Kal - Justice Shall be Served

	Male Kel-Dor Scoundrel turned Soldier for the Republic


	HEALTH
	SAVING THROWS

	WND PTS
	VIT PTS
	FORT
	REF
	WILL

	14
	59
	+7
	+10
	+2

	    -4 DR
	
	
	
	


	STR
	DEX
	CON
	INT
	WIS
	CHA

	14
	20
	14*
	15
	11
	11*


	Hit Point Rolls / Level

1st   2nd    3rd   4th   5th   6th   7th   8th   9th   10th   11th   12th   13th   14th 

6     5      5     7     5     9     8

4th
+2 CHA bonus (gift from GM after Mag. 7 adv)


	SKILLS (non-force)
	CB
	Rnks
	AM
	Roll

	Appraise
	
	0
	+2
	+2

	Astrogation
	
	8
	+2
	+10

	Balance
	
	2
	+5
	+7

	Climb
	
	0
	+2
	+2

	Computer Use
	  a
	10
	+2
	+15

	Craft (Blaster pistol/rifle)
	
	5
	+2
	+7

	Craft (Armour)
	
	1
	+2
	+3

	Demolitions
	
	10
	+2
	+12

	Diplomacy (Illegal Barter)
	  b
	0
	
	+5

	Disable Device
	  c
	1
	+2
	+5

	Escape Artist
	
	5
	+5
	+10

	Forgery
	
	0
	+2
	+2

	Hide
	
	6
	+5
	+11

	Jump
	
	0
	+2
	+2

	Knowledge: Chemistry
	  d
	1
	+2
	+6

	Knowledge: Streetwise
	  d
	1
	+2
	+6

	Knowledge: Tactics
	  d  
	5
	+2
	+10

	Knowledge: Technology
	  d  
	1
	+2
	+6

	Listen
	  f
	1
	
	+1 (+3)

	Move Silently
	
	6
	+5
	+11

	Pilot
	
	9
	+5
	+14

	Read/Write: Basic, Kel-Dor
	
	
	
	N/A

	Repair
	 c e
	4
	+2
	+6 (+10)

	Ride
	
	0
	+5
	+5

	Search
	  f
	1
	+2
	+3 (+5)

	Slight of Hand
	  g
	1
	+5
	+6(+10)

	Speak Lang: Basic, Kel-Dor
	
	
	
	N/A

	Spot
	  f
	1
	
	+1 (+3)

	Swim
	
	0
	+2
	+2

	Tumble
	
	5
	+5
	+10

	Scoundrel /Soldier /Both

a +3  for Datapad (int checks for calculations as well)

b +5 (Illicit Barter only)

c +2 for Security Kit (11 is for Security systems only)

d +3 for data card

e +2 for Toolkit

f  +2 for Sensor pack
g +4 if attempt is vs.  hiding/locating holdout blaster

h

i

j

k




	Level
	7

	[image: image1.jpg]


Exp Pts
	21,600

	Classes
	Scoundrel 3/Solder 4/Blasterslinger 0

	AC
	20

	Move
	10m

	Initiative
	+9

	Reputation
	2

	Age
	

	Height
	

	Weight
	

	Languages
	Basic, Kel Dor

	Force Pts
	6

	DkSide Pts
	

	NR Creds
	

	EE Creds
	5362

	Gems
	2500

	 FEATS AND SPECIAL ABILITIES

	Kel Dor
	+2 Dex, +2 Wis, -2 Con

	Level 1
	Improved Initiative

	Level 1 Scoundrel
	Simple Weapons; Blaster Pistols; Illicit Barter

	Level 2 Scoundrel
	Lucky (Reroll any roll 1/day)

	Level 3 Scoundrel
	Precise Attack (+1 to hit or damage/round)

	Level 3
	Point Blank Shot

	Level 1 Soldier
	Light Armor; Blaster Pistols, Rifles; Simple, Heavy & Vibro Weapons 

	Level 2 Soldier
	Medium Armor; Precise Shot

	Level 3 Soldier
	Heavy Armor; Rapid Shot

	Level 6
	Weapon Focus (Blaster)

	Contest
	*Starship Operations - Fighters

	Level 4 Soldier
	Quickdraw

	Feats to be

	Level 1 Blaster Slinger
	Blasterslinger

	Level 2 Blaster Slinger
	Customization

	Level 9
	Heroic Surge

	Level 3 Blaster Slinger
	Marksman +1 (+1 to hit/round)

	Level 4 Blaster Slinger
	Nickname (Infamy)

