driver with dozens of attachments and screws,
portable welding torch, steel sheets, and powerful
adhesives. A character can use this kit to repair
1d6 damage to a mechanical device (such as a

drone) during a short rest. A proficient character
repairs 2d6 damage.

NOTES

WRIGHT

From the first wheelmaker to expert repair technicians, the wright fills a
vital role in any

civilization. Regardless of your people’s level of

technological advancem ent, you’ve learned to

approach problems in a pragmatic matter, and

are quick to learn new mechanical concepts.

Skill Proficiency: Engineering (replace with Investigation)

Measure Twice: You gain half your proficiency bonus on ability checks with
tools you are not

proficient in.

JAFFA RENEGADE

You served a System Lord as an honored guard,revering the Goa’uld as gods. But
your eyes have opened to their petty nature, so you joined the SG-Phoenix for
a chance to free the Jaffa people.

Required Race: Jaffa (including Hak’tyl Jaffa)

Attribute: Wisdom +1

Rebel: You gain advantage on saves caused by Goa’uld and other Jaffa.
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