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Dr. David Jenks
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RACIAL ABILITIES
Hit Points: You gain +10 additional HP.
Ability Score Increase: Choose either Intelligence or Charisma
to improve by +2.
Proficiencies: Choose any two skill proficiencies.

RECOVERY

Once per short rest when you heal HP (or are healed) you may
gain +TD additional HP.

CLASS ABILITIES
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

FEATS

Scientific Discovery
- Astronomer (As a bonus action you may reduce the time it takes to activate an astronomical device
(including a Stargate) by 1 round per Eureka point spent.

EQUIPMENT

Reseaerch Kit (Astronomy)
Translator

e Tactical Vest & 3 Uniforms

* MREs (mission duration)

¢ Combat Knife (Shortblade, Tech Level 2) e TACCOM
* Flash Light

* Water Purifier

* Filtration/Radiation Mask

¢ Multi-tool Kit

¢ Personal First Aid Kit

* Extended Climate Protection Clothing ® Combat Tent
e Sidearm (Beretta M9)

leathers light armor

NOTES

Last Resorts: You suffer disadvantage on all Moxie checks, but gain advantage on all Initiative checks.

Origin URBAN

Attribute: Intelligence +1

Meltingd Pot: You may use your Charisma modifier instead of your Wisdom modifier when making Culture skill
checks.

Skills: Culture, Investigation, Nature, and Science -
Stealth. (Freedom Fighter origin)
Survival, Pilot (racial)
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	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. 
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Ability Score Increase: Choose either Intelligence or Charisma to improve by +2. 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