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	Name: Arsen Eclipsedowl
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: House of Eclipsedowl & Tok'ra
	RaceSpecies: Tok'ra
	OriginBackground: Artifical / Military
	Name_2: Arsen Eclipsedowl
	Duty Station_2: Phoenix Base
	Class_2: Scientist
	Level_2: 1
	RaceSpecies_2: Tok'ra
	Name_3: Arsen Eclipsedowl
	Duty Station_3: Phoenix Base
	Class_3: Scientist
	Level_3: 1
	RaceSpecies_3: Tok'ra
	Name_4: Arsen Eclipsedowl
	Duty Station_4: Phoenix Base
	Class_4: Scientist
	Level_4: 1
	RaceSpecies_4: Tok'ra
	MP Earned: 3
	MP Spent: 
	Strength_Mod: 2
	Dexterity_Mod: 0
	Class: [scientist]
	Constitution_Mod: 0
	Intelligence_Mod: 2
	Charisma: 8
	Wisdom_Mod: 4
	Charisma_Mod: -1
	Strength: 14
	Dexterity: 10
	Constitution: 10
	Intelligence: 14
	Wisdom: 18
	ConstitutionSave: 0
	IntelligenceSave: 4
	WisdomSave: 6
	DexteritySave: 0
	CharismaSave: -1
	StrengthSave: 2
	CharismaSave_Prof: Off
	WisdomSave_Prof: 1
	IntelligenceSave_Prof: 1
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: Off
	StrengthSave_Prof: Off
	SavingThrowModifiers: 
	Survival_Prof: [0.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [0.0]
	Science_Prof: [1.0]
	Pilot_Prof: [0.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [0.0]
	Nature_Prof: [1.0]
	Medicine_Prof: [1.0]
	Investigation_Prof: [1.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [0.0]
	Engineering_Prof: [1.0]
	Deception_Prof: [0.0]
	Culture_Prof: [1.0]
	Athletics_Prof: [0.0]
	AnimalHandling_Prof: [0.0]
	Acrobatics_Prof: [0.0]
	Survival_Ability: [wis]
	Stealth_Ability: [dex]
	SleightOfHand_Ability: [dex]
	Science_Ability: [int]
	Pilot_Ability: [dex]
	Persuasion_Ability: [cha]
	Performance_Ability: [cha]
	Perception_Ability: [wis]
	Nature_Ability: [int]
	Medicine_Ability: [wis]
	Investigation_Ability: [int]
	Intimidation_Ability: [cha]
	Insight_Ability: [wis]
	Engineering_Ability: [int]
	Deception_Ability: [cha]
	Culture_Ability: [wis]
	Athletics_Ability: [str]
	AnimalHandling_Ability: [wis]
	Acrobatics_Ability: [dex]
	Survival: 4
	Stealth: 0
	SleightOfHand: 0
	Science: 4
	Pilot: 0
	Persuasion: -1
	Performance: -1
	Perception: 4
	Nature: 4
	Medicine: 6
	Investigation: 4
	Intimidation: -1
	Insight: 4
	Engineering: 4
	Deception: -1
	Culture: 6
	Athletics: 2
	AnimalHandling: 4
	Acrobatics: 0
	Inspiration: Off
	Armor Class: 16
	Initiative: 4
	Moxie: 2
	PassiveInvestigation: 14
	PassiveInsight: 14
	PassivePerception: 14
	Prof_Bonus: 2
	Actions: 
	0:  Combat:

Attack, Dash, Disengage, Dodge, Help, Hide, Ready, Search, Take Cover, Use Tech, Use an Object



                   Contests in Combat:

Defend, Distract, Grapple, Disarm, Taunt, Trip/Shove


	1: Short Rest:

*Short Rest Auto Heal:

Heal HP equal to the roll of a single HD plus Con modifier or Prof bonus = [ !roll 1d8+2 ]

*Improvised Explosive Device



                        Long Rest:

*Regeneration



Note: Eureka Count: 0 out of 3

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 19
	MaxHP: 19
	HitDice: 
	Exhaustion: 
	CurrentDetermination: 4
	MaxDetermination: 4
	AttackName: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackSpecial: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackHit: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackDamage: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackRange: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackReload: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	FeaturesTraits: 
	0: Artificial

Your entire life was within a created environment, such as a space station, underground facility, or bio-dome. You are practical and careful, because you understand artificial environments intuitively.



Life or Death Repairs: You gain advantage on engineering checks made when failure would deal damage or endanger your life (such as repairing an airlock before it fails or diffusing a bomb).



Military

You served in an organized military or militia, receiving training and maybe even direct combat experience.



Bonus Proficiency: Choose any one armor or weapon proficiency. (Jaffa Weapons)



Drills: You gain +1 HP per level.



Regeneration

The Tok'ra is healed to full HP during a long rest. If a Tok'ra is deprived of their symbiote they lose this ability.



