CHARACTER NAME

Brad' s Char act er

PLAYER NAME

Brad Newnman

CAMPAIGN

Living Series

RACE
Human (Tol | an)

ORIGIN

Artificial
SKILLS

ACROBATICS (DEx)
ANIMAL HANDLING (wis)
ATHLETICS (5TR)

_+2 CULTURE (wis)

_ -1 DECEPTION (cHA)

_+4 ENGINEERING (INT)

_+2 HISTORY (INT)

_+4  INSIGHT (wis)

_ -1 INTIMIDATION (CHA)
+2  INVESTIGATION (INT)
+2  MEDICINE (wis)

NATURE (INT)
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PERCEPTION (wis)
PERFORMANCE (CHA)
PERSUASION (cHA)

PILOT (DEx)

SCIENCE (NT)

SLEIGHT OF HAND (DEx)
STEALTH (Dex)
SURVIVAL (wis)
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Si dearm (M 9)

+3

1d6+1

50/ 100

1571

Longarm (MP7Al Submachi ne Gun)

i

2d6+1

200/ 180!

30/ 1

Aut omat i ¢/ Bur st

Short Bl ade (Conbat Knife)

+4

1d4+2

Mel ee

Fi nesse

NSO 6102-266) @ ® NL



RACIAL ABILITIES

PHASE- SHI FT
You add a phase device to your base kit.

ADVANCED TECHNOLOGY
Whenever you meke an Engi neering Check to discern the function of technol ogy
with a Tech | evel of 4 or higher, you add +TD to the check.

CLASS ABILITIES

JURY RI G

You are an expert at field repairs, even when you have to get creative. \Wen
you use an engineering kit to repair a machine you heal

2d8 points of damage instead of 2d6. In addition, you may repair an adjacent
machi ne as an action rather than only during a short rest.

PROFICIENCIES

PROFI Cl ENCI ES

Arnor: Light

Weapons: Common weapons, Sidearms,

Longar s

Tool s: Engi neering Kit, Explosives, Fabrication Kit
Saving Throws: Dexterity and Intelligence

Skills: Engineering, Pilot, Perception

FEATS

ARTI FI Cl AL

Life or Death Repairs: You gain advantage on engi neeri ng checks nade when
failure woul d deal damage or endanger your life (such as repairing an airl ock
before it fails or diffusing a bonb).

MERCHANT
Efficient Logistics: You gain a +1 bonus to the total bulk of equi prent you
can carry.

M NEFI ELD EXPERT

You can bury an expl osive (such as C4 or a claynore mine) just below the dirt
rigged to expl ode when a character enters the space. This process takes 2

m nutes. The expl osive affects all targets within a 2mradi us. A character
must succeed at a DC 20 Perception check to spot the m ne before triggering
it. Additionally, you gain advantage on all Perception checks to spot buried
m nes.

EQUIPMENT

Tactical Vest & 3 Uniforms

Bl ast Shield

MREs (m ssion duration)

Conbat Knife (Shortbl ade, Tech Level 2)
Personal Tactical Radio

Fl ashl i ght

Water Purifier

Filtration/ Radi ati on Mask

Mul ti -t ool

Per sonal Medical Kit

Ext ended Cli mate Protection C ot hi ng
Conmbat Tent

Si dearm (Beretta M)) w 2 nmagazi nes
Longar m (MP7Al Subnachi ne Gun) w 2
magazi nes
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	Campaign: Living Series
	Race: Human (Tollan)
	Class: Engineer
	Origin: Artificial / Merchant
	Rank: 1
	HitDie: 8
	AbilityDex: 12
	AbilityCon: 14
	AbilityInt: 14
	AbilityCha: 8
	AModCon: 2
	AModInt: 2
	AModWis: 2
	AModCha: -1
	Init: 2
	Moxie: 2
	ProfBonus: 2
	Speed: 4m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Yes
	SkPInti: Off
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Yes
	SkPStea: Off
	SkPSurv: Off
	SkHist: 2
	SkInsi: 4
	SkInti: -1
	SkInve: 2
	SkMedi: 2
	SkNatu: 2
	SkPerc: 4
	SkPerf: -1
	SkPers: -1
	SkPilo: 3
	SkStea: 1
	SkSurv: 2
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Off
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Yes
	SkAcro: 1
	SkAnim: 2
	SkCult: 2
	SkDece: -1
	SkEngi: 4
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Yes
	SavePWis: Off
	SavePCha: Off
	SaveStr: 2
	SaveDex: 3
	SaveCon: 2
	SaveInt: 4
	SaveWis: 2
	SaveCha: -1
	AbilityWis: 14
	AModDex: 1
	AModStr: 2
	SkAthl: 2
	AbilityStr: 14
	Feats: ARTIFICIAL
Life or Death Repairs: You gain advantage on engineering checks made when failure would deal damage or endanger your life (such as repairing an airlock before it fails or diffusing a bomb).
 
MERCHANT
Efficient Logistics: You gain a +1 bonus to the total bulk of equipment you can carry.
 
MINEFIELD EXPERT
You can bury an explosive (such as C4 or a claymore mine) just below the dirt rigged to explode when a character enters the space. This process takes 2 minutes. The explosive affects all targets within a 2m radius. A character must succeed at a DC 20 Perception check to spot the mine before triggering it. Additionally, you gain advantage on all Perception checks to spot buried mines.
	ClassAbil: JURY RIG
You are an expert at field repairs, even when you have to get creative. When you use an engineering kit to repair a machine you heal
2d8 points of damage instead of 2d6. In addition, you may repair an adjacent machine as an action rather than only during a short rest.
	Equipment: • Tactical Vest & 3 Uniforms
• Blast Shield
• MREs (mission duration)
• Combat Knife (Shortblade, Tech Level 2)
• Personal Tactical Radio
• Flashlight
• Water Purifier
• Filtration/Radiation Mask
• Multi-tool
• Personal Medical Kit
• Extended Climate Protection Clothing
• Combat Tent
• Sidearm (Beretta M9) w/2 magazines
• Longarm (MP7A1 Submachine Gun) w/2
magazines
	Proficiencies: PROFICIENCIES
Armor: Light
Weapons: Common weapons, Sidearms,
Longarms
Tools: Engineering Kit, Explosives, Fabrication Kit
Saving Throws: Dexterity and Intelligence
Skills: Engineering, Pilot, Perception
	RaceAbil: PHASE-SHIFT
You add a phase device to your base kit.
 
ADVANCED TECHNOLOGY
Whenever you make an Engineering Check to discern the function of technology with a Tech level of 4 or higher, you add +TD to the check.
	Notes: 
	NameCharacter: Brad's Character
	NamePlayer: Brad Newman
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +3
	Damage1: 1d6+1
	Range1: 50/100
	Reload1: 15/1
	Special1: 
	Atk1: Sidearm (M-9)
	Atk2: Longarm (MP7A1 Submachine Gun)
	ToHit2: +3
	Damage2: 2d6+1
	Range2: 200/1800
	Reload2: 30/1
	Special2: Automatic/Burst
	Atk3: Short Blade (Combat Knife)
	ToHit3: +4
	Damage3: 1d4+2
	Range3: Melee
	Reload3: -
	Special3: Finesse
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 4
	HP: 18
	AC: 20
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	SkScie: 4
	SkSlei: 1
	SkPScie: Yes
	SkPSlei: Off


