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Sidearm (Beretta M9) +3 1d6+1 50/100 15/1 Laser Sight

Combat Knife +3 1d6+1 melee n/a Finesse
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RACIAL ABILITIES FEATS

Tropics Adept: You can see twice as far in fog and heavy rain. Coordinated Fire: After you hit a target with an attack, you may take a bonus
Recovery: Once per short rest when you heal HP (or are healed) you may gain action to grant an inspired character advantage to their next attack roll made
+TD additional HP. - before your next turn against the same target.

Galactic Seeds: Gain advantage on all buff and persuasion checks during first

contact with any group that has not yet met visitors from another world.

CLASS ABILITIES EQUIPMENT

Inspire: Your mere presence inspires your comrades to pursue their mission in Translator

a myriad of clever, if sometimes unperceived, ways. Once per long rest, you Med Kit

may grant all team members 1d6 temporary HP with an action. These temporary HP Pan-Cultural Wardrobe

last until the next long rest or until removed by damage. While a team member Base Kit: Tacticat Vest, 4 Uniforms, TACCOM, Flash Light, Water Purifier,

has these temporary hit points (called “Inspired” characters) they gain the Filtration Mask, Multi-Tool, Personal First Aid Kit, Climate Clothing, Combat
benefits of your Inspiration feats. A character may only be Inspired by one Tent

source at a time. If a character is targeted by a second Inspire ability, the

target character chooses which to benefit from.

PROFICIENCIES

Armor: light Biome: Rainforest
Weapons: Common weapons, Sidearms Background: Liasion
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	ClassAbil: Inspire: Your mere presence inspires your comrades to pursue their mission in a myriad of clever, if sometimes unperceived, ways. Once per long rest, you may grant all team members 1d6 temporary HP with an action. These temporary HP last until the next long rest or until removed by damage. While a team member has these temporary hit points (called “Inspired” characters) they gain the benefits of your Inspiration feats. A character may only be Inspired by one source at a time. If a character is targeted by a second Inspire ability, the target character chooses which to benefit from.
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Pan-Cultural Wardrobe
Base Kit: Tacticat Vest, 4 Uniforms, TACCOM, Flash Light, Water Purifier, Filtration Mask, Multi-Tool, Personal First Aid Kit, Climate Clothing, Combat Tent
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