CHARACTER NAME PLAYER NAME CAMPAIGN
Berale

RACE ORIGIN CLASS HD

Subterranean/Bra-tac Scout D

= g Pl

SKILLS \ HIT POINTS ':*: DETERMINATION : CONDITION
@ .6 ACROBATICS (DX 24 |} 3 B ® normal
0«1 ANIMAL HANDLING (wWis) &

g +1 ATHLETICS (STR) PROF BONUS INITIATIVE MOXIE () z:aslfﬁ\\/(AC[\SQGKiON
1
_+1 CULTURE (wis) +2 +4 +0

-1 DECEPTION (cha) ) SPEED HALVED

D _+0—— ENG | N E E RI NCI (INT) ARMOR CLASS JAFFAAI\-|CELMET DISADVANTAGE ON ATTACK

g +0  HISTORY (INT) 2 1 1 0 ROLLS AND SAVING THROWS
+1  INSIGHT (wis)

D ) HIT POINTS MAXIMUM HALVED

-1 INTIMIDATION (cHA)

O .o INVESTIGATION (nD) SPEED DEATH SAVES
O .1 MEDICINE (wis) 6m successes (O=O=0) ) SPEED REDUCED TO O

) F CO=C =)
L .0 NATURE anD S

Bl .3 PERCEPTION (wis) Q) DeaTH
0 SAVES

1 PERFORMANCE (CHA) 0
O -1 PERSUASION (CHA) —+1 STRENGTH Jowmo W Anmo

O .4 PILOT 0w & _.c DEXTERITY 0 _ 0

L .0 SCIENCE anm @ .4+ CONSTITUTION

O _ 4 SLEIGHT OF HAND (0ex) O .0 INTELLIGENCE

AMMO AMMO

WEAPON 3 ' WEAPON 4
B .6 STEALTH (Dex O _.1 wisbom

B .3 SURVIVAL (wis) U1 CHARISMA 5 0 A 0

ATTACK NAME TO HIT DAMAGE RANGE RELOAD SPECIAL

Ma’tok - Plasma Blast +6 3d6 5/60 Rech 1,Shckwv 1n

Ma’tok - Melee +6 dl10+4 Bludge./Finesse

WO 6102-266) @ ® NL



RACIAL ABILITIES

SYMBIOTE: As long as a Jaffa has a symbiote, they may choose to gain advantage
on any physical save (Strength, Dexterity, Constitution). A Jaffa may use this
ability once per Proficiency Bonus (minimum 1), replenishing the uses during a
long rest. If a Jaffa is deprived of their symbiote, they must make a DC 10
Constitution save each hour or suffer 1d4 Constitution damage.

KELNO’REEM: When the Jaffa takes a long rest, he heals damage as if his Hit
Die had rolled its maximum value. The character does not heal naturally during
a short rest.

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

Ma’tok Mastery: You treat any Ma’tok you wield as if it had the finesse weapon
quality.

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.

PROFICIENCIES

Armor: Light Armor
Weapons: Common Weapons, Martial Arts, Bows, Sidearms, Longarms
Tools: Camo Kit, Explosives

You are proficient in Jaffa weaponry (such as the Ma’Tok staff).

FEATS

TRACKING: You gain advantage on all Survival checks made to track.

EQUIPMENT

You add a Camo Kit to your base kit
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