CHARACTER NAME
Isaac Wheeler

PLAYER NAME

CAMPAIGN

Matthew Henricks
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ORIGIN

Starship Scholar
F WL N

SKILLS
ACROBATICS (DEX)

ANIMAL HANDLING (wis)

ATHLETICS (5TR)
CULTURE (wis)
DECEPTION (CHA)
ENGINEERING (INT)
HISTORY (NT)
INSIGHT (wis)
INTIMIDATION (CHA)
INVESTIGATION (INT)
MEDICINE (wis)
NATURE (INT)
PERCEPTION (wis)
PERFORMANCE (cHA)
PERSUASION (cHA)
PILOT (DEx)

SCIENCE (INT)
SLEIGHT OF HAND (DEx)
STEALTH (Dex)
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RACIAL ABILITIES FEATS

RECOVERY PHYSICIST

Once per short rest when you heal HP (or are When you make an attack with a ranged weapon,

healed) you may gain +TD additional HP. you may spend a Eureka to increase the weapons
range by half (+50%).

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.

CLASS ABILITIES EQUIPMENT

Void Adept (Starship) You add a Research kit (any scientific field) to
You may use your Wisdom modifier instead of your Intelligence modifier when your base kit (see page @@).
making Science skill checks.
Research kit
Preserve Knowledge (Scholar) Translator
You gain advantage on Charisma (Persuasion) checks with other Scholars,
learned people, or those who wish to preserve knowledge in some way.

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.

PROFICIENCIES

Armor: Light Armor

Weapons: Common weapons, Sidearms,

Explosives

Tools: Research Kit and Translator

Saving Throws: Intelligence and Wisdom

Skills: Culture, Investigation, Nature, and Science

NOTES

SCIENTIFIC DISCOVERY

Your careful study of scientific principles and
your chosen field of study allows you to make
insights few others would consider. Choose one
Discovery feat (see page @@) at 1lst level and an
additional discovery feat at 3rd and 5th level.
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	SkAthl: -1
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	Feats: PHYSICIST
When you make an attack with a ranged weapon,
you may spend a Eureka to increase the weapons
range by half (+50%).
	ClassAbil: Void Adept (Starship) 
You may use your Wisdom modifier instead of your Intelligence modifier when making Science skill checks.

Preserve Knowledge (Scholar) 
You gain advantage on Charisma (Persuasion) checks with other Scholars,
learned people, or those who wish to preserve knowledge in some way.

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.
	Equipment: You add a Research kit (any scientific field) to
your base kit (see page @@).

Research kit
Translator
	Proficiencies: Armor: Light Armor
Weapons: Common weapons, Sidearms,
Explosives
Tools: Research Kit and Translator
Saving Throws: Intelligence and Wisdom
Skills: Culture, Investigation, Nature, and Science
	RaceAbil: 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: SCIENTIFIC DISCOVERY
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insights few others would consider. Choose one
Discovery feat (see page @@) at 1st level and an
additional discovery feat at 3rd and 5th level.
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