CHARACTER NAME PLAYER NAME CAMPAIGN

Captain Algernon "Al" Pike Michael Drummond Stargate: Phoenix
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RACIAL ABILITIES FEATS

+10 HP Urban Origin: +1 Int, Use CHA for Culture checks instead of WIS
+2 CHA
Tau'ri Military: Military rank with SGC; Prof with Martial Arts
Recovery: When healed, I may add the TD to the roll (1/short)
Tactical Feat: Rush - As a bounus action I can grant an ally the Dash action.
Galactic Seeds: Adv. on Bluff and Persuasion when making first contact with
other humans who haven't met visitors from another world.

CLASS ABILITIES EQUIPMENT

Tactical Flexibility: As an action, activate a tactical feat I don't know. It Tactical Vest
lasts for 2 rounds (1/long) 3 uniforms

MREs to match mission duration
Surge: Take an additional action as a bonus action. (1/short) Combat Knife (Tech 2)

Personal Tactical Radio
Rally: When initiative is rolled, heal up to +TD of damage if injured. Flashlight
(1/1long) Water Purifier

Filtration/Radiation mask
Martial Training: Minimum damage for melee attacks is 1d8. Multi-tool

Personal First Aid kit
Improved Critical (Longarm): When using longarms, critically hit on a 19 or Climate Protection Clothing (OPT)
20. Combat Tent

Zat

Longarm (FPN90) and 2 clips

**Longarm Upgrade

PROFICIENCIES NOTES

Armor: Light and Heavy Tech 1 (Requisitions)
Tactical Vest

Weapons: Common, Martial Arts, Sidearms, Longarms, Grenades 2 bricks of C4 and a detenator (2)
Monocular/Scope (1)

Tools: Camo kit, Explosives S.C.I.P kit (1)
Utility Ties (*)
Camo Kit (1)
Frag Grenade: 3 (1)
Smoke Grenade: 2 (2/3)
Flashbangs: 1 (1/3)
GDO (1)
2 Longarm Clips (1)
Emergency Viral Response (-)

Access to...

+1 Weapons Range

+1 Research Facility
SCUBA Gear (Tech 2)
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	Feats: Urban Origin: +1 Int, Use CHA for Culture checks instead of WIS

Tau'ri Military: Military rank with SGC; Prof with Martial Arts

Tactical Feat: Rush - As a bounus action I can grant an ally the Dash action.
	ClassAbil: Tactical Flexibility: As an action, activate a tactical feat I don't know. It lasts for 2 rounds (1/long)

Surge: Take an additional action as a bonus action. (1/short)

Rally: When initiative is rolled, heal up to +TD of damage if injured. (1/long)

Martial Training: Minimum damage for melee attacks is 1d8.

Improved Critical (Longarm): When using longarms, critically hit on a 19 or 20.
	Equipment: Tactical Vest
3 uniforms
MREs to match mission duration
Combat Knife (Tech 2)
Personal Tactical Radio
Flashlight
Water Purifier
Filtration/Radiation mask
Multi-tool
Personal First Aid kit
Climate Protection Clothing (OPT)
Combat Tent
Zat
Longarm (FPN90) and 2 clips

**Longarm Upgrade



	Proficiencies: Armor: Light and Heavy

Weapons: Common, Martial Arts, Sidearms, Longarms, Grenades

Tools: Camo kit, Explosives
	RaceAbil: +10 HP
+2 CHA

Recovery: When healed, I may add the TD to the roll (1/short)

Galactic Seeds: Adv. on Bluff and Persuasion when making first contact with other humans who haven't met visitors from another world.


	Notes: Tech 1 (Requisitions)
Tactical Vest
2 bricks of C4 and a detenator (2)
Monocular/Scope (1)
S.C.I.P kit (1) 
Utility Ties (*) 
Camo Kit (1)
Frag Grenade: 3 (1)
Smoke Grenade: 2 (2/3)
Flashbangs: 1 (1/3)
GDO (1)
2 Longarm Clips (1)
Emergency Viral Response (-)

Access to... 
+1 Weapons Range
+1 Research Facility
SCUBA Gear (Tech 2)
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