
SGC Personnel File

Duty Station

Caution: Not to be used for identification purposes.

Name Class Level

Race/Species Origin/BackgroundAffiliation

SAVING THROWS

STRENGTH

CONSTITUTION

CHARISMA

DEXTERITY

INTELLIGENCE

WISDOM

Strength

Charisma

Wisdom

Intelligence

Constitution

Dexterity

Saving Throw Modifiers

SKILLS

Acrobatics

Engineering

Deception

Culture

Athletics

Animal Handling

History

Nature

Medicine

Investigation

Intimidation

Insight

Perception

Sleight of Hand

Science

Pilot

Persuasion

Performance

Survival

Stealth

PROFICIENCIES & LANGUAGES

WEAPONS & ATTACKS

INITIATIVE

HIT DICE EXHAUSTIONDEATH SAVES

HIT POINTS

Max HP Current HP Temp HP

ARMOR CLASS

PROFICIENCY BONUS

INSPIRATION

SPEED

DEFENSES

ACTIONS

PASSIVE PERCEPTION (WIS)

PASSIVE INVESTIGATION (INT)

PASSIVE INSIGHT (WIS)

SENSES

MP Earned MP Spent

TENSIONd12d10d8d6d4

Attack Name Hit Damage Range Reload Special

MOXIE DETERMINATION

Starting Current

Successes

Failures



SGC Personnel File

Duty Station

Caution: Not to be used for identification purposes.

Name Class Level Race/Species

FEATURES & TRAITS

EQUIPMENT

WEAPON 1

WEAPON 2

WEAPON 3

WEAPON 4

EXTRA RELOADS

AMMUNITION

BULK CARRIED

ENCUMBERED WEIGHT

PUSH/DRAG/LIFT

BASE KIT

HELMET / SHIELD

ARMOR WEAPON 1

WEAPON 2

WEAPON 3

WEAPON 4



SGC Personnel File Caution: Not to be used for identification purposes.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT

Duty StationName Class Level Race/Species



SGC Personnel File

Duty Station

Caution: Not to be used for identification purposes.

Name Class Level Race/Species

CHARACTER APPEARANCE ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY ADDITIONAL NOTES

PERSONALITY TRAITS

IDEALS

FLAWS


	Name: Catherine "Cat" Stairo
	Duty Station: Phoenix Base
	Level: 2
	Affiliation: 
	RaceSpecies: Human
	OriginBackground: Desert/Student
	Name_2: Catherine "Cat" Stairo
	Duty Station_2: Phoenix Base
	Class_2: Scientist
	Level_2: 2
	RaceSpecies_2: Human
	Name_3: Catherine "Cat" Stairo
	Duty Station_3: Phoenix Base
	Class_3: Scientist
	Level_3: 2
	RaceSpecies_3: Human
	Name_4: Catherine "Cat" Stairo
	Duty Station_4: Phoenix Base
	Class_4: Scientist
	Level_4: 2
	RaceSpecies_4: Human
	MP Earned: 3
	MP Spent: 
	Strength_Mod: 0
	Dexterity_Mod: -1
	Class: [scientist]
	Constitution_Mod: 1
	Intelligence_Mod: 5
	Charisma: 14
	Wisdom_Mod: 4
	Charisma_Mod: 2
	Strength: 10
	Dexterity: 9
	Constitution: 13
	Intelligence: 20
	Wisdom: 18
	ConstitutionSave: 1
	IntelligenceSave: 7
	WisdomSave: 6
	DexteritySave: -1
	CharismaSave: 2
	StrengthSave: 0
	CharismaSave_Prof: Off
	WisdomSave_Prof: 1
	IntelligenceSave_Prof: 1
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: Off
	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: [1.0]
	Performance_Prof: [0.0]
	Perception_Prof: [1.0]
	Nature_Prof: [1.0]
	Medicine_Prof: [0.0]
	Investigation_Prof: [1.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [1.0]
	History_Prof: [0.0]
	Engineering_Prof: [0.0]
	Deception_Prof: [0.0]
	Culture_Prof: [1.0]
	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]
	History_Ability: [int]
	Engineering_Ability: [int]
	Deception_Ability: [cha]
	Culture_Ability: [wis]
	Athletics_Ability: [str]
	AnimalHandling_Ability: [wis]
	Acrobatics_Ability: [dex]
	Survival: 4
	Stealth: -1
	SleightOfHand: -1
	Science: 7
	Pilot: -1
	Persuasion: 4
	Performance: 2
	Perception: 6
	Nature: 7
	Medicine: 4
	Investigation: 7
	Intimidation: 2
	Insight: 6
	History: 5
	Engineering: 5
	Deception: 2
	Culture: 6
	Athletics: 0
	AnimalHandling: 4
	Acrobatics: -1
	Inspiration: Off
	Armor Class: 15
	Initiative: 4
	Moxie: 5
	PassiveInvestigation: 17
	PassiveInsight: 16
	PassivePerception: 16
	Prof_Bonus: 2
	Actions: 
	0: +1 Research Facility
This facility is dedicated to the research of Tretonin. 

