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	Campaign: 
	Race: Free Jaffa
	Class: Medic
	Origin: Starship Renegade
	Rank: 
	HitDie: 
	AbilityDex: 16
	AbilityCon: 11
	AbilityInt: 8
	AbilityCha: 10
	AModCon: 0
	AModInt: -1
	AModWis: 4
	AModCha: 0
	Init: 4
	Moxie: 0
	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: Off
	SkPSurv: Off
	SkHist: -1
	SkInsi: 6
	SkInti: 0
	SkInve: -1
	SkMedi: 6
	SkNatu: -1
	SkPerc: 4
	SkPerf: 0
	SkPers: 0
	SkPilo: 3
	SkStea: 3
	SkSurv: 4
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Yes
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 3
	SkAnim: 4
	SkCult: 6
	SkDece: 0
	SkEngi: -1
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Off
	SavePWis: Yes
	SavePCha: Off
	SaveStr: 1
	SaveDex: 5
	SaveCon: 0
	SaveInt: -1
	SaveWis: 6
	SaveCha: 0
	AbilityWis: 18
	AModDex: 3
	AModStr: 1
	SkAthl: 3
	AbilityStr: 12
	Feats: CONTROLLED STIMULANTS: As an action, you may use your Med Kit to heal 1d4 levels of exhaustion. A character may not benefit from this ability again until they have taken a long rest.
	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, youadd your Proficiency bonus to the healed amount.  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.
	Equipment: You add a Med Kit to your base kit
	Proficiencies: Armor: LightWeapons: Common weapons, Sidearms, ShotgunsTools: Med Kit and Outbreak KitYou are proficient in Jaffa weaponry.
	RaceAbil: 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: Free 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 Jaffa traits or abilities.Rebel: You gain advantage on saves caused by Goa’uld and other Jaffa.Void Adept: You may use your Wisdom modifier instead of your Intelligence modifier when making a Science Check.
	Notes: 
	NameCharacter: 
	NamePlayer: 
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +5
	Damage1: 3d6
	Range1: 5/60
	Reload1: 
	Special1: Rech 1,Shckwv 1m
	Atk1: Ma’tok - Plasma Blast
	Atk2: Ma’tok - Melee
	ToHit2: +3
	Damage2: d10+1
	Range2: 
	Reload2: 
	Special2: 
	Atk3: Zat’nik’tel
	ToHit3: +5
	Damage3: 3 Exh.
	Range3: 10/30
	Reload3: 
	Special3: Recharge 1
	Atk4: Shotgun
	ToHit4: +5
	Damage4: d19
	Range4: 10/30
	Reload4: 2 act.
	Special4: Scatter
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 2
	HP: 18
	AC: 20
	ACJaffa: 10
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	SkScie: 1
	SkSlei: 3
	SkPScie: Yes
	SkPSlei: Off


