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RACIAL ABILITIES

Hit Points: You gain +10 additional HP.

Ability Score Increase: Choose either Intelligence
or Charisma to improve by +2.

Proficiencies: Choose any two skill proficiencies.

RECOVERY
When you recover HP due to a short rest, you
regain an additional +TD HP

GALACTIC SEEDS

Humans 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.

CLASS ABILITIES

INSPIRE

Your mere presence inspires your comrades to

pursue their mission in a myriad of clever, if
sometimes unperceived, ways. During a long rest,

you may grant all team members 1d6 temporary

HP with an action (the die rolled is called the
Inspire die). These temporary HP last until the next
long rest or until removed by damage.

While a team member has these temporary hit

points (called “Inspired” characters), they gain the
benefits of your Inspiration feats (see page 98).

A character may only be Inspired by one source

at a time. If a character is targeted by a second
Inspire ability, the target character chooses

which to benefit from

PROFICIENCIES

Light Atmor

Common Weapons

Sidearms

Longarms (Tau'ri Military)
Med Kit

Translator

Pan-Cultural Wardrobe

FEATS

LIAISON

Go-betweens and trusted functionaries rise up

in nearly every civilization where multiple groups
attempt to cohabitate and work together. You’re

one such individual, be it an assistant to a leader,
an emissary to a foreign people, or simply a courier
who must pass through neighboring lands.

Stranger to the Land: You gain advantage on
any Charisma Checks to hide your foreign nature.

EQUIPMENT

Translator, Base Kit
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