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	Name: Holly Unlikey/Aja
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: 
	RaceSpecies: Tok'ra
	OriginBackground: spaceship
	Name_2: Holly Unlikey/Aja
	Duty Station_2: Phoenix Base
	Class_2: Medic
	Level_2: 1
	RaceSpecies_2: Tok'ra
	Name_3: Holly Unlikey/Aja
	Duty Station_3: Phoenix Base
	Class_3: Medic
	Level_3: 1
	RaceSpecies_3: Tok'ra
	Name_4: Holly Unlikey/Aja
	Duty Station_4: Phoenix Base
	Class_4: Medic
	Level_4: 1
	RaceSpecies_4: Tok'ra
	MP Earned: 
	MP Spent: 
	Strength_Mod: -3
	Dexterity_Mod: 1
	Class: [medic]
	Constitution_Mod: 1
	Intelligence_Mod: 4
	Charisma: 20
	Wisdom_Mod: 3
	Charisma_Mod: 5
	Strength: 5
	Dexterity: 13
	Constitution: 13
	Intelligence: 18
	Wisdom: 17
	ConstitutionSave: 1
	IntelligenceSave: 4
	WisdomSave: 5
	DexteritySave: 3
	CharismaSave: 5
	StrengthSave: -3
	CharismaSave_Prof: Off
	WisdomSave_Prof: 1
	IntelligenceSave_Prof: Off
	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: [0.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [0.0]
	Nature_Prof: [0.0]
	Medicine_Prof: [1.0]
	Investigation_Prof: [0.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [1.0]
	Engineering_Prof: [0.0]
	Deception_Prof: [0.0]
	Culture_Prof: [0.0]
	Athletics_Prof: [1.0]
	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: 3
	Stealth: 1
	SleightOfHand: 1
	Science: 6
	Pilot: 1
	Persuasion: 5
	Performance: 5
	Perception: 3
	Nature: 4
	Medicine: 5
	Investigation: 4
	Intimidation: 5
	Insight: 5
	Engineering: 4
	Deception: 5
	Culture: 3
	Athletics: -1
	AnimalHandling: 3
	Acrobatics: 1
	Inspiration: Off
	Armor Class: 20
	Initiative: 3
	Moxie: 5
	PassiveInvestigation: 14
	PassiveInsight: 15
	PassivePerception: 13
	Prof_Bonus: 2
	Actions: 
	0: FIRST AID

Your extensive training in field medicine allows

you to rapidly provide aid to a wounded team

member. When you use a med kit to heal, you

add your Proficiency bonus to the healed amount.

In addition, you may use a med kit to heal a

wounded team member as an action (rather

than during a short rest). Med kits cannot heal

the target again until after a short rest.
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 
	MaxHP: 18
	HitDice: 1d8
	Exhaustion: 
	CurrentDetermination: 
	MaxDetermination: +1
	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: SYNERGISTIC SYMBIOTE As long as a Tok’ra has a symbiote they may choose to gain advantage on any mental (Intelligence, Willpower, Charisma) save. A Tok’ra may use this ability once per Wisdom modifier (minimum 1), replenishing the uses during a long rest. If a Tok’ra is deprived of their symbiote they lose this ability as their Regeneration ability. 

REGENERATION The Tok’ra is healed to full HP during a long rest. If a Tok’ra is deprived of their symbiote they lose this ability



STARSHIP You were raised aboard a vessel that travels the void of space, giving you the opportunity to adapt to a variety of environments and to learn a practical view on the sciences. 

Attribute: Dexterity +1 

Void Adept: You may use your Wisdom modifier instead of your Intelligence modifier when making a Science Check. 



SWINDLER You’ve joined the Phoenix program under false pretenses, having developed a skilled liar’s tongue and a desire to make your life better. However benign your true motives may be or how close to the truth your lie is, you’ve at least managed to get attached to a Stargate team, which you qualify as a success. 

Bonus Proficiency: Deception Low Profile: You may use Deception in place of Stealth when attempting to pass unnoticed through a populated area (such as a town or enemy base)


	2: 
	1: 
	4: 
	5: 

	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: 
	Ideals: 
	Personality: 
	AlliesOrganizations: 
	Backstory: 
	AdditionalNotes: 
	0: the symbiote and the host will be played by different people operating off of the same character sheet.
	1: 

	WeaponAmmo: 
	0: 
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: p90- 2d6 


	1: Beretta 9M - 1D8
	2: whip - 1D4
	3: thrown blade - 1d6

	Armor: tacticL vest
	HelmetShield: 
	BaseKit: med kit
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: Med Kit

A character can use this Med Kit to heal 1d8

damage to a wounded character, or 1d4 damage to

a scuffed character during a short rest. A proficient

character heals 2d8 to a wounded character and

2d4 damage to a scuffed character. A character

can only benefit from Med Kits once per short

rest.
	1: THE BASE KIT

A Stargate team member is issued the

following equipment for a 1-Prep mission

or higher:

Tactical Vest & 3 Uniforms

MREs (mission duration)

Combat Knife (Shortblade, Tech Level 2)

Personal Tactical Radio

Flashlight

Water Purifier

Filtration/Radiation Mask

Multi-tool

Personal Medical Kit

Extended Climate Protection Clothing

Combat Tent

Sidearm (Beretta M9) w/2 magazines

Longarm (FN P90 or Mossberg 500) w/2

magazines
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: armour - light

weapons - Common weapons, Sidearms,

Shotguns

items - Med Kit and Outbreak Kit
	Speed: 
	Defenses: 


