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	Campaign: 
	Race: Jaffa
	Class: Soldier
	Origin: Sailor Stdnt/Bra-tac
	Rank: 
	HitDie: 
	AbilityDex: 18
	AbilityCon: 14
	AbilityInt: 8
	AbilityCha: 14
	AModCon: 2
	AModInt: -1
	AModWis: -1
	AModCha: 2
	Init: 4
	Moxie: 2
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Off
	SkPInti: Yes
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Yes
	SkPStea: Yes
	SkPSurv: Off
	SkHist: -1
	SkInsi: -1
	SkInti: 4
	SkInve: -1
	SkMedi: -1
	SkNatu: -1
	SkPerc: -1
	SkPerf: 2
	SkPers: 2
	SkPilo: 6
	SkStea: 6
	SkSurv: -1
	SkPAcro: Yes
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 6
	SkAnim: -1
	SkCult: -1
	SkDece: 2
	SkEngi: -1
	SavePStr: Yes
	SavePDex: Off
	SavePCon: Yes
	SavePInt: Off
	SavePWis: Off
	SavePCha: Off
	SaveStr: 3
	SaveDex: 4
	SaveCon: 4
	SaveInt: -1
	SaveWis: -1
	SaveCha: 2
	AbilityWis: 8
	AModDex: 4
	AModStr: 1
	SkAthl: 3
	AbilityStr: 12
	Feats: RESPONSE SHOT: Once per encounter, you may use your reaction to make a ranged attack against an enemy who makes an attack against a team member other than yourself.
	ClassAbil: TACTICAL FLEXIBILITY: You’ve learned to direct your team in a variety of tactics. As an action you may activate a Tactic feat that you don’t know (see page 103). This tactic lasts for a number of rounds equal to your Charisma modifier (minimum 1). When the duration has run out, you may choose a tacticyou know (if any) to re-activate automatically. Once you use this ability, you cannot use it again until you’ve taken a long rest.
	Equipment: You add a longarm upgrade to your base kit
	Proficiencies: You are proficient in Jaffa weaponry (such as the Ma’Tok staff).Armor: Light and Heavy ArmorWeapons: Common weapons, Martial Arts, Sidearms, LongarmsTools: Camo Kit, Explosives
	RaceAbil: 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 thisability 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.Ma’tok Mastery: You treat any Ma’tok you wield as if it had the finesse weapon quality.Sea Legs: You gain advantage on any Acrobatics check to maintain your balance or stay standing.
	Notes: 
	NameCharacter: Ru-tan
	NamePlayer: 
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: 6
	Damage1: 3d6
	Range1: 5/60
	Reload1: 
	Special1: Rech 1,Shckwv 1m
	Atk1: Ma’tok - Plasma Blast
	Atk2: Ma’tok - Melee
	ToHit2: 6
	Damage2: d10+4
	Range2: 
	Reload2: 
	Special2: Bludg./Finesse
	Atk3: 
	ToHit3: 
	Damage3: 
	Range3: 
	Reload3: 
	Special3: 
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 3
	HP: 24
	AC: 21
	ACJaffa: 10
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	SkScie: -1
	SkSlei: 4
	SkPScie: Off
	SkPSlei: Off


