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	Campaign: Stargate: Phoenix Season One
	Race: Human
	Class: Soldier
	Origin: Grasslands / Aviator
	Rank: 5
	HitDie: d10
	AbilityDex: 16
	AbilityCon: 14
	AbilityInt: 10
	AbilityCha: 14
	AModCon: 2
	AModInt: 0
	AModWis: 1
	AModCha: 2
	Init: 3
	Moxie: 2
	ProfBonus: 3
	Speed: 7m
	Condition: Opt1
	Ammo1: 99
	Ammo2: 99
	Ammo3: 0
	Ammo4: 0
	SkPHist: Off
	SkPInsi: Off
	SkPInti: Yes
	SkPInve: Off
	SkPMedi: Off
	SkPNatu: Off
	SkPPerc: Off
	SkPPerf: Off
	SkPPers: Yes
	SkPPilo: Yes
	SkPStea: Off
	SkPSurv: Off
	SkHist: 0
	SkInsi: 1
	SkInti: 5
	SkInve: 0
	SkMedi: 1
	SkNatu: 0
	SkPerc: 1
	SkPerf: 2
	SkPers: 5
	SkPilo: 6
	SkStea: 3
	SkSurv: 1
	SkPAcro: Off
	SkPAnim: Yes
	SkPAthl: Yes
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 3
	SkAnim: 4
	SkCult: 1
	SkDece: 2
	SkEngi: 0
	SavePStr: Yes
	SavePDex: Off
	SavePCon: Yes
	SavePInt: Off
	SavePWis: Off
	SavePCha: Off
	SaveStr: 4
	SaveDex: 3
	SaveCon: 5
	SaveInt: 0
	SaveWis: 1
	SaveCha: 2
	AbilityWis: 12
	AModDex: 3
	AModStr: 1
	SkAthl: 4
	AbilityStr: 12
	Feats: TACTICAL FLEXIBILITY
At 2nd level you’ve learned to direct your team in a variety of tactics. As a standard action you may activate a Tactic feat that you don’t know (see page 103). This tactic lasts for a number of rounds equal to your Charisma modifier. When the duration has run out you may choose a tactic you know (if any) to re-activate automatically. Once you use this ability you cannot use it again until you’ve taken a long rest.
TACTICS
You’ve trained extensively with a specific tactic, providing advantages to your team. Your team may benefit from one tactic at a time, and you may change your current tactic to another tactic you know with an action on your turn. Choose one tactic feat (see page @@) at 1st level and an additional tactic feat at 4th level.
OVERWATCH (TACTIC #1)
You may use your reaction to make a ranged attack against an enemy who makes an attack against a team member other than yourself.
ASSAULT COORDINATION (TACTIC #2)
When you hit a target with a ranged attack the next successful ranged attack by one of your team members deals +1d6 damage.
SURGE
You can take an additional action on your turn (even an attack) as a bonus action. You must complete a short or long rest before you can use this ability again.
RALLY
At 2nd level, if you are not at full HP when initiative is rolled at the start of combat, you may immediately heal TD HP. Once used you may not activate this ability again until you take a long rest.
MARTIAL TRAINING
At 3rd Level, you've trained to deal maximum damage with whatever melee weapon you wield, even improvised weapons. Your minimum damage die for melee weapons or martial arts is 1d8.
IMPROVED CRITICAL (LONGARM CHOSEN)
At 3rd level, choose a weapon type you are proficient in. When using this weapon type, you score a critical hit on a 19 or 20.
ABILITY SCORE IMPROVEMENT (DEX and CON CHOSEN)
At 4th level you can increase your Strength or Constitution by +2, or you can increase two ability scores of your choice by +1. As normal, you can’t increase an ability score above 20 using this feature.
ATTACK SPECIALIST (LONGARM CHOSEN)
Choose one weapon type with which you are proficient. When making attacks with that weapon you roll twice as many dice for damage as normal (static modifiers, such as from strength, are not doubled). You may purchase this feat multiple times, applying it to a different weapon type each time.
TACTICAL SUPERIORITY
At 5th level, you may have two tactics in effect at the same time. If you use tactical flexibility, you must choose which of your currently active tactics is over-written by the new tactic for the duration of the effect.
	ClassAbil: SOLDIER
Hit Points at 1st level: 10
Hit Points at Higher Levels: 5 per level Hit Die: d10

	Equipment: 5 / 9 BULK USED
THE BASE KIT
Longarm (Colt M4 w/2 Magazines)
Sidearm (Zat’Nik’Tel)
Tactical Vest & 3 Uniforms
MREs (mission duration)
Combat Knife (Shortblade, Level 2)
Personal Tactical Radio
Flash Light
Water Purifier
Filtration/Radiation Mask
Multi-tool
Personal Med Kit
Extended Climate Protection Clothing 
Combat Tent
ADDITIONAL
iPod 1st Gen (1)
Utility Ties (-)
Duct Tape (1)
Concealed Holster (-)
Sidearm (Glock G19X) (1)
2 Spare Magazines (M4) (1)
2 Spare Magazines (G19X) (1)
G.D.O. (1)
	Proficiencies: PROFICIENCIES (Soldier)
Armor: Light and Heavy Armor
Weapons: Common weapons, Sidearms, Longarms
Tools: Camo Kit, Explosives, Med Kit 
Saving Throws: Strength and Constitution 
Skills: Athletics, Intimidation, Pilot
	RaceAbil: HUMAN
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
Once per short rest when you heal HP (or are healed) you may gain +TD additional HP.
GALACTIC SEEDS
Humans are so common in the galaxy that they gain advantage on all bluff and persuasion checks made during first contact with any group that has not yet met visitors from another world.`
	Notes: GRASSLANDS (Origin)
The rolling savannahs or tilled fields of your home were a bounty for the people in times of peace, and a prize to be won in times of war. Clean air, abundant resources, and wide open spaces see many grassland youths grow healthy and tall.
Attribute: Constitution +1
Natural Sprinter: Your movement speed increases by 1m.
AVIATOR (origin)
The most common pilots assigned to the SG- Phoenix are unsurprisingly drafted from the US Air Force. However, others pilots of more esoteric vessels have been recruited, such as Death Glider pilots and even blimp/zeppelin operator or two.
Skill Proficiency: Pilot
Crash Landing: You gain damage resistance against all damage suffered when a vehicle you piloting or a passenger in when it crashes or is destroyed.
	NameCharacter: Corey “Tex” Stevens
	NamePlayer: Erich Paganotti
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: +5
	Damage1: 4d6+3
	Range1: 200m/1800m
	Reload1: 1 Action
	Special1: Improved Critical, Auto, Comp, Laser, Scope
	Atk1: Longarm (FN P90)
	Atk2: Sidearm (Baretta 9mm)
	ToHit2: +5
	Damage2: 1d6+3
	Range2: Piercing
	Reload2: 1 Action
	Special2: Pistol
	Atk3: Combat Knife
	ToHit3: +3
	Damage3: 1d8+1
	Range3: 
	Reload3: -
	Special3: Finesse, TACCOM
	Atk4: Zat’Nik’Tel
	ToHit4: +5
	Damage4: Special
	Range4: 10m/30m
	Reload4: Recharge 1
	Special4: 
	Atk5: Grenade
	ToHit5: +3
	Damage5: 6d6
	Range5: 5m/30m
	Reload5: 
	Special5: 
	Determination: 5
	HP: 51
	AC: 18
	ACJaffa: 10
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	SkScie: 0
	SkSlei: 3
	SkPScie: Off
	SkPSlei: Off


