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	Campaign: 
	Race: Unchained Unas
	Class: Diplomat
	Origin: Clan leader Scholar
	Rank: 
	HitDie: 
	AbilityDex: 11
	AbilityCon: 12
	AbilityInt: 10
	AbilityCha: 16
	AModCon: 1
	AModInt: 0
	AModWis: 0
	AModCha: 3
	Init: 0
	Moxie: 3
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Yes
	SkPInti: Yes
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Yes
	SkPPilo: Off
	SkPStea: Off
	SkPSurv: Off
	SkHist: 0
	SkInsi: 2
	SkInti: 5
	SkInve: 0
	SkMedi: 0
	SkNatu: 0
	SkPerc: 0
	SkPerf: 3
	SkPers: 5
	SkPilo: 0
	SkStea: 0
	SkSurv: 0
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Yes
	SkPDece: Yes
	SkPEngi: Off
	SkAcro: 0
	SkAnim: 0
	SkCult: 2
	SkDece: 5
	SkEngi: 0
	SavePStr: Off
	SavePDex: Off
	SavePCon: Off
	SavePInt: Off
	SavePWis: Yes
	SavePCha: Yes
	SaveStr: 3
	SaveDex: 0
	SaveCon: 1
	SaveInt: 0
	SaveWis: 2
	SaveCha: 5
	AbilityWis: 10
	AModDex: 0
	AModStr: 3
	SkAthl: 5
	AbilityStr: 16
	Feats: CLEAR FOCUS: During a long rest, choose a skill in which you are proficient. Inspired characters gain advantage on the chosen skill until your next long rest.
	ClassAbil: INSPIRE: Your mere presence inspires your comrades to pursue their mission in a myriad of clever, if sometimes unperceived, ways. Once per long rest, you may grant all team members 1d6 temporary HP with an action (the die rolled is called the Inspire die). These temporary HP last until the next long rest or until removed by damage. While a team member has these temporary hit points (called “Inspired” characters), they gain the benefits of your Inspiration feats (see page 98). A character may only be Inspired by one source at a time. If a character is targeted by a second Inspire ability, the target character chooses which to benefit from.
	Equipment: You add a translator to your base kit

Unas Necklace (Unas): A character wearing a Wormless gains advantage on saves to resist a Goa’uld larvae implanting in them.
	Proficiencies: Armor: Light
Weapons: Common weapons, Sidearms
Tools: Med Kit, Translator, Pan-Cultural Wardrobe
	RaceAbil: UNDERESTIMATED: Non-Unas have a tendency to assume you understand less than you do. You gain advantage on any check to conceal the truth or otherwise
lie to non-Unas.

IMPRESSIVE RESILIENCE: When you are the target of an attack, you may use your reaction to gain Resistance to damage for a number of rounds equal to a roll of the TD. You may use this ability once per long rest. While this ability is active, you cannot be reduced below 1 HP (regardless of how much damage you take).

CLAWS: Unas have claws that can be used as a melee weapon that deals 1d6 damage.

Clan Leader: Once per mission, other friendly Unas may call upon your presence to gain advantage on a save or attack roll.

Preserve Knowledge: You gain advantage on Persuasion checks with other Scholars, learned people, or those who wish to preserve knowledge in some way.
	Notes: 
	NameCharacter: 
	NamePlayer: 
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +5
	Damage1: d6+3
	Range1: 
	Reload1: 
	Special1: 
	Atk1: Claws
	Atk2: Sidearm
	ToHit2: +2
	Damage2: d8
	Range2: 50/100
	Reload2: 1 act
	Special2: Pistol
	Atk3: Thrown Blade
	ToHit3: +5
	Damage3: d6+3
	Range3: 5/30
	Reload3: 
	Special3: Thrown
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 2
	HP: 23
	AC: 17
	ACJaffa: 10
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	SkScie: 2
	SkSlei: 0
	SkPScie: Yes
	SkPSlei: Off