	Level 5 Blaster Slinger
	Shoot from the hip (+2 to Initiative)

	Level 12
	Defensive Martial Arts

	Level 6 Blaster Slinger
	Marksman +2

	Level 7 Blaster Slinger
	Improved Nickname (Frightful Presence)

	Level 8 Blaster Slinger
	Deadly Shot

	Level 15
	Ambidexterity

	Level 9 Blaster Slinger
	Marksman +3

	Level 18
	Two Weapon Fighting

	NOTES:
Quick draw device - Fits on forearm, easily concealed under clothing (+4 to sleight of hand check to conceal & negates quick draw penalty).  It holds any tiny object & simulates the quickdraw feat.

Won HoloChess Tournament on ship during the trip through the Markol Void (Reward - Feat)
Feats Wanted: Heroic surge - Extra action/day/x levels; Defensive Martial Arts (+2 to AC); Armor familiarity - for specific armor type, +1 to max dex/-1 armor penalty; Inventor - when crafting items you only have to pay 1/3 normal experience cost; Shady merchant - discounts on illegal goods bought or sold; Starship Operation (Transport); Zero-g Training; Spacer


Items:

Sensor Pack           1500       

Flash Ring               

Things Kal Wants:

1. Enhanced Strength/Vision/Defense, Data Jack, Neural Targeting Sight

- Blurring/Camo Armor (makes harder to hit)
Those met: Quolok’s Fist (all dead); “The Boss”; Droid on Timbra Ott; Crimson Jack (pirate) and Co. (Brawl - soldier, Jolie - Blaster/Pilot, Zand - Merchant/??; Malice - Stealth/Tech, Embrul - Sith)




	COMBAT (BAB=5)
	Rng
	 1Att         Rap Fire
	Dam
	Crit
	Stun
	Brk
	Hrd
	WP
	Special

	Blaster Pistol (T-6)  (1) (2) (3) (5) 
	12m
	+14/+9**
	+13/13/8**
	3d8+4
	18-20
	---
	18
	5
	5
	Original: range 8m / dam 3d8+3 (+2 for MC) / crit 19-20

	Blaster Pistol (454)  (1) (2) (3)
	8m
	+13/8**
	+12/12/7**
	3d6+2
	19-20
	
	15
	6
	2
	Original: damage 3d6+2 / crit 20

	Dart Pistol (PRP-502) (1) (2) (3)
	4m
	+12/7**
	+11/11**
	1d4
	19-20
	---
	12
	4
	2
	Original: dam 1d4 / crit 20

	Blaster Rifle/Grenade Launch (2) (3) (4) 
	90m/30m
	+13/8**
	
	3d8+4
	19-20
	18
	
	5
	8
	Original dam 3d8+2 (+2 for MC)

	Sniper Rifle (LD-1a) (1) (3) (4) 
	120m
	+13/8**
	
	3d6+4
	17-20
	15
	13
	4
	3
	Original: range 40m / crit 18-20 / dam 3d6+3

	Vibro Dagger
	----
	+8/3*
	
	2d4+1
	20
	
	
	
	
	Original dam 2d4

	Stun Baton
	----
	
	
	--
	--
	15
	
	
	
	

	Grenade
	4m(4m)
	
	
	4d6+1
	20
	
	
	
	
	Does Burst Damage, Reflex save (DC15) for ½ damage

	Thermal Detonator
	4m(4m)
	
	
	8d6+6
	20
	
	
	
	
	Same as grenade + has timer (6-18 seconds)(1-3 rds)

	To Hits: BAB: +6/+1, DEX: +5, STR: +2, Mod +1, Weapon Focus +1, Laser Sight: +1, Precise Attack: +1, Point Blank +1

	MODS:  (1) +1 to att /-1 to dam  (2) reduced rapid shot penalty  (3) increased threat   (4) negate 1st 2 rng penalties (scope)  (5) +1 att/1.5 rng (laser sight) 

	ARMOUR CLASS
	AC
	B
	D
	DB
	N
	O
	C
	Notes

	General
	 20
	10
	+5
	+5
	-
	-
	-
	

	Flatfooted
	15
	10
	-
	+5
	-
	-
	-
	

	vs Touch Attacks
	20
	10
	+5
	+5
	-
	-
	-
	

	Fight Defensively
	23
	10
	+5
	+5
	-
	-
	+3
	

	Defensive Single Move
	24
	10
	+5
	+5
	-
	-
	+4
	

	 (B) Base AC   (D) Dexterity   (DB) Defense Bonus   (N) Natural   (O) Other   (C) Circumstance 


