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Recovery: When you recover HP due to short rest, you gain
an additional +TD HP

Galactic Seeds: advantage on all Persuasion and Deception
checks made during first contact with any group not having
yet met visitors from another world

Urban: May use Charisma as a modifier instead of Wisdom
when making Culture skill checks

Herdsman: When making Animal Handling checks may use
Charisma instead of Wisdom

Eureka: When you fail Int or Wis check, you gain one Eureka
point (max = to Int). Whenever you make an Int or Wisdom
check you may spend one Eureka point to gain advantage

Astronomer: As a bonus action you may reduce the time to

activate an astronomical device (including a Stargate) by 1
round per Eureka point spent
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Galactic Seeds:  advantage on all Persuasion and Deception checks made during first contact with any group not having yet met visitors from another world



Urban:  May use Charisma as a modifier instead of Wisdom when making Culture skill checks



Herdsman:  When making Animal Handling checks may use Charisma instead of Wisdom



Eureka:  When you fail Int or Wis check, you gain one Eureka point (max = to Int).  Whenever you make an Int or Wisdom check you may spend one Eureka point to gain advantage
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