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	Campaign: 
	Race: Human - Male
	Class: Medic
	Origin: Urban - Military
	Rank: 1
	HitDie: 8
	AbilityDex: 13
	AbilityCon: 13
	AbilityInt: 15
	AbilityCha: 12
	AModCon: 1
	AModInt: 2
	AModWis: 1
	AModCha: 1
	Init: 1
	Moxie: 2
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 0
	Ammo2: 0
	Ammo3: 0
	Ammo4: 0
	SkPInsi: Yes
	SkPInti: Off
	SkPInve: Off
	SkPMedi: Yes
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Yes
	SkPPilo: Off
	SkPStea: Off
	SkPSurv: Off
	SkInsi: 3
	SkInti: 1
	SkInve: 2
	SkMedi: 3
	SkNatu: 2
	SkPerc: 3
	SkPerf: 1
	SkPers: 3
	SkPilo: 1
	SkStea: 1
	SkSurv: 1
	SkPAcro: Off
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 1
	SkAnim: 1
	SkCult: 1
	SkDece: 1
	SkEngi: 2
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Off
	SavePWis: Yes
	SavePCha: Off
	SaveStr: 1
	SaveDex: 3
	SaveCon: 1
	SaveInt: 2
	SaveWis: 3
	SaveCha: 1
	AbilityWis: 13
	AModDex: 1
	AModStr: 1
	SkAthl: 3
	AbilityStr: 12
	Feats: URBANDensely packed buildings and the press ofpeople have created the most common artificialenvironment in the Milky Way. You’re nostranger to the problem solving required whenweaving through complex streets, undergroundtransportation, or crowds.Attribute: Intelligence +1Melting Pot: You may use your Charisma modifierinstead of your Wisdom modifier when makingCulture skill checks.MILITARYYou served in an organized military or militia,receiving training and maybe even direct combatexperience. Note: Human characters who servedin the Tau’ri military may want to select the Tau’rimilitary racial origin instead (they do not stack).Bonus Proficiency: Choose any one armor orweapon proficiency.Drills: You gain +1 HP per level.
	ClassAbil: FIRST AIDYour extensive training in field medicine allowsyou to rapidly provide aid to a wounded teammember. When you use a med kit to heal, youadd your Proficiency bonus to the healed amount.In addition, you may use a med kit to heal awounded team member as an action (ratherthan during a short rest). Med kits cannot healthe target again until after a short rest.Procedures:Pharmaceutials
	Equipment: Med KitA Stargate team member is issued thefollowing equipment for a 1-Prep missionor higher:• Tactical Vest & 3 Uniforms• 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 (FN P90 or Mossberg 500) w/2magazinesIn addition to the items in the character’sbase kit, the armor they choose to wear hasa Loadout. The character may fill this spacewith any items that fit within the limit ofthe armor (see page 68), assuming the basehas access to the equipment.The team, as a group, is also issued oneG.D.O. and they must determine who carriesthe device in the field (it has a bulk of 1),although they can requisition additionalG.D.O. backups, which many teams do.
	Proficiencies: Armor: Light, Heavy (Military)Weapons: Common weapons, Sidearms,Shotguns, Longarms (Military)Tools: Med Kit and Outbreak KitSaving Throws: Dexterity and WisdomSkills: Athletics, Insight, Medicine, andScience
	RaceAbil: Hit Points: You gain +10 additional HP.Ability Score Increase: Choose either Intelligenceor Charisma to improve by +2.Proficiencies: Choose any two skill proficiencies.RECOVERYWhen you recover HP due to a short rest, youregain an additional +TD HP.GALACTIC SEEDSHumans are so common in the galaxy, they gainadvantage on all Persuasion and Deception Checksmade during first contact with any group nothaving yet met visitors from another world.
	Notes: 
	NameCharacter: Jamie Stevenson
	NamePlayer: Philip
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +3
	Damage1: 1d6
	Range1: 
	Reload1: 
	Special1: Slashing/Piercing - Finese
	Atk1: Combat Knife
	Atk2: Baretta M9
	ToHit2: +3
	Damage2: 1d8
	Range2: 50/100
	Reload2: 15
	Special2: 
	Atk3: 
	ToHit3: 
	Damage3: 
	Range3: 
	Reload3: 
	Special3: 
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: +4
	HP: 20
	AC: 17
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	SkScie: 4
	SkSlei: 1
	SkPScie: Yes
	SkPSlei: Off


