CHARACTER NAME
Asa'ar

PLAYER NAME

Asar

CAMPAIGN

RACE

ORIGIN

Tok'ra Spy/ Starship

L

SKILLS

ACROBATICS (DEX)
ANIMAL HANDLING (wis)
ATHLETICS (STR)

CULTURE (wis)
DECEPTION (CHA)
ENGINEERING (IND
INSIGHT (wis)
INTIMIDATION (CHA)
INVESTIGATION (INT)
MEDICINE (wis)

NATURE (INT)
PERCEPTION (wis)
PERFORMANCE (CHA)
PERSUASION (CHA)

PILOT (Dex)

SCIENCE (INT)

SLEIGHT OF HAND (Dex)
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TO HIT DAMAGE RANGE RELOAD SPECIAL

Berreta M9

1d48+4 50/100m

pistol

Mossberg 500

1d410+4 10/30m

scatter

Combat knife
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RACIAL ABILITIES

synergystic symbiote - advantage on any mental save (3/day|
regeneration - healed to full HP during long rest
Passing - adv on deception checks to pass as human/goauld/tokra/ jaffa

Void Adept - science check - wisdom mod

CLASS ABILITIES

First Aid - prof bonus to healed amount using medkit, healing as an action MedKit
Base Kit

1lst Procedure - Crash Training - revive member dead up to 2 rounds (DC 25
medicine)

Triage - bonus action, Dc20 medicine, target's current and total HP and hit
dice

Unnoticed Field Medic - after healing another during combat, attacks have
disadvantage until next turn

PROFICIENCIES

Armor: Light
Weapons: Common,Sidearms, Shotguns
Tools: Medkit and Outbreak kit

EQUIPMENT
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	Origin: Tok'ra Spy/ Starship
	Rank: 2
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	AbilityDex: 15
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	AbilityCha: 11
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	AModInt: 0
	AModWis: 3
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	Ammo1: 0
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	SkPInsi: Yes
	SkPInti: Off
	SkPInve: Off
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	SkPNatu: Off
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Off
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	SaveCon: 1
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	SaveCha: 0
	AbilityWis: 17
	AModDex: 2
	AModStr: 0
	SkAthl: 2
	AbilityStr: 10
	Feats: 
	ClassAbil: First Aid - prof bonus to healed amount using medkit, healing as an action

1st Procedure - Crash Training - revive member dead up to 2 rounds (DC 25 medicine)

Triage - bonus action, Dc20 medicine, target's current and total HP and hit dice

Unnoticed Field Medic - after healing another during combat, attacks have disadvantage until next turn
	Equipment: MedKit
Base Kit
	Proficiencies: Armor: Light
Weapons: Common,Sidearms, Shotguns
Tools: Medkit and Outbreak kit
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