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RACIAL ABILITIES

PRESERVATIONIST
Bonus Proficiency: Nature An Eye for Nature: You gain advantage on
Intelligence and Wisdom Checks to identify the properties of plants.

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.

GRASSLANDS

Attribute: Constitution +1

Natural Sprinter: Your movement speed
increases by 1m.

CLASS ABILITIES

SURVIVALIST You’ve trained to survive on any world and in any biome. You gain
resistance to damage from your environment, including non-natural
environmental dangers like traps.

VANGUARD
At 2nd level, you deal +1d6 additional damage
with ranged attacks against any target within 5m.

TRAP RIGGING

Starting at 2nd level, you can use excess equipment
to booby trap a 1lm area as an action. You can
scavenge parts for a number of traps equal to your
Proficiency bonus, refilling these parts during any
long rest. When a character enters the designated
1lm area it will trigger the trap, but characters may
make a Perception check (DC 8 + your Proficiency
bonus + your Wisdom modifier) to notice the trap
before entering the area.

You may set one of three traps:

PROFICIENCIES

LIGHT ARMOR
COMMON WEAPONS
MARTIAL ARTS
BOWS

SIDE ARMS

LONG ARMS

CAMO KIT
EXPLOSIVES

EQUIPMENT

CAMO KIT

Tactical Vests (Bulk = 8+Str mod) & 3 Uniforms
Mossberg 500 2 tubes of shells with Flashlight 1d10
2 Beretta mags (1)

Duct tape 100m (1)

3 Smoke Gernades (1)

3 Fragmentation Gernades (1)

3 use C4 and detonator (1)

MREs (mission duration)

Combat Knife (shortblade, Tech Level 2)
Personal Tactical Radio

Water Purifier

Filtration/Radiation Mask

Multi-tool Kit

Personal First Aid Kit

Extended Climate Protection Clothing

Combat Tent

Sidearm (Beretta M9)
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	Campaign: Operation Sneed (Formerly Chucks)
	Race: Human
	Class: Scout
	Origin: GRASS/PRESERVATIONIST
	Rank: TM lvl3
	HitDie: D10
	AbilityDex: 15
	AbilityCon: 14
	AbilityInt: 12
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	SkInve: 1
	SkMedi: 4
	SkNatu: 3
	SkPerc: 4
	SkPerf: -1
	SkPers: -1
	SkPilo: 2
	SkStea: 4
	SkSurv: 4
	SkPAcro: Yes
	SkPAnim: Off
	SkPAthl: Yes
	SkPCult: Off
	SkPDece: Off
	SkPEngi: Off
	SkAcro: 4
	SkAnim: 2
	SkCult: 2
	SkDece: -1
	SkEngi: 1
	SavePStr: Off
	SavePDex: Yes
	SavePCon: Yes
	SavePInt: Off
	SavePWis: Off
	SavePCha: Off
	SaveStr: 0
	SaveDex: 4
	SaveCon: 4
	SaveInt: 1
	SaveWis: 2
	SaveCha: -1
	AbilityWis: 15
	AModDex: 2
	AModStr: 0
	SkAthl: 2
	AbilityStr: 10
	Feats: 
	ClassAbil: SURVIVALIST You’ve trained to survive on any world and  in any biome. You gain resistance to damage  from your environment, including non-natural  environmental dangers like traps.

VANGUARD
At 2nd level, you deal +1d6 additional damage 
with ranged attacks against any target within 5m.

TRAP RIGGING
Starting at 2nd level, you can use excess equipment 
to booby trap a 1m area as an action. You can 
scavenge parts for a number of traps equal to your 
Proficiency bonus, refilling these parts during any 
long rest. When a character enters the designated 
1m area it will trigger the trap, but characters may 
make a Perception check (DC 8 + your Proficiency 
bonus + your Wisdom modifier) to notice the trap 
before entering the area.
You may set one of three traps: 
•Hidden Spikes: The target must succeed at 
a DC 20 Dexterity save or suffer 2d6 damage. 
•Snare: The target must succeed at a DC 20 
Dexterity save or become entangled. It requires 
an action and a successful DC 20 Strength, 
Dexterity, or Wisdom check to remove this 
condition.
•Grenade: You may attach your trap to a 
grenade in your possession, which is detonated 
when the trap is activated.

CAMP SECURITY
MP Cost: 5
Requirement: Survivalist ability, Perception
Your adept site preparation provides advantage 
on any Perception checks to notice approaching 
creatures while taking a short or long rest.

UNCANNY DODGE
When an attacker that you can see hits you with a attack,
you can use your reaction to to gain resistance to the damage.
CANNOT WORK ON CONE OR AOE attacks.

SCOUT'S CUNNING
Can take a BA to Dash, Disengage or Hide.``
	Equipment: CAMO KIT

• Tactical Vests (Bulk = 8+Str mod) & 3 Uniforms
? Mossberg 500 2 tubes of shells with Flashlight 1d10 
? 2 Beretta mags (1)
? Duct tape 100m (1)
? 3 Smoke Gernades (1)
? 3 Fragmentation Gernades (1)
? 3 use C4 and detonator (1)
• MREs (mission duration)
• Combat Knife (shortblade, Tech Level 2)
• Personal Tactical Radio
• Water Purifier
• Filtration/Radiation Mask
• Multi-tool Kit
• Personal First Aid Kit
• Extended Climate Protection Clothing
• Combat Tent
• Sidearm (Beretta M9)
? TAK (5d6 electric 5m``)
	Proficiencies: LIGHT ARMOR

COMMON WEAPONS

MARTIAL ARTS

BOWS

SIDE ARMS

LONG ARMS

CAMO KIT

EXPLOSIVES


	RaceAbil: PRESERVATIONIST 

Bonus Proficiency: Nature An Eye for Nature: You gain advantage on  Intelligence and Wisdom Checks to identify the  properties of plants.



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.



GRASSLANDS 

Attribute: Constitution +1 

Natural Sprinter: Your movement speed 

increases by 1m.
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