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	Name: Pa'iill (Pail) Da'tiq
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: 
	RaceSpecies: Jaffa
	OriginBackground: STUDENT OF BRA’TAC / Artificial Station
	Name_2: Pa'iill (Pail) Da'tiq
	Duty Station_2: Phoenix Base
	Class_2: Soldier
	Level_2: 1
	RaceSpecies_2: Jaffa
	Name_3: Pa'iill (Pail) Da'tiq
	Duty Station_3: Phoenix Base
	Class_3: Soldier
	Level_3: 1
	RaceSpecies_3: Jaffa
	Name_4: Pa'iill (Pail) Da'tiq
	Duty Station_4: Phoenix Base
	Class_4: Soldier
	Level_4: 1
	RaceSpecies_4: Jaffa
	MP Earned: 
	MP Spent: 
	Strength_Mod: 1
	Dexterity_Mod: 4
	Class: [soldier]
	Constitution_Mod: 2
	Intelligence_Mod: -1
	Charisma: 10
	Wisdom_Mod: 2
	Charisma_Mod: 0
	Strength: 12
	Dexterity: 18
	Constitution: 14
	Intelligence: 8
	Wisdom: 14
	ConstitutionSave: 4
	IntelligenceSave: -1
	WisdomSave: 2
	DexteritySave: 4
	CharismaSave: 0
	StrengthSave: 3
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: Off
	ConstitutionSave_Prof: 1
	DexteritySave_Prof: Off
	StrengthSave_Prof: 1
	SavingThrowModifiers: 
	Survival_Prof: [0.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [1.0]
	Science_Prof: [0.0]
	Pilot_Prof: [1.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [0.0]
	Nature_Prof: [0.0]
	Medicine_Prof: [0.0]
	Investigation_Prof: [0.0]
	Intimidation_Prof: [1.0]
	Insight_Prof: [0.0]
	History_Prof: [0.0]
	Engineering_Prof: [0.0]
	Deception_Prof: [0.0]
	Culture_Prof: [0.0]
	Athletics_Prof: [1.0]
	AnimalHandling_Prof: [0.0]
	Acrobatics_Prof: [0.0]
	Survival_Ability: [wis]
	Stealth_Ability: [dex]
	SleightOfHand_Ability: [dex]
	Science_Ability: [int]
	Pilot_Ability: [dex]
	Persuasion_Ability: [cha]
	Performance_Ability: [cha]
	Perception_Ability: [wis]
	Nature_Ability: [int]
	Medicine_Ability: [wis]
	Investigation_Ability: [int]
	Intimidation_Ability: [cha]
	Insight_Ability: [wis]
	History_Ability: [int]
	Engineering_Ability: [int]
	Deception_Ability: [cha]
	Culture_Ability: [wis]
	Athletics_Ability: [str]
	AnimalHandling_Ability: [wis]
	Acrobatics_Ability: [dex]
	Survival: 2
	Stealth: 4
	SleightOfHand: 6
	Science: -1
	Pilot: 6
	Persuasion: 0
	Performance: 0
	Perception: 2
	Nature: -1
	Medicine: 2
	Investigation: -1
	Intimidation: 2
	Insight: 2
	History: -1
	Engineering: -1
	Deception: 0
	Culture: 2
	Athletics: 3
	AnimalHandling: 2
	Acrobatics: 4
	Inspiration: Off
	Armor Class: 16
	Initiative: 4
	Moxie: 0
	PassiveInvestigation: 9
	PassiveInsight: 12
	PassivePerception: 12
	Prof_Bonus: 2
	Actions: 
	0: 
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 
	MaxHP: 24
	HitDice: 1d10
	Exhaustion: 
	CurrentDetermination: 3
	MaxDetermination: 3
	AttackName: 
	0: Sidearm
	1: Longarm
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackSpecial: 
	0: cap 15
	1: cap 30
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackHit: 
	0: 6
	1: 6
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackDamage: 
	0: 1d8+4
	1: 2d6+4
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackRange: 
	0: 50/100
	1: 200/1800
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

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

	FeaturesTraits: 
	0: 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.

Life or Death Repairs: You gain advantage on
engineering checks made when failure would deal
damage or endanger your life (such as repairing
an airlock before it fails or diffusing a bomb)

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
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. Choose
one tactic feat (see page 103) at 1st level and
an additional tactic feat at 4th level.


	2: 
	1: 
	4: 
	5: 

	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: 
	Ideals: 
	Personality: 
	AlliesOrganizations: Phoenix 1 Recruit
SG-1 Program
	Backstory: Born Jaffa with symbiose implanted. Showed a lot of promise and was trained as STUDENT OF BRA’TAC on a Jaffa space station. His home station was destroyed by (insert some race, need more info) and Pa'iill Da'tiq or Pail for short was left homeless with few others. The SG-1 program took him in. He is trained for combat and showed aptitude with ranged combat and agility. Pail took quickly to the program and now calls it his New Home. Phoenix program is his surrogate family and home and Pail will serve it faithfully.
	AdditionalNotes: 
	0: 
	1: 

	WeaponAmmo: 
	0: 2 mag
	1: 2 mag
	2: 
	3: 

	WeaponInfo: 
	0: Longarm (FN P90 or Mossberg 500) w/2
magazines
	1: Sidearm (Beretta M9)
	2: Combat Knife (Shortblade, Tech Level 2)
	3: 

	Armor:  Tactical Vest & 3 Uniforms
	HelmetShield: 
	BaseKit: MREs (mission duration)
Personal Tactical Radio
Flashlight
Water Purifier
Filtration/Radiation Mask
Multi-tool
Personal Medical Kit
Extended Climate Protection Clothing
Combat Tent

	FeaturesTraits3: 
	AdditionalEquipment: 
	0: 
	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: 
	Speed: 6m
	Defenses: 


