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	Campaign: 
	Race: Unas
	Class: Engineer
	Origin: Terraformed
	Rank: 2
	HitDie: 
	AbilityDex: 14
	AbilityCon: 10
	AbilityInt: 16
	AbilityCha: 8
	AModCon: 0
	AModInt: 3
	AModWis: 0
	AModCha: -1
	Init: 2
	Moxie: 3
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 30
	Ammo3: 0
	Ammo4: 15
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Yes
	SkPStea: Off
	SkPSurv: Off
	SkInsi: 0
	SkInti: -1
	SkInve: 3
	SkMedi: 0
	SkNatu: 3
	SkPerc: 2
	SkPerf: -1
	SkPers: -1
	SkPilo: 4
	SkStea: 2
	SkSurv: 0
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Yes
	SkAcro: 2
	SkAnim: 0
	SkCult: 0
	SkDece: -1
	SkEngi: 5
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Yes
	SavePWis: Off
	SavePCha: Off
	SaveStr: 3
	SaveDex: 4
	SaveCon: 0
	SaveInt: 5
	SaveWis: 0
	SaveCha: -1
	AbilityWis: 10
	AModDex: 2
	AModStr: 3
	SkAthl: 5
	AbilityStr: 16
	Feats: PERCUSSIVE MAINTENANCE

When a vehicle you are embarked within has the 
damaged condition, you can take an action to 
ignore the damaged condition for a number of rounds equal to a roll of the tension die.
	ClassAbil: JURY RIG
You are an expert at field repairs, even when you have to get creative. When you use an engineering kit to repair a machine you heal 2d8 points of damage instead of 2d6. In addition, you may repair an adjacent machine as an action rather than only during a short rest

HOLD TOGETHER

at 2nd level, when you benefit from cover, you gain resistance to the damage of attacks hindered 
by that cover.

WHACK-IT

at 2nd level, you’ve learned the time-honored 
technique of a well placed thump. as a bonus 

action you can give one adjacent machine +1d6 
temporary hit points. if this brings the machine’s 
hp to above half its normal hp, it begins to 
function immediately. you may only maintain 
these temporary hp on one machine at a time.

	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 a target. 

•C4 Explosive Clay x4

This malleable explosive clay can be used to breach defenses, set up traps, or create improvised weaponry. Each explosive use contains a detonator that can be triggered as an action via tactical radio or other radio frequency generator, or set  to explode after a certain amount of time has ellapsed (maximum 72-hours). Each use of a C4 deals 1d10 damage to everything within 1m when detonated. Up to 20 uses of C4 can be applied to any single detonation. Each additional use after the first increases the explosion’s damage  by 1d10 and the radius by 1m. A character who is proficient in explosives may also perform the following actions with C4: 

Breach: By placing the clay around a locked door or other entry, the user may shape the charge  to deal 1d10 damage to the object for each use expended. Setting a breach charge requires 1 round and an action per use expended.

Improvised Explosive Device: With a little bit of scrap metal and a container, the character Can create a grenade with one use of explosive and a DC 15 Engineering check. Building an IED requires several minutes and can be done during a short rest.

Scuba gear

••Engineering Kit 

This small hardened case contains a series of repair and maintenance tools carefully stored for ease of access. It contains a long list of tools and parts, including (but not limited to); an electric drill/driver with dozens of attachments and screws, portable welding torch, steel sheets, and powerful 
adhesives. A character can use this kit to repair 
1d6 damage to a mechanical device (such as a 
drone). A proficient character repairs 2d6 damage
	Proficiencies: Armor: Light

Weapons: 
Common weapons, Sidearms, 
Longarms

Tools: 
Engineering Kit, Explosives, Fabrication Kit
	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.
Strange World:
 Once per day you may use your reaction to gain advantage on a saving throw.
Naquadah Blooded: 
Your blood contains trace amounts of Naquadah which allows you to activate and use some technology (such as many Goa’uld devices).
Symbiote Familiarity: 
Your close familiarity with a symbiote mind and its psychology grants you advantage on Insight Checks against characters with symbiotes.
	Notes: 
	NameCharacter: "Riggidit"
	NamePlayer: Jacob Ramirez
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +5
	Damage1: 1d6+3
	Range1: 
	Reload1: 
	Special1: 
	Atk1: Claw
	Atk2: Wrench (Great Hammer)
	ToHit2: +5
	Damage2: 1d6+3
	Range2: 
	Reload2: 
	Special2: Knockback
	Atk3: Longarm Mossberg 500
	ToHit3: +3
	Damage3: 2d6
	Range3: 200/1800
	Reload3: 1
	Special3: Flash light reinforced stock
	Atk4: Side arm
	ToHit4: +3
	Damage4: 1d8
	Range4: 50/100
	Reload4: 1
	Special4: Pistol
	Atk5: Zat gun
	ToHit5: +3
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 4
	HP: 27
	AC: 18
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	SkScie: 5
	SkSlei: 2
	SkPScie: Yes
	SkPSlei: Off


