CHARACTER NAME PLAYER NAME CAMPAIGN
Saris Deaga Levi Boaz
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RACIAL ABILITIES

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.

CLASS ABILITIES

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.

MODIFICATIONS

You don’t just fix and maintain your equipment
- you’ve also made some special modifications
that enhance the effectiveness of you and your
team’s gear. Choose one modification feat (see
page 99) at 1st level and another modification
feat at 3rd and 5th level.

PROFICIENCIES

Armor: Light

Weapons: Common weapons, Sidearms,

Longarms

Tools: Engineering Kit, Explosives, Fabrication Kit
Saving Throws: Dexterity and Intelligence

Skills: Engineering, Pilot, Perception Science

FEATS

MONTAGE

MP Cost: 5

Requirement: Jury Rig ability

During an episode R&D encounter, reduce the
number of successes required by half your
Proficiency bonus, to a minimum of 1.

EQUIPMENT

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 w/2

magazines

Engineer kit

Duct Tape

+c4 and det

NOTES

Void Adept: You may use your Wisdom modifier
instead of your Intelligence modifier when making
a Science Check.

Crash Landing: You gain resistance
against all damage suffered when
you are a pilot or a passenger of
a vehicle when it crashes or is
destroyed.
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