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	Name: Kaye Park
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: 
	RaceSpecies: Human
	OriginBackground: Desert/Driver
	Name_2: Kaye Park
	Duty Station_2: Phoenix Base
	Class_2: Engineer
	Level_2: 1
	RaceSpecies_2: Human
	Name_3: Kaye Park
	Duty Station_3: Phoenix Base
	Class_3: Engineer
	Level_3: 1
	RaceSpecies_3: Human
	Name_4: Kaye Park
	Duty Station_4: Phoenix Base
	Class_4: Engineer
	Level_4: 1
	RaceSpecies_4: Human
	MP Earned: 
	MP Spent: 
	Strength_Mod: 1
	Dexterity_Mod: 2
	Class: [engineer]
	Constitution_Mod: 1
	Intelligence_Mod: 2
	Charisma: 10
	Wisdom_Mod: 1
	Charisma_Mod: 0
	Strength: 12
	Dexterity: 15
	Constitution: 12
	Intelligence: 15
	Wisdom: 12
	ConstitutionSave: 1
	IntelligenceSave: 4
	WisdomSave: 1
	DexteritySave: 4
	CharismaSave: 0
	StrengthSave: 1
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: 1
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: 1
	StrengthSave_Prof: Off
	SavingThrowModifiers: 
	Survival_Prof: [1.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [0.0]
	Science_Prof: [0.0]
	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: [0.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [0.0]
	Engineering_Prof: [1.0]
	Deception_Prof: [0.0]
	Culture_Prof: [0.0]
	Athletics_Prof: [1.0]
	AnimalHandling_Prof: [1.0]
	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: 3
	Stealth: 2
	SleightOfHand: 2
	Science: 2
	Pilot: 4
	Persuasion: 0
	Performance: 0
	Perception: 3
	Nature: 2
	Medicine: 1
	Investigation: 2
	Intimidation: 0
	Insight: 1
	Engineering: 4
	Deception: 0
	Culture: 1
	Athletics: 3
	AnimalHandling: 3
	Acrobatics: 2
	Inspiration: Off
	Armor Class: 18
	Initiative: 2
	Moxie: 2
	PassiveInvestigation: 12
	PassiveInsight: 11
	PassivePerception: 13
	Prof_Bonus: 2
	Actions: 
	0: JURY RIGYou may repair an adjacent machine as an action.  Heal 2d8 points instead of 2d6 when using an engineering kit.Percussive MaintenanceMP:5  When in a damaged vehicle, you can take an action to ignore the damaged condition for a number ofrounds equal to a roll of the tension die.
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 
	MaxHP: 18
	HitDice: d8
	Exhaustion: 
	CurrentDetermination: 
	MaxDetermination: 4
	AttackName: 
	0: Combat Knife
	1: Beretta M9
	2: FN P90
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackSpecial: 
	0: Tech level 2, Finesse
	1: capacity 15
	2: capacity 30
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

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

	AttackDamage: 
	0: 1d4 p
	1: 1d8 p
	2: 2d6 p
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

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

	AttackReload: 
	0: -
	1: 1 action
	2: 1 action
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	FeaturesTraits: 
	0: RECOVERYWhen you recover HP due to a short rest, you regain an additional +TD HP. GALACTIC SEEDSHumans are so common in the galaxy, they gain advantage on all Persuasion and Deception Checks made during first contact with any group not having yet met visitors from another world. 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. 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. 
	2: 
	1:  Speedster: Vehicles you are piloting and animals you are riding or driving gain +1 AC. Heat Acclimated: You have resistance against fire damage.  PERCUSSIVE MAINTENANCEMP Cost: 5Requirement: Jury Rig abilityWhen a vehicle you are embarked within has the damaged condition, you can take an action to ignore the damaged condition for a number ofrounds equal to a roll of the tension die.
	4: 
	5: 

	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: 
	Ideals: 
	Personality: 
	AlliesOrganizations: 
	Backstory: 
	AdditionalNotes: 
	0: 
	1: 

	WeaponAmmo: 
	0: 15/15
	1: 30/30
	2: -
	3: -

	WeaponInfo: 
	0: Berretta M9
	1: FN P90
	2: Combat Knife
	3: -

	Armor: Tactical Vest (counts as tech level 3 vs projectiles)
	HelmetShield: -
	BaseKit: Engineering Kit, Tactical Vest,  3 Uniforms, MREs, Combat Knife, Personal Tactical Radio, Flashlight, Water Purifier, Multitool, Personal Medical Kit, Combat Tent, Beretta M9, 2 sidearm magazines, FN P90, 2 longarm magazines
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: 
	1: 
	2: 

	ExtraReloads: -
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: Armor: LightWeapons: Common weapons, Sidearms, LongarmsTools: Engineering Kit, Explosives, Fabrication Kit
	Speed: 6m
	Defenses: Resistance--Fire


