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RACIAL ABILITIES

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).

ROBUST

Unas add +4 to their Strength to determine how much they can lift or carry. In
addition, they gain advantage on Strength checks made to lift, carry, or push
(such as battering open a door).

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

HUNTER/GATHERER

You come from a pre-agricultural society, or at least one who makes use of a
commodity that must be hunted or found in the wild. You are thus, an expert at
living off the land.

Bonus Proficiency: Survival

CLASS ABILITIES

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

You’ve become especially adept at a trick that improves a team’s efficiency in
the field. Choose one field hack feat (see page 102) at 1lst level and an
additional field hack feat at 4th.

TRACKING

MP Cost: 5

Requirement: Survivalist ability, Perception You gain advantage on all
Survival checks made to track.

PROFICIENCIES

Armor: Light Armor

Weapons: Common Weapons, Martial Arts,
Bows, Sidearms, Longarms

Tools: Camo Kit, Explosives

Saving Throws: Constitution and Dexterity
Skills: Perception, Stealth, Survival

FEATS

Irongut: You gain advantage on all saves against poison or other ingested
substances.

Improved Vision: You treat areas of dim light as brightly lit (including the
ability to discern color).

EQUIPMENT

Tactical Vest & 3 Uniforms

MREs (mission duration)

Combat Knife (Shortblade, Tech Level 2)
Personal Tactical Radio

Flashlight

Water Purifier

Filtration/Radiation Mask

Multi-tool

Personal Medical Kit

Extended Climate Protection Clothing
Combat Tent

Sidearm (Beretta M9) w/2 magazines
Longarm (FN P90 or Mossberg 500) w/2 magazines

Cammo Kit
Mossberg 500 (8) +2
Shotgun Magazine - loaded +1 (2 mags)
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	Feats: Irongut: You gain advantage on all saves against poison or other ingested substances.

Improved Vision: You treat areas of dim light as brightly lit (including the ability to discern color).
	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
You’ve become especially adept at a trick that improves a team’s efficiency in the field. Choose one field hack feat (see page 102) at 1st level and an additional field hack feat at 4th.

TRACKING
MP Cost: 5
Requirement: Survivalist ability, Perception You gain advantage on all Survival checks made to track.
	Equipment: Tactical Vest & 3 Uniforms
MREs (mission duration)
Combat Knife (Shortblade, Tech Level 2)
Personal Tactical Radio
Flashlight
Water Purifier
Filtration/Radiation Mask 
Multi-tool
Personal Medical Kit
Extended Climate Protection Clothing
Combat Tent
Sidearm (Beretta M9) w/2 magazines
Longarm (FN P90 or Mossberg 500) w/2 magazines

Cammo Kit
Mossberg 500 (8) +2
Shotgun Magazine - loaded +1 (2 mags)

	Proficiencies: Armor: Light Armor
Weapons: Common Weapons, Martial Arts,
Bows, Sidearms, Longarms
Tools: Camo Kit, Explosives
Saving Throws: Constitution and Dexterity
Skills: Perception, Stealth, Survival
	RaceAbil: 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).

ROBUST
Unas add +4 to their Strength to determine how much they can lift or carry. In addition, they gain advantage on Strength checks made to lift, carry, or push (such as battering open a door).

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

HUNTER/GATHERER
You come from a pre-agricultural society, or at least one who makes use of a commodity that must be hunted or found in the wild. You are thus, an expert at living off the land.
Bonus Proficiency: Survival
Irongut: You gain advantage on all saves against poison or other ingested substances.

SUBTERRANEAN
You grew up deep underground in caves or another natural complex, rarely if ever seeing the sky. Due to the real dangers of cave-ins and other dangers of the underworld, your people are quick on their feet with sharp eyes.
Attribute: Dexterity +1
Improved Vision: You treat areas of dim light as brightly lit (including the ability to discern color).
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