	EQUIPMENT
	Paid
	Loc
	Wt
	Notes

	Carried

	1
	Blast Helmet, vest (MC+2)
	876
	Body
	3kg
	DR: 4, Max Dex: 5; Modified (no Armor penalty) 

	1
	Heavy Blaster Pistol (BlasTech T-6) (MC+2) w/ laser sight
	2924
	Hip
	2kg
	Personalized (+1 to hit/-1 to damage, increased threat, decreased rapid shot penalty)

	1
	Blaster Pistol (Merr-Sonn 454 “Deathhammer”) (MC +1)
	1267
	Hip
	2,g
	Personalized (+1 to hit/-1 to damage, increased threat, decreased rapid shot penalty)

	1
	Dart Pistol (Prax PRP-502) (MC +1)
	----
	Sleeve
	.5 kg
	Modified (+1 to hit/-1 to damage, increased threat); Present from the “Wraith”

	1
	Sniper Rifle (Merr-Sonn LD-1a) (MC +2) w/ scope
	----
	Back
	4kg
	Personalized ((+1 to hit/-1 to damage, increased threat) ; Present from the “Wraith”

	1
	Blaster Rifle w/ built in grenade launcher (MC +2)
	----
	Back
	6.7kg
	Personalized (increased threat, decreased rapid shot penalty) Present from BHs on Timbra Ott

	 1
	Stun Baton
	----
	Hip
	1.8kg
	(Picked up during scuffle on the Bambassa pleasure planet)

	 1
	Vibro Dagger (MC +1)
	----
	Boot
	1kg
	

	6
	Grenade, Frag (4 are for the grenade launcher)
	500
	Hip
	0.5kg
	

	

	1
	Datapad (MC +1)
	1600
	Vest
	3kg
	+3 to Int checks (for calculations) and Computer Use (information downloads).  

	1
	Special Kel-Dorian Goggles
	720
	
	1kg
	Incorporates Night Vision Goggles (darkvision) and Electrobinoculars

	4
	Data Cards
	365
	Pad
	0.1kg
	(Chemistry, Streetwise, Tactics, Technology)

	1
	Jump Boots
	142
	Feet
	???
	

	1
	Comlink
	stores
	Hip
	0.5kg
	

	1
	Vennoc-x Chronometer
	50
	Wrist
	-----
	

	1
	All Temperature Cloak
	95
	Vest
	1.5kg
	+2 Fort save against severe weather 

	1
	Grappling Spike Launcher (w/ Liquid cable dispenser)
	60
	???
	0.5kg
	

	1 
	Sensor Pack
	
	
	
	General details on comm. Signals/life forms/energy fields (50m), +2 to Listen/Search/Spot

	5 
	Glow Rod
	stores
	Vest
	.01kg
	

	10
	Hiker/Hunter Ration Packs
	50
	Vest
	.01kg
	

	4
	Energy Cell 
	stores
	Vest
	.05kg
	Pistols and Rifle (2 of ea)

	3
	Medical Packs
	Stores
	Vest
	???
	

	
	
	
	
	
	

	

	1
	Security Kit
	750
	???
	???
	Lockpick Kit. +2 to Repair Rolls (Security Systems) and Disable Device

	1
	Blaster Repair Kit
	125
	???
	???
	

	1
	Medical Kit
	25
	???
	1kg
	    

	1
	Tool Kit
	250
	???
	???
	+2 to Repair Rolls

	

	1
	Mer-Sonn Targeter Ranging Scope (on sniper or blaster rifle)
	675
	Gun
	0.2kg
	Negates penalties for first two range increments 

	1
	Laser Sight (on Heavy Blaster Pistol)
	1140
	Gun
	----
	+1 to attack / 1.5 x range increment

	1
	Silencer (for Heavy Blaster Pistol)
	450
	Vest
	.05,g
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	Total
	9685
	
	
	

	Stored

	1
	Stealth Suit
	300
	Ship
	???
	Purchased from Rico

	2
	Quickdraw Device
	----
	Ship
	???
	See Notes for information on these; Present from the “Wraith”

	1 
	Flare–S Swoop
	----
	Ship
	???
	Value 2000 credits, acquired from bounty hunters on Timbra Ott

	1
	Either the Sniper Rifle or Blaster Rifle
	----
	Ship
	???
	Depending on the adventure, one of these will be back on the ship

	1
	Stun Baton
	----
	Ship
	???
	Only taken on specific missions


