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	Name: Harry Harrison 
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: Earth
	RaceSpecies: Human
	OriginBackground: Urban/Herdsman
	Name_2: Harry Harrison 
	Duty Station_2: Phoenix Base
	Class_2: Scientist
	Level_2: 1
	RaceSpecies_2: Human
	Name_3: Harry Harrison 
	Duty Station_3: Phoenix Base
	Class_3: Scientist
	Level_3: 1
	RaceSpecies_3: Human
	Name_4: Harry Harrison 
	Duty Station_4: Phoenix Base
	Class_4: Scientist
	Level_4: 1
	RaceSpecies_4: Human
	MP Earned: 
	MP Spent: 
	Strength_Mod: 0
	Dexterity_Mod: 0
	Class: [scientist]
	Constitution_Mod: 1
	Intelligence_Mod: 3
	Charisma: 17
	Wisdom_Mod: 0
	Charisma_Mod: 3
	Strength: 10
	Dexterity: 10
	Constitution: 13
	Intelligence: 16
	Wisdom: 10
	ConstitutionSave: 1
	IntelligenceSave: 3
	WisdomSave: 0
	DexteritySave: 0
	CharismaSave: 3
	StrengthSave: 0
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: Off
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: Off
	StrengthSave_Prof: Off
	SavingThrowModifiers: (Int and Wis)
	Survival_Prof: [0.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [0.0]
	Science_Prof: [0.0]
	Pilot_Prof: [0.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [0.0]
	Nature_Prof: [0.0]
	Medicine_Prof: [0.0]
	Investigation_Prof: [0.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [0.0]
	Engineering_Prof: [0.0]
	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: 0
	Stealth: 0
	SleightOfHand: 0
	Science: 3
	Pilot: 0
	Persuasion: 3
	Performance: 3
	Perception: 0
	Nature: 3
	Medicine: 0
	Investigation: 3
	Intimidation: 3
	Insight: 0
	Engineering: 3
	Deception: 3
	Culture: 0
	Athletics: 0
	AnimalHandling: 0
	Acrobatics: 0
	Inspiration: Off
	Armor Class: 10
	Initiative: 0
	Moxie: 3
	PassiveInvestigation: 13
	PassiveInsight: 10
	PassivePerception: 10
	Prof_Bonus: 2
	Actions: 
	0: 
	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: +2
	AttackName: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

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

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

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

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

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

	FeaturesTraits: 
	0: 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






	2: 
	1: 
	4: 
	5: 

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

	WeaponAmmo: 
	0: 
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: 
	1: 
	2: 
	3: 

	Armor: 
	HelmetShield: 
	BaseKit: 
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: Research Kit


	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: Animal Handling

Light Armor

Common weapons and sidearms

Explosives, Research Kit, Translator

Culture, Investigation, Nature, Science

+2 proficiencies (Investigation, Perception)




	Speed: 
	Defenses: 


