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	Campaign: 
	Race: Jaffa
	Class: 
	Origin: Student of Bra'tac/Oceanic
	Rank: 
	HitDie: 
	AbilityDex: 16
	AbilityCon: 14
	AbilityInt: 10
	AbilityCha: 10
	AModCon: 2
	AModInt: 0
	AModWis: 3
	AModCha: 0
	Init: 3
	Moxie: 0
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Off
	SkPStea: Yes
	SkPSurv: Yes
	SkHist: 0
	SkInsi: 3
	SkInti: 0
	SkInve: 0
	SkMedi: 3
	SkNatu: 0
	SkPerc: 5
	SkPerf: 0
	SkPers: 0
	SkPilo: 3
	SkStea: 5
	SkSurv: 5
	SkPAcro: Yes
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 5
	SkAnim: 3
	SkCult: 3
	SkDece: 0
	SkEngi: 0
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Yes
	SavePInt: Off
	SavePWis: Off
	SavePCha: Off
	SaveStr: 0
	SaveDex: 5
	SaveCon: 4
	SaveInt: 0
	SaveWis: 3
	SaveCha: 0
	AbilityWis: 16
	AModDex: 3
	AModStr: 0
	SkAthl: 0
	AbilityStr: 10
	Feats: STUDENT OF BRA’TAC 

Ma’Tok Mastery: You treat any Ma’Tok you wield

as if it had the finesse weapon quality. 



OCEANIC

Gifted Swimmer: You gain a swim speed of 6m. 


	ClassAbil: SURVIVALIST

You’ve trained to survive on any world and

in any biome. You gain resistance to damage

from your environment, including non-natural

environmental dangers like traps.



FIELD HACKS

Amongst the myriad of small improvements

you’ve learned, you’ve become especially adept

at a trick that improves a team’s efficiency in the

field. Choose one field hack feat (see page @@) at

1st level and an additional field hack feat at 4th.

VANGUARD

At 2nd level, you deal +1d6 additional damage

with attacks against any target within 5m.



TRAP RIGGING

Starting at 2nd level you can use excess equipment

to set a trap (see page @@) in a 1m square as an

action. You can scavenge parts to trap a number

of squares equal to your proficiency modifier,

refilling these parts during any long rest. The DC

for your traps is 8 + your Proficiency modifier +

your Wisdom modifier.



UNCANNY DODGE

Starting at 3rd level, when an attacker that you

can see hits you with an attack, you can use your

reaction to halve the attack’s damage against you.



SCOUT’S CUNNING

At 3rd level your quick thinking and agility allow you

to act quickly. You can take a bonus action on each

of your turns in combat. This action can be used

only to take the Dash, Disengage, or Hide action.



ABILITY SCORE IMPROVEMENT

At 4th level you can increase your Dexterity or

Wisdom by +2, or you can increase two ability

scores of your choice by +1. As normal, you can’t

increase an ability score above 20 using this feature.



EVASION

At 5th level, you can nimbly dodge out of the way

of certain area effects. When you are subjected to

an effect that allows a Dexterity saving throw to

take only half damage, you instead take no damage

if you succeed and only half damage if you fail.
	Equipment: Climbing Kit
	Proficiencies: Armor: Light Armor

Weapons: Common weapons, Martial Arts,

Bows, Sidearms, Shotguns, Jaffa weaponry

Tools: Camo Kit, Explosives
	RaceAbil: Hit Points: You gain +10 additional HP.



TRETONIN PRESCRIPTION

The Jaffa takes regular doses of Tretonin. You

gain advantage on any save against disease. If

the character is ever deprived of Tretonin for

a week or more they suffer 1d4 Constitution

damage each day.



RESISTANCE TRAINING

Hak’tyl Jaffa add half their proficiency bonus to

attack rolls with weapons they aren’t proficient in.

Note: A Jaffa who loses his symbiote loses the

Symbiote and Kelno’reem abilities and gains the

Tretonin Prescription ability (if they can get the drug).

They do not gain any other Hak’tyl traits or abilities. 
	Notes: HIT POINTS

Hit Points at 1st level: 10

Hit Points at Higher Levels: 5 per level

Hit Die: d10
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