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	Campaign: 
	Race: Human
	Class: Scientist
	Origin: Starship Scholar
	Rank: 1
	HitDie: 1d8
	AbilityDex: 12
	AbilityCon: 14
	AbilityInt: 15
	AbilityCha: 12
	AModCon: 2
	AModInt: 2
	AModWis: 2
	AModCha: 1
	Init: 2
	Moxie: 2
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Yes
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Yes
	SkPMedi: Off
	SkPNatu: Yes
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Yes
	SkPPilo: Off
	SkPStea: Off
	SkPSurv: Yes
	SkHist: 4
	SkInsi: 2
	SkInti: 1
	SkInve: 4
	SkMedi: 2
	SkNatu: 4
	SkPerc: 2
	SkPerf: 1
	SkPers: 3
	SkPilo: 1
	SkStea: 1
	SkSurv: 4
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Yes
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 1
	SkAnim: 2
	SkCult: 4
	SkDece: 1
	SkEngi: 2
	SavePStr: Off
	SavePDex: Off
	SavePCon: Off
	SavePInt: Yes
	SavePWis: Yes
	SavePCha: Off
	SaveStr: -1
	SaveDex: 1
	SaveCon: 2
	SaveInt: 4
	SaveWis: 4
	SaveCha: 1
	AbilityWis: 14
	AModDex: 1
	AModStr: -1
	SkAthl: -1
	AbilityStr: 8
	Feats: PHYSICISTWhen you make an attack with a ranged weapon,you may spend a Eureka to increase the weaponsrange 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.EUREKAWhenever 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 Eurekapoints 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) toyour base kit (see page @@).Research kitTranslator
	Proficiencies: Armor: Light ArmorWeapons: Common weapons, Sidearms,ExplosivesTools: Research Kit and TranslatorSaving Throws: Intelligence and WisdomSkills: Culture, Investigation, Nature, and Science
	RaceAbil: RECOVERYOnce per short rest when you heal HP (or arehealed) you may gain +TD additional HP.GALACTIC SEEDSHumans are so common in the galaxy that theygain advantage on all buff and persuasion checksmade during first contact with any group that hasnot yet met visitors from another world.
	Notes: SCIENTIFIC DISCOVERYYour careful study of scientific principles andyour chosen field of study allows you to makeinsights few others would consider. Choose oneDiscovery feat (see page @@) at 1st level and anadditional discovery feat at 3rd and 5th level.
	NameCharacter: Isaac Wheeler
	NamePlayer: Matthew Henricks
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	Determination: 4
	HP: 20
	AC: 10
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