Benefit: A team member who spends their downtime helping perform a Season R&D project to develop Tretonin gains its bonus to their Science skill checks.

At the start of each future episode roll a Science skill check with this bonus in front of the GM.

GMs, record this check and report it in the NOTES of the After Action Report
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 
	MaxHP: 24
	HitDice: 2d8
	Exhaustion: 
	CurrentDetermination: 
	MaxDetermination: 4
	AttackName: 
	0: Beretta M9
	1: Shortblade
	2: FN P90 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

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

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

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

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

	AttackReload: 
	0: 15
	1: 
	2: 30
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	FeaturesTraits: 
	0: Human Traits

Hit Points: You gain +10 additional HP.

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

Proficiencies: Choose any two skill proficiencies. HIS CUL

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.
	2: EUREKA
Whenever you fail an Intelligence or Wisdom
check during a mission, you gain one Eureka
point. You may have a maximum number of
Eureka points equal to your Intelligence or
Wisdom modifier (whichever is higher). All
unspent Eureka points are lost at the end of
each mission.
Whenever you make an Intelligence or Wisdom
check, you may spend one Eureka point to gain
advantage.

DISCOVERIES
Your careful study of scientific principles and your
chosen field of study allow you to make insights
few others would consider. Choose one Discovery
feat (see page 101) at 1st level and an additional
discovery feat at 3rd level and 5th level.

APT ANALOGY
Starting at 2nd level, you can employ an easy to
understand analogy to help others work through
complex or esoteric problems. Once per short
rest you may grant a friendly character a +TD
bonus on an Intelligence or Wisdom skill check.

GREAT MIND
At 2nd level, you are difficult to deceive or
confuse. You are immune to the Charmed
condition, and you gain advantage on any Insight
checks to discern lies.
	1: DESERT
Whether from sandy dunes or rocky badlands, your
homeland was known for its water scarcity and
high temperatures. Many worlds see civilizations
built on the backs of desert communities that are
forced to work together, developing commerce,

trade, and the culture’s first governments.
Attribute: Charisma +1

Heat Acclimated: You have resistance against
fire damage. 

STUDENT
As with many youth, you were still deciding where
life wanted to take you when the lure of the
Stargate called. Now your eagerness to learn is
directed into the unknown cosmos.

Bonus Proficiency: Perception

Quick Study: Once per mission, you may make
an Intelligence save instead of another save. 

	4: 
	5: +1 Rec Hall
With a full movie projector, stage, and even a karaoke machine, the Rec Hall is a great place for soldiers to blow off steam when they can’t leave base.

Benefit: A team member who spends downtime in the rec hall chooses a Charisma skill. They gain a bonus equal to its facility bonus on that skill.

+1 Research Facility
This facility is dedicated to the research of Tretonin. 

Benefit: A team member who spends their downtime helping perform a Season R&D project to develop Tretonin gains its bonus to their Science skill checks.

At the start of each future episode roll a Science skill check with this bonus in front of the GM.

GMs, record this check and report it in the NOTES of the After Action Report.
 

SCUBA (Tech Level 2)
This face mask with attached air tank can sustain a wearer for up to an hour underwater or in another environment in which breathing is impossible or harmful.

Benefit: A military scuba system is capable of operating for an hour per tech level (2 hours for most Tau’ri devices). A scuba system can be refilled with air during a long rest by characters proficient in either Scuba or Engineering.

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

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

	WeaponInfo: 
	0: SA Beretta M9 Sidearm TL 2 1d8 P 50m/100m Rounds 15 1 action Bulk 1 Pistol

	1:  Combat Knife (Shortblade, Tech Level 2) Shortblade TL 2 1d4 P Bulk 1 Finesse


	2: Longarm FN P90 Longarm TL2 2d6 Piercing 200m/1800m Rounds 30 1 action Bulk 2
	3: 

	Armor: Tactical Vest 2 Light 16+Dex 8+Str Kevlar

	HelmetShield: 
	BaseKit: Reaserch Kit
	FeaturesTraits3: ARCHAEOLOGIST
MP Cost: 5
Requirement: Eureka ability, Culture
As an action you can spend a Eureka point to
automatically locate any secret chambers or
otherwise hidden rooms within a structure no
larger than 20m square per Proficiency bonus.
This does not indicate how the secret area may be
accessed, only that one must exist (or doesn’t exist)
within the area. In addition, you gain advantage
on any Perception checks to find hidden elements
of architecture such as secret levers, trap triggers,
or hidden doors
	AdditionalEquipment: 
	0: 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
In addition to the items in the character’s
base kit, the armor they choose to wear has
a Loadout. The character may fill this space
with any items that fit within the limit of
the armor (see page 68), assuming the base
has access to the equipment.
The team, as a group, is also issued one
G.D.O. and they must determine who carries
the device in the field (it has a bulk of 1),
although they can requisition additional
G.D.O. backups, which many teams do.
	1: Binocular/Monocular 
Duct Tape
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: PROFICIENCIES
Armor: Light Armor

Weapons: Common weapons, and Sidearms

Tools: Explosives, Research Kit, and Translator

	Speed: 6m
	Defenses: Fire Resistant


