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	Campaign: GenCon 2021 Phoenix Squadron
	Race: Human
	Class: Engineer
	Origin: Tau’ri Military / Driver
	Rank: 0 MP / 1
	HitDie: 8
	AbilityDex: 14
	AbilityCon: 12
	AbilityInt: 16
	AbilityCha: 11
	AModCon: 1
	AModInt: 3
	AModWis: 1
	AModCha: 0
	Init: 2
	Moxie: 3
	ProfBonus: 2
	Speed: 6m
	Condition: Opt1
	Ammo1: 60
	Ammo2: 15
	Ammo3: 0
	Ammo4: 0
	SkPInsi: Off
	SkPInti: Off
	SkPInve: Yes
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Yes
	SkPPerf: Off
	SkPPers: Off
	SkPPilo: Yes
	SkPStea: Off
	SkPSurv: Off
	SkInsi: 1
	SkInti: 0
	SkInve: 5
	SkMedi: 1
	SkNatu: 3
	SkPerc: 3
	SkPerf: 0
	SkPers: 0
	SkPilo: 4
	SkStea: 2
	SkSurv: 1
	SkPAcro: Yes
	SkPAnim: Yes
	SkPAthl: Off
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Yes
	SkAcro: 4
	SkAnim: 3
	SkCult: 1
	SkDece: 0
	SkEngi: 5
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Off
	SavePInt: Yes
	SavePWis: Off
	SavePCha: Off
	SaveStr: 1
	SaveDex: 4
	SaveCon: 1
	SaveInt: 5
	SaveWis: 1
	SaveCha: 0
	AbilityWis: 12
	AModDex: 2
	AModStr: 1
	SkAthl: 1
	AbilityStr: 12
	Feats: After level 5
	ClassAbil: Jury Rig: Expert at even improvised field repairs. Using an engineering kit to repair a machine heals 2d8 instead of 2d6. May repair an adjacent machine as an action instead of during a short rest.
1st Modification: Comms Tech - Team tactical radio equipment has a range of 20km instead of 5km, and comms balloon duration increases to 15d6 hours.

Future:
2) Hold Together: Cover gives resistance to the damage of attacks hindered by that cover
2) Whack-It: Bonus action gives adjacent machine +1d6 Temp HP. If that brings it above half normal HP, it starts to function immediately. Can only do this to one machine at a time.
3) Tune-Up: Add Int to amount repaired or Temp HP granted to a machine
3) 2nd Modification: ?
4) Broad Spectrum Scanners: Use Int instead of Wisdom for Perception
4) Ability Score Improvement: Increase Dex or Int by +2 or 2 other scores by +1
5) Xeno-Tech Specialist: During episode R&D, reduce time required by one stage. Gain advantage on any ability check to understand unknown technology.
5) 3rd Modification: ?
	Equipment: Engineering Kit: Tools and parts including an electric drill/driver and attachments, screws, portable welding torch, steel sheets, and adhesives.
Olympus OM-10 film camera, 50mm lens, and 4 rolls of film (when allowed on-mission)

Base Kit:
Tactical Vest (TL2, Kevlar, Bulk 8+Str) & 3 Uniforms, MREs, Combat Knife, Personal Tactical Radio, Flashlight, Water Purifier, Filtration/Radiation Mask, Multi-Tool, Personal Medical Kit, Extended Climate Protection Clothing, Combat Tent, Beretta M9 w/2 15 rnd. mags, FN P90 w/2 60 rnd. mags

FN P90 - Automatic (every 10 bullets fired adds +TD to damage, max TD = Str), Burst (3 round burst deals +TD damage), Extended Capacity (2x mag capacity), and Reflex Sight (when not moving that turn and firing only 1 round, gain advantage on shot)
	Proficiencies: Armor: Light Armor
Weapons: Common Weapons, Sidearms, Longarms, Martial Arts
Tools: Engineering Kits, Explosives, Fabrication Kits
Skills: Engineering, Piloting, Perception, Animal Handling, Acrobatics, Investigation
	RaceAbil: Recovery: When recovering HP due to a short rest, regain an additional +TD HP
Galactic Seeds: Advantage on Persuasion and Deception checks made during 1st contact
Driver Origin - Speedster: Vehicles driven/animals ridden or driving gain +1 AC
	Notes: Hank grew up in rural Ohio, and is distantly related to an astronaut of the same last name. He took to machines at an early age and enjoyed racing go-carts followed by amateur race cars. He joined the Air Force after ROTC, following in his father’s and aunt’s footsteps, taking a particular liking to repairing electronics and radios as much as engines. Thanks to his aptitude…and some family connections…he was referred to General Hammond’s and then General Loyer’s units. Once asked about joining Phoenix site, he volunteered immediately, wanting the opportunity to visit strange new worlds, and the rest was history.
	NameCharacter: Lt. Hank Collins
	NamePlayer: Tim Kite
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +3
	Damage1: 1d6+1
	Range1: 1
	Reload1: N/A
	Special1: 
	Atk1: Martial Arts
	Atk2: (1) FN P90
	ToHit2: +4
	Damage2: 2d6+2
	Range2: 200/1800
	Reload2: 1 action
	Special2: FN P90
	Atk3: (2) Beretta M9
	ToHit3: +4
	Damage3: 1d8+2
	Range3: 50/100
	Reload3: 1 action
	Special3: Pistol
	Atk4: Combat Knife
	ToHit4: +4
	Damage4: 1d4+3
	Range4: 1
	Reload4: N/A
	Special4: Finesse
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 4
	HP: 19
	AC: 18
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	SkScie: 3
	SkSlei: 2
	SkPScie: Off
	SkPSlei: Off


