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	Name: Ken Tyson
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: Tollan Engineering Corp.
	RaceSpecies: Human Tollan
	OriginBackground: Artificial, Wright
	Name_2: Ken Tyson
	Duty Station_2: Phoenix Base
	Class_2: Engineer
	Level_2: 1
	RaceSpecies_2: Human Tollan
	Name_3: Ken Tyson
	Duty Station_3: Phoenix Base
	Class_3: Engineer
	Level_3: 1
	RaceSpecies_3: Human Tollan
	Name_4: Ken Tyson
	Duty Station_4: Phoenix Base
	Class_4: Engineer
	Level_4: 1
	RaceSpecies_4: Human Tollan
	MP Earned: 0
	MP Spent: 0
	Strength_Mod: 1
	Dexterity_Mod: 2
	Class: [engineer]
	Constitution_Mod: 1
	Intelligence_Mod: 3
	Charisma: 10
	Wisdom_Mod: 1
	Charisma_Mod: 0
	Strength: 12
	Dexterity: 14
	Constitution: 12
	Intelligence: 16
	Wisdom: 12
	ConstitutionSave: 1
	IntelligenceSave: 5
	WisdomSave: 1
	DexteritySave: 4
	CharismaSave: 0
	StrengthSave: 1
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: 1
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: 1
	StrengthSave_Prof: Off
	SavingThrowModifiers: 
	Survival_Prof: [0.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [1.0]
	Science_Prof: [1.0]
	Pilot_Prof: [1.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [1.0]
	Nature_Prof: [0.0]
	Medicine_Prof: [0.0]
	Investigation_Prof: [1.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [0.0]
	Engineering_Prof: [1.0]
	Deception_Prof: [0.0]
	Culture_Prof: [0.0]
	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]
	Engineering_Ability: [int]
	Deception_Ability: [cha]
	Culture_Ability: [wis]
	Athletics_Ability: [str]
	AnimalHandling_Ability: [wis]
	Acrobatics_Ability: [dex]
	Survival: 1
	Stealth: 2
	SleightOfHand: 4
	Science: 5
	Pilot: 4
	Persuasion: 0
	Performance: 0
	Perception: 3
	Nature: 3
	Medicine: 1
	Investigation: 5
	Intimidation: 0
	Insight: 1
	Engineering: 5
	Deception: 0
	Culture: 1
	Athletics: 1
	AnimalHandling: 1
	Acrobatics: 2
	Inspiration: Off
	Armor Class: 19
	Initiative: 2
	Moxie: 3
	PassiveInvestigation: 15
	PassiveInsight: 11
	PassivePerception: 13
	Prof_Bonus: 2
	Actions: 
	0: 
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 16
	MaxHP: 17
	HitDice: D8
	Exhaustion: 
	CurrentDetermination: 4
	MaxDetermination: 4
	AttackName: 
	0: FN P90
	1: Beretta M9
	2: Combat Knife 
	3: RPG
	4: Grenade
	5: 
	6: 
	7: 
	8: 

	AttackSpecial: 
	0: -
	1: Pistol
	2: Finesse
	3: Blast 5m
	4: Blast 3m
	5: 
	6: 
	7: 
	8: 

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

	AttackDamage: 
	0: 2D6
	1: 1D8
	2: 1D6
	3: 8D6
	4: 6D6
	5: 
	6: 
	7: 
	8: 

	AttackRange: 
	0: 200/1800M
	1: 50/100M
	2: 1M
	3: 100/300M
	4: 20M
	5: 
	6: 
	7: 
	8: 

	AttackReload: 
	0: 1
	1: 1
	2: -
	3: 3
	4: -
	5: 
	6: 
	7: 
	8: 

	FeaturesTraits: 
	0: ADVANCED TECHNOLOGY
Whenever you make an Engineering Check to 
discern the function of technology with a Tech 
level of 4 or higher, you add +TD to the check.
	2: JURY RIG
You are an expert at field repairs, even when 
you have to get creative. When you use an 
engineering kit to repair a machine you heal 
2d8 points of damage instead of 2d6. 
In addition, you may repair an adjacent machine 

MINEFIELD EXPERT 
MP Cost: 5
Requirement: Jury Rig ability, Explosives
You can bury an explosive (such as C4 or a 
claymore mine) just below the dirt rigged to 
explode when a character enters the space. This 
process takes 2 minutes. The explosive affects 
all targets within a 2m radius. A character must 
succeed at a DC 20 Perception check to spot the 
mine before triggering it. 
Additionally, you gain advantage on all Perception 
checks to spot buried mines. 
	1: Life or Death Repairs: You gain advantage on 
engineering checks made when failure would deal 
damage or endanger your life (such as repairing 
an airlock before it fails or diffusing a bomb).

Measure Twice: You gain half your Proficiency 
bonus on ability checks with tools you are not 
proficient in.
	4: 
	5: ARTIFICIAL 
Your entire life was within a created environment, 
such as a space station, underground facility, or 
bio-dome. You are practical and careful, because 
you understand artificial environments intuitively. 
Attribute: Wisdom +1 

WRIGHT
From the first wheelmaker to expert repair 
technicians, the wright fills a vital role in any 
civilization. Regardless of your people’s level of 
technological advancement, you’ve learned to 
approach problems in a pragmatic matter and are 
quick to learn new mechanical concepts. 
Bonus Proficiency: Engineering

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

	WeaponAmmo: 
	0: 60/60
	1: 15/15 X2
	2: -
	3: 

	WeaponInfo: 
	0: Longarm (FN P90)
Extended Mag
	1: Sidearm (Beretta M9) 
	2: Combat Knife 
	3: 

	Armor: Tactical Vest
	HelmetShield: Tactical Helmet
	BaseKit: Tactical Vest
3 Uniforms
Tactical Radio
Flash Light
Water Purifier
Fitration Mask
Multi-tool
Personal First Aid Kit
Climate Clothing
Combat Tent

Engineer Kit
Phase Device
	FeaturesTraits3: Tollan Traits
Hit Points: You gain +8 additional HP.
Ability Score Increase: Choose either Intelligence 
or Wisdom to improve by +2.
Proficiencies: You are proficient in Science plus 
an additional skill of your choice. 
PHASE-SHIFT
You add a phase device to your base kit. 

	AdditionalEquipment: 
	0: C-4 X3 B1
Claymore X2 B2
Fag Grenade X3 B1
PC/Tablet B1
RPG B3
Duck Tape 100m B1
	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 9
	ProficienciesLanguages: Armor: Light

Weapons: Common, Sidearms, Longarms

Tools: Engineering it, Explosives, Fabrication Kit

Skills: Engineering, Pilot, Perception
	Speed: 6M
	Defenses: 


