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	Campaign: 
	Race: Tok'ra
	Class: Engineer
	Origin: Artificial, Wright
	Rank: 1
	HitDie: 
	AbilityDex: 13
	AbilityCon: 12
	AbilityInt: 17
	AbilityCha: 8
	AModCon: 1
	AModInt: 3
	AModWis: 2
	AModCha: -1
	Init: 2
	Moxie: 3
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 60
	Ammo2: 15
	Ammo3: 0
	Ammo4: 0
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Yes
	SkPMedi: Off
	SkPNatu: Yes
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Yes
	SkPStea: Off
	SkPSurv: Off
	SkInsi: 2
	SkInti: -1
	SkInve: 5
	SkMedi: 2
	SkNatu: 5
	SkPerc: 4
	SkPerf: -1
	SkPers: -1
	SkPilo: 3
	SkStea: 1
	SkSurv: 2
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Yes
	SkAcro: 1
	SkAnim: 2
	SkCult: 2
	SkDece: -1
	SkEngi: 5
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Yes
	SavePWis: Off
	SavePCha: Off
	SaveStr: 1
	SaveDex: 3
	SaveCon: 1
	SaveInt: 5
	SaveWis: 2
	SaveCha: -1
	AbilityWis: 14
	AModDex: 1
	AModStr: 1
	SkAthl: 1
	AbilityStr: 12
	Feats: 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).Measure Twice: You gain half your Proficiency bonus on ability checks with tools you are not proficient in.
	ClassAbil: JURY RIGYou 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 only during a short rest.MODIFICATIONSYou don’t just fix and maintain your equipment – you’ve also made some special modifications that enhance the effectiveness of you and your team’s gear. Choose one modification feat (see page 99) at 1st level and another modification feat at 3rd and 5th level.COMMS TECHMP Cost: 5Requirement: Jury Rig abilityYour team’s tactical radio equipment has a range of 20km (instead of 5km). In addition, when you launch a communications balloon, its duration increases to 15d6 hours.
	Equipment: Tactical Vest & 3 UniformsMREs (mission duration)Combat Knife (Shortblade, Tech Level 2)Personal Tactical RadioFlashlightWater PurifierFiltration/Radiation Mask Multi-toolPersonal Medical KitExtended Climate Protection ClothingCombat TentSidearm (Beretta M9) w/2 magazinesLongarm (FN P90 or Mossberg 500) w/2 magazinesEngineering KitGDO - 1 Bulk
	Proficiencies: Armor: LightWeapons: Common weapons, Sidearms, LongarmsTools: Engineering Kit, Explosives, Fabrication KitSaving Throws: Dexterity and IntelligenceSkills: Engineering(Eng), Pilot(Eng), Perception(Eng), Science(Tok'ra), Investigation(Tok'ra), Nature(Wright)
	RaceAbil: SYNERGISTIC SYMBIOTE:As long as a Tok’ra has a symbiote they may choose to gain advantage on any mental (Intelligence, Willpower, Charisma) save. A Tok’ra may use this ability once per Wisdom modifier (minimum 1), replenishing the uses during a long rest. If a Tok’ra is deprived of their symbiote they lose this ability as their Regeneration ability. REGENERATION:The Tok’ra is healed to full HP during a long rest. If a Tok’ra is deprived of their symbiote they lose this ability.ARTIFICIAL:Your entire life was within a created environment, such as a space station, underground facility, or bio-dome. You are practical and careful, because you understand artificial environments intuitively.Attribute: Wisdom +1Life 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). 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 advancement, you’ve learned to approach problems in a pragmatic matter and are quick to learn new mechanical concepts.Bonus Proficiency: EngineeringMeasure Twice: You gain half your Proficiency bonus on ability checks with tools you are not proficient in.
	Notes: Spencer Davis is an engineer and a member of a Stargate Command at the Phoenix Site.  During what was supposed to be a routine patrol off world, Davis' team was attacked by a small army of Jaffa.  Davis was the only one to survive, yet only by the skin of his teeth.  After the team missed the deadline to return back to the SGC, a rescue team was dispatched.  Davis' condition was critical.  He was saved by making a deal with the Tok'ra.  He was implanted with the Tok'ra named Kal'mar.  The two were reinstated at Phoenix Site in order to continue the fight against the system lords.  
	NameCharacter: Kal'mar / Spencer Davis
	NamePlayer: Tyler Reed
	DSSucc1: Off
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	DSFail2: Off
	DSFail3: Off
	ToHit1: +3
	Damage1: 2d6+dex
	Range1: 200/1800
	Reload1: 1 action
	Special1: Short range advantage when stationary
	Atk1: FN P90 w/ Reflex St, Ext Cap (60)
	Atk2: Beretta M9 (15)
	ToHit2: +3
	Damage2: 1d8+dex
	Range2: 50/100
	Reload2: 1 action
	Special2: Pistol
	Atk3: Combat Knife
	ToHit3: +3
	Damage3: 1d4+dex
	Range3: -
	Reload3: -
	Special3: -
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 2
	HP: 18
	AC: 18
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	SkScie: 5
	SkSlei: 1
	SkPScie: Yes
	SkPSlei: Off


