
SGC Personnel File

Duty Station

Caution: Not to be used for identification purposes.

Name Class Level

Race/Species Origin/BackgroundAffiliation

SAVING THROWS

STRENGTH

CONSTITUTION

CHARISMA

DEXTERITY

INTELLIGENCE

WISDOM

Strength

Charisma

Wisdom

Intelligence

Constitution

Dexterity

Saving Throw Modifiers

SKILLS

Acrobatics

Engineering

Deception

Culture

Athletics

Animal Handling

Nature

Medicine

Investigation

Intimidation

Insight

Perception

Sleight of Hand

Science

Pilot

Persuasion

Performance

Survival

Stealth

PROFICIENCIES & LANGUAGES

WEAPONS & ATTACKS

INITIATIVE

HIT DICE EXHAUSTIONDEATH SAVES

HIT POINTS

Max HP Current HP Temp HP

ARMOR CLASS

PROFICIENCY BONUS

INSPIRATION

SPEED

DEFENSES

ACTIONS

PASSIVE PERCEPTION (WIS)

PASSIVE INVESTIGATION (INT)

PASSIVE INSIGHT (WIS)

SENSES

MP Earned MP Spent

TENSIONd12d10d8d6d4

Attack Name Hit Damage Range Reload Special

MOXIE DETERMINATION

Starting Current

Successes

Failures



SGC Personnel File

Duty Station

Caution: Not to be used for identification purposes.

Name Class Level Race/Species

FEATURES & TRAITS

EQUIPMENT

WEAPON 1

WEAPON 2

WEAPON 3

WEAPON 4

EXTRA RELOADS

AMMUNITION

BULK CARRIED

ENCUMBERED WEIGHT

PUSH/DRAG/LIFT

BASE KIT

HELMET / SHIELD

ARMOR WEAPON 1

WEAPON 2

WEAPON 3

WEAPON 4



SGC Personnel File Caution: Not to be used for identification purposes.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT

Duty StationName Class Level Race/Species



SGC Personnel File

Duty Station

Caution: Not to be used for identification purposes.

Name Class Level Race/Species

CHARACTER APPEARANCE ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY ADDITIONAL NOTES

PERSONALITY TRAITS

IDEALS

FLAWS


	Name: Kye
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: 
	RaceSpecies: Human (Tollan)
	OriginBackground: Terraformed (Former Host)
	Name_2: Kye
	Duty Station_2: Phoenix Base
	Class_2: Engineer
	Level_2: 1
	RaceSpecies_2: Human (Tollan)
	Name_3: Kye
	Duty Station_3: Phoenix Base
	Class_3: Engineer
	Level_3: 1
	RaceSpecies_3: Human (Tollan)
	Name_4: Kye
	Duty Station_4: Phoenix Base
	Class_4: Engineer
	Level_4: 1
	RaceSpecies_4: Human (Tollan)
	MP Earned: 
	MP Spent: 
	Strength_Mod: 2
	Dexterity_Mod: 1
	Class: [engineer]
	Constitution_Mod: 0
	Intelligence_Mod: 4
	Charisma: 12
	Wisdom_Mod: -1
	Charisma_Mod: 1
	Strength: 14
	Dexterity: 12
	Constitution: 10
	Intelligence: 18
	Wisdom: 9
	ConstitutionSave: 0
	IntelligenceSave: 6
	WisdomSave: -1
	DexteritySave: 3
	CharismaSave: 1
	StrengthSave: 2
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: 1
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: 1
	StrengthSave_Prof: Off
	SavingThrowModifiers: 
	Survival_Prof: [0.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [0.0]
	Science_Prof: [1.0]
	Pilot_Prof: [1.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [1.0]
	Nature_Prof: [0.0]
	Medicine_Prof: [0.0]
	Investigation_Prof: [1.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [0.0]
	Engineering_Prof: [1.0]
	Deception_Prof: [0.0]
	Culture_Prof: [0.0]
	Athletics_Prof: [0.0]
	AnimalHandling_Prof: [0.0]
	Acrobatics_Prof: [0.0]
	Survival_Ability: [wis]
	Stealth_Ability: [dex]
	SleightOfHand_Ability: [dex]
	Science_Ability: [int]
	Pilot_Ability: [dex]
	Persuasion_Ability: [cha]
	Performance_Ability: [cha]
	Perception_Ability: [wis]
	Nature_Ability: [int]
	Medicine_Ability: [wis]
	Investigation_Ability: [int]
	Intimidation_Ability: [cha]
	Insight_Ability: [wis]
	Engineering_Ability: [int]
	Deception_Ability: [cha]
	Culture_Ability: [wis]
	Athletics_Ability: [str]
	AnimalHandling_Ability: [wis]
	Acrobatics_Ability: [dex]
	Survival: -1
	Stealth: 1
	SleightOfHand: 1
	Science: 6
	Pilot: 3
	Persuasion: 1
	Performance: 1
	Perception: 1
	Nature: 4
	Medicine: -1
	Investigation: 6
	Intimidation: 1
	Insight: -1
	Engineering: 6
	Deception: 1
	Culture: -1
	Athletics: 2
	AnimalHandling: -1
	Acrobatics: 1
	Inspiration: Off
	Armor Class: 17
	Initiative: 1
	Moxie: 4
	PassiveInvestigation: 16
	PassiveInsight: 9
	PassivePerception: 11
	Prof_Bonus: 2
	Actions: 
	0:   
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 16
	MaxHP: 16
	HitDice: d8
	Exhaustion: 
	CurrentDetermination: 4
	MaxDetermination: 4
	AttackName: 
	0: Sidearm (Beretta M9)
	1: Combat Knife
	2: Longarm (FN P90)
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackSpecial: 
	0: Pistol
	1: Finesse, TL2
	2: see page 65
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackHit: 
	0: 4
	1: 3
	2: 4
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackDamage: 
	0: 1d8+1
	1: 1d6+1
	2: 2d6+1
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackRange: 
	0: 50/100
	1: melee
	2: 200/1800
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackReload: 
	0: 15/1
	1: n/a
	2: 50/1
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	FeaturesTraits: 
	0: Racial Abilities # PHASE-SHIFTYou add a phase device to your base kit. # ADVANCED TECHNOLOGYWhenever 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  
	2: Class Abilities# JURY RIGYou 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. # MODIFICATIONSYou 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
	1: Feats# STRANGE WORLD: (Terraformed)Attribute: Intelligence +1 (already added)Once per day you may use your reaction to gain advantage on a saving throw. # NAQUADAH BLOODED: (Former Host)Your blood contains trace amounts of Naquadah which allows you to activate and use some technology (such as many Goa’uld devices). # SYMBIOTE FAMILIARITY: (Former Host)Your close familiarity with a symbiote mind and its psychology grants you advantage on Insight Checks against characterswith symbiotes.
	4: 
	5: 

