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	Campaign: Gen Con 2021
	Race: Unas
	Class: Scout
	Origin: Hunter/Gatherer,Subter.
	Rank: 1
	HitDie: 
	AbilityDex: 14
	AbilityCon: 15
	AbilityInt: 12
	AbilityCha: 12
	AModCon: 2
	AModInt: 1
	AModWis: 1
	AModCha: 1
	Init: 2
	Moxie: 1
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 60
	Ammo2: 15
	Ammo3: 0
	Ammo4: 0
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Off
	SkPStea: Yes
	SkPSurv: Yes
	SkInsi: 1
	SkInti: 1
	SkInve: 1
	SkMedi: 1
	SkNatu: 1
	SkPerc: 3
	SkPerf: 1
	SkPers: 1
	SkPilo: 2
	SkStea: 4
	SkSurv: 3
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 2
	SkAnim: 1
	SkCult: 1
	SkDece: 1
	SkEngi: 1
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Yes
	SavePInt: Off
	SavePWis: Off
	SavePCha: Off
	SaveStr: 1
	SaveDex: 4
	SaveCon: 4
	SaveInt: 1
	SaveWis: 1
	SaveCha: 1
	AbilityWis: 12
	AModDex: 2
	AModStr: 1
	SkAthl: 1
	AbilityStr: 13
	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: SURVIVALISTYou’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 HACKSYou’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.TRACKINGMP Cost: 5Requirement: Survivalist ability, Perception You gain advantage on all Survival checks made to track.
	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 magazinesCammo KitMossberg 500 (8) +2Shotgun Magazine - loaded +1 (2 mags)
	Proficiencies: Armor: Light ArmorWeapons: Common Weapons, Martial Arts,Bows, Sidearms, LongarmsTools: Camo Kit, ExplosivesSaving Throws: Constitution and DexteritySkills: Perception, Stealth, Survival
	RaceAbil: IMPRESSIVE RESILIENCEWhen 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).ROBUSTUnas 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).CLAWSUnas have claws that can be used as a melee weapon that deals 1d6 damage.HUNTER/GATHERERYou 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: SurvivalIrongut: You gain advantage on all saves against poison or other ingested substances.SUBTERRANEANYou 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 +1Improved Vision: You treat areas of dim light as brightly lit (including the ability to discern color).
	Notes: 
	NameCharacter: Kor
	NamePlayer: Tyler Reed
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +4
	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: +4
	Damage2: 1d8+dex
	Range2: 50/100
	Reload2: 1 action
	Special2: Pistol
	Atk3: Mossberg 500 (8)
	ToHit3: +4
	Damage3: 1d10+dex+prof
	Range3: 10/30
	Reload3: 2 actions
	Special3: Scatter
	Atk4: Clak Blade
	ToHit4: +4
	Damage4: 1d8+Str
	Range4: -
	Reload4: -
	Special4: Grapple
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 1
	HP: 24
	AC: 18
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	SkScie: 1
	SkSlei: 2
	SkPScie: Off
	SkPSlei: Off


