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	Campaign: 
	Race: Aturen
	Class: Diplomat
	Origin: Urban/Sleuth
	Rank: 
	HitDie: 
	AbilityDex: 14
	AbilityCon: 12
	AbilityInt: 12
	AbilityCha: 16
	AModCon: 1
	AModInt: 1
	AModWis: 1
	AModCha: 3
	Init: 2
	Moxie: 3
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Yes
	SkPInti: Yes
	SkPInve: Yes
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Yes
	SkPPilo: Off
	SkPStea: Off
	SkPSurv: Off
	SkHist: 1
	SkInsi: 3
	SkInti: 5
	SkInve: 3
	SkMedi: 1
	SkNatu: 1
	SkPerc: 3
	SkPerf: 3
	SkPers: 5
	SkPilo: 2
	SkStea: 2
	SkSurv: 1
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Yes
	SkPDece: Yes
	SkPEngi: Off
	SkAcro: 2
	SkAnim: 1
	SkCult: 3
	SkDece: 5
	SkEngi: 1
	SavePStr: Off
	SavePDex: Off
	SavePCon: Off
	SavePInt: Off
	SavePWis: Yes
	SavePCha: Yes
	SaveStr: 0
	SaveDex: 2
	SaveCon: 1
	SaveInt: 1
	SaveWis: 3
	SaveCha: 5
	AbilityWis: 12
	AModDex: 2
	AModStr: 0
	SkAthl: 0
	AbilityStr: 10
	Feats: URBAN

Attribute: Intelligence +1



Melting Pot: You may use your Charisma modifier

instead of your Wisdom modifier when making

Culture skill checks. 



SLEUTH

Skill Proficiency: Investigation



The Reveal: You gain advantage on any Charisma

(Persuasion) checks to accuse someone of a crime

or wrongdoing. 
	ClassAbil: INSPIRE

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 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.



INSPIRATIONS

You are adept at inspiring allies in specific ways,

granting abilities to yourself and your team while

they have temporary HP granted by your Inspire.

Choose one Inspiration feat at

1st level, and then another at 3rd and 5th level.



PEP TALK

Starting at 2nd level, you can give a stirring speech

to your team during a long rest or other extended

downtime. Once per mission, you can restore 1d4

Determination points to each member of your

team (including yourself).



WORD IN AN EAR

Starting at 2nd level, you can inspire a single

team member within 1m as an action. Roll your

Inspire HP die and grant the target Inspire HP as

normal. Characters who currently have Inspire

HP are immune to this ability. A character may

only be targetted by your Word In An Ear once

per long rest (although other characters may still

inspire them).



FORCE OF WILL

At 3rd level you regain your use of Inspire when

you take a short or long rest. Characters already

benefiting from your Inspire are immune to a

second application.



DIPLOMATIC EXPERTISE

At 4rd level choose Culture, Insight, or Presence.

Your proficiency bonus is doubled for any ability

check you make that uses the chosen proficiency.



ABILITY SCORE IMPROVEMENT

At 4th level you can increase your Wisdom or

Charisma by +2, or you can increase two ability

scores of your choice by +1. As normal, you

can’t increase an ability score above 20 using

this feature.



STRONG PERSONALITY

At 5th level your Inspire die increases from 1d6

to 1d8.
	Equipment: EQUIPMENT KIT

You add a translator to your standard kit.
	Proficiencies: Armor: Light

Weapons: Common weapons, Sidearms

Tools: Med Kit, Translator, Pan-Cultural Wardrobe
	RaceAbil: Hit Points: You gain +10 additional HP.

Ability Score Increase: Choose either Wisdom

or Charisma to improve by +2.

Proficiencies: Choose any two skill proficiencies.



NATURAL RESILIENCE

Aturen’s gain advantage on any saves against

disease or poison.



NATURALIST

Whenever you make an Intelligence (Science)

check that involves an ecosystem and the creatures

within, you add +TD to the check.
	Notes: Hit Points at 1st level: 10

Hit Points at Higher Levels: 5 per level

Hit Die: d10
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	NamePlayer: Noel Floyd
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