Synergistic Symbiote

As long as a Tok'ra has a symbiote they may choose to gain advantage on any mental (Intelligence, Willpower, Charisma) save. A Tok'ra may use this ability once per Wisdom modifier (minimum 1), replenishing the uses during a long rest. If a Tok'ra is deprived of their symbiote they lose this ability as their Regeneration ability.
	2: GRATITUDE OF THE ASGARD

At some point in the future you may call upon an Asgard for a favor.
	1: EUREKA

Whenever you fail an Intelligence or Wisdom check during a mission, you gain one Eureka point. You may have a maximum number of Eureka points equal to your Intelligence or Wisdom modifier (whichever is higher). All unspent Eureka points are lost at the end of each mission.



Whenever you make an Intelligence or Wisdom check, you may spend one Eureka point to gain advantage.



HYPER-FOCUS

You may spend one Eureka point to add the tension die to an Intelligence or Wisdom check. You may declare this use of Eureka after learning the results of the roll.
	4: 
	5: 

	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: Arsen lacks social skills. 
	Ideals: *United together makes us stronger.

*Learning all we can of others will help us strengthen ourselves. This invludes knowing an enemy's tehnology so we know what we're up against and so we can incorporate it's strengths and hopefully be prepared to defend against it.
	Personality: Arsen is a loner. He's quiet and used to taking orders. When he does talk he's polite and formal. He might pause to really think on what to say or to try to understand others.

Arsen is very militaristic, both in his body language and how he addresses others.
	AlliesOrganizations: ATUREN:

*House of Eclipsedowl

**Great House of Stars

**Great House of Steel and Stone

***Valingar
	Backstory: Arsen's History:



Arsen is the son of Karasu, who is the Leader of the House of Eclipsedowl. Arsen was brought up in a House dedicated to science and discovery, with his House mostly dedicated to finding new ways to aid in security, whether it be to help devise new ways for the House of Stars' off-world bases to remain hidden or help secure House Valingar's secrets and safely store dangerous weapons technology.



After the Age of Awakening, Arsen would follow in his house's footsteps, doing research for the family's House as well as working as a security guard for the House of Valingar's technological security research facilities to help strengthen the family's alliance and prove Eclipsedowl's commitment to The Great House of Steel and Stone.



Following the fall of The Gift, he did engineer work on the orbital defenses of Atura. When Phoenix Site needed members, Arsen joined.



Unlike most Aturens, Arsen didn't spend much time outside in the planet's natural ecosystem, having grown up in Steel and Stone's facilities. While much of the Aturen's technology is usually organic (with some plasma exceptions), Arsen felt more at home in artificial places made with the metals and ores that are secretly mined by the House of Stars. His lack of personal connection to Atura is another reason why Arsen didn't care to leave it, as technology and learning is more of a driving force for him.



Once he was able to get his hands on alien technology for the first time (which was Jaffa and Goa'uld), he quickly started to tinker around. Wanting to know things from the inside out and know how to build his own.



He was assigned to Phoenix-5, until his blending with the Tok'ra Leviathan, where he moved to Leviathan's team of Phoenix-10.
	AdditionalNotes: 
	0: House info: Eclipsedowl:



Eclipsedowl is a name given to their house long ago originally by a group of disgruntled head Elders of the House, due to feeling like the rising Great Houses were eclipsing them and their brilliance. The lack of the fall of Ground and Sea after starting the Great war also felt unfair and disappointing that a house so destructive could retain its power and in fact, become the largest of the great houses. The Owl symbolizes both that their an intelligence-driven house and that they hope to soar above their insignificance and one day be respected and acknowledged. It also suggests their direct opposition to Ground and Sea as the Owl is a creature of neither, while the word Eclipsed can also show appreciation of the House of Stars. House Eclipsedowl has had ties to both Stars and Steel. Sort of sitting on a middle ground, trying to carve out favor with both by both serving duty to Valingar in the security/technology side and actively supporting Stars with also research and technology from the spoils of their Exploration.
	1: 

	WeaponAmmo: 
	0: 
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: 
	1: 
	2: 
	3: 

	Armor: Tactical Vest (16+DEX, Kevlar) Bulk = 8+STR
	HelmetShield: 
	BaseKit: 
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: Levarsen: Bulk 9.5/10

*G.D.O.

*P90, Chemistry Kit, Base kit

*Mossberg 500 (2 bulk)

*Physics Kit (1 bulk)

*Engineering kit (1 bulk)

*Translator (1 bulk)

*Duct tape (1/100m)

*Healing device (.5 bulk)

*Climbing kit (1 bulk)

*Whip (1 bulk)

*Blade (1 bulk)

Facility: INT training
	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 0/10
	ProficienciesLanguages: Weapons: Common, Sidearms, Jaffa

Tools: Explosives, Research Kit, Translator

Armor: Light
	Speed: 6m
	Defenses: 


