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	Campaign: 
	Race: Human
	Class: Scientist
	Origin: Urban / Tau'ri Military
	Rank: 1
	HitDie: 1d8
	AbilityDex: 14
	AbilityCon: 12
	AbilityInt: 18
	AbilityCha: 11
	AModCon: 1
	AModInt: 4
	AModWis: 1
	AModCha: 0
	Init: 2
	Moxie: 4
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 75
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Yes
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Yes
	SkPMedi: Off
	SkPNatu: Yes
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Off
	SkPStea: Off
	SkPSurv: Off
	SkHist: 6
	SkInsi: 1
	SkInti: 0
	SkInve: 6
	SkMedi: 1
	SkNatu: 6
	SkPerc: 1
	SkPerf: 0
	SkPers: 0
	SkPilo: 2
	SkStea: 2
	SkSurv: 1
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Yes
	SkPDece: Off
	SkPEngi: Yes
	SkAcro: 2
	SkAnim: 1
	SkCult: 3
	SkDece: 0
	SkEngi: 6
	SavePStr: Off
	SavePDex: Off
	SavePCon: Off
	SavePInt: Yes
	SavePWis: Yes
	SavePCha: Off
	SaveStr: -1
	SaveDex: 2
	SaveCon: 1
	SaveInt: 6
	SaveWis: 3
	SaveCha: 0
	AbilityWis: 12
	AModDex: 2
	AModStr: -1
	SkAthl: -1
	AbilityStr: 8
	Feats: PHYSICIST (DISCOVERY)
MP Cost: Class Free
As an action you may make a ranged attack with a projectile weapon that hits a number of additional targets equal to the number of Eureka points spent. Roll the attack once and compare the result to every chosen target. This attack may only be made with a single target projectile weapon,not with blast weapons or other area attacks.

	ClassAbil: 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 of 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.
SCIENTIFIC DISCOVERY: 
	Equipment: Research Kit (physics)
Tactical Vest & 3 Uniforms
MREs (mission duration)
Combat Knife (Shortblade, Tech Level 2)
TACCOM
Flash Light
Water Purifier
Filtration/Radiation Mask
Multi-tool Kit
Personal First Aid Kit
Extended Climate Protection Clothing
Combat Tent
Sidearm (Beretta M9)
5 clips
G.D.O. 
Duct Tape

	Proficiencies: Armor: Light Armor, Heavy Armnor
Weapons: Common weapons, Sidearms, Longarms, Grenades
Tools: Research Kit and Translator
Saving Throws: Intelligence and Wisdom
Skills: Culture, Investigation, Nature, and Science
	RaceAbil: ASI: Choose either Intelligence
or Charisma to improve by +2. (int)
PROF: Choose any two skill proficiencies. (Engineering + History)
RECOVERY: Once per short rest when you heal HP (or are
healed) you may gain +TD additional HP.
GALACTIC SEEDS: Humans are so common in the galaxy that they
gain advantage on all buff and persuasion checks
made during first contact with any group that has
not yet met visitors from another world.
	Notes: TAU’RI MILITARY: As an operation of the United States Air Force, the SG-Phoenix is technically part of the wider human military. In recent years, General Loyer has begun to recruit from other branches of his country’s military, and even a few assets from foreign militaries.
While SG-Phoenix makes extensive use of its alien coalition when assembling teams, the majority of personnel assigned to the Phoenix site are from
this background.
Required Race: Human (must be Tau’ri)
Basic Training: You are proficient in sidearms, longarms, grenades, and heavy armor.
URBAN: Densely packed buildings and the press of people have created the most common artificial environment in the Milky Way. You’re no stranger to the problem solving required when weaving through complex streets, underground transportation, or crowds.
Attribute: Intelligence +1
Melting Pot: You may use your Charisma modifier instead of your Wisdom modifier when making Culture skill checks.
	NameCharacter: Dax Cartwright
	NamePlayer: Slyder
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +4
	Damage1: 1d6
	Range1: 50/100
	Reload1: 1 ACT
	Special1: Pistol
	Atk1: Sidearm
	Atk2: 
	ToHit2: 
	Damage2: 
	Range2: 
	Reload2: 
	Special2: 
	Atk3: 
	ToHit3: 
	Damage3: 
	Range3: 
	Reload3: 
	Special3: 
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 
	HP: 19
	AC: 18
	ACJaffa: 10
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	SkScie: 6
	SkSlei: 2
	SkPScie: Yes
	SkPSlei: Off