	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: ImpulsiveKye might act too quickly and be very sure of himself when it comes to technology. He may also be a little dismissive. 
	Ideals: 
	Personality: 
	AlliesOrganizations: Phoenix Site 
	Backstory: After the fall of Tollana Kye was taken as a host to a Goa'uld. Free'd sometime after he carries the fate of his people and found a new home with the Tau'ri. He now works to put his past behind him and instead focuses on working with the Tau'ri. Tollana (Planet)Tollan (Race)
	AdditionalNotes: 
	0: 
	1: 

	WeaponAmmo: 
	0: 
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: 
	1: 
	2: 
	3: 

	Armor: Tactical Vest
	HelmetShield: -
	BaseKit: - Tactical Vest- 3 Uniforms- Tactical Radio - Flash Light- Water Purifier- Fitration Mask- Multi-tool- Personal First Aid Kit- Climate Clothing- Combat Tent
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: # ENGINEERING KIT  (p71)This small hardened case contains a series of repair and maintenance tools carefully stored for ease of access. It contains a long list of tools and parts, including (but not limited to); an electric drill/driver with dozens of attachments and screws, portable welding torch, steel sheets, and powerful adhesives. A character can use this kit to repair 1d6 damage to a mechanical device (such as a drone). A proficient character repairs 2d6 damage.  
	1: # PHASE DEVICE  (p76)This wrist-worn device can be used to phase a touched target out of sync with the matter of the universe.  To phase a touched person and their gear, the user makes a DC 15 Science check. If successful, the target may move through solid material until the end of its next turn (or up to 6 seconds if not in combat rounds). For every 5 by which the DC is passed, the target may move through matter for an additional round or an additional touched target may be affected. Phased creatures must move at a deliberate pace, so a creature that takes the Dash action, becomes Unphased at the end of their turn (after resolving the Dash). If the target stops phasing while within solid matter it will likely die, suffering 20d6 damage each round. This prolongs the phase device effect an additional round, so if the character survives the damage they may attempt to move out of solid matter on their next turn
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: Armor: LightWeapons: Common weapons, Sidearms, LongarmsTools: Engineering Kit, Explosives, Fabrication KitSaving Throws: Dexterity and IntelligenceSkills: Engineering, Pilot, Perception
	Speed: 6m
	Defenses: 


