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Scout

1 Aturen

Name

Duty Station

Class

Level Race/Species

/

---RACE--

HIT POINTS:
+10

ASI:
WIS or CHA +2

PROF:
any 2 (investigation, sleight of hand)

NATURAL RESILIENCE:
adv on saves against disease or poison

NATURALIST:

Whenever you make a Science Check that involves an
exosystem and the creatures within, you add +TD to the
check.

---ORIGINS---

BACKGROUND ORIGINS

Denkmalschiitzer:

Sie fiihlen sich in der Natur zu Hause und méchten, dass sie
geschitzt wird, auch auf anderen Welten. Vielleicht haben Sie
die Zerstérung miterlebt, die die Jaffa auf einem Planeten
anrichten kdnnen, oder Sie fiihlen sich einfach dazu berufen,
die Naturpracht der MichstraRe zu schitzen.

Bonus: Natur

Ein Auge fir die Natur: Sie erhalten einen Vorteil bei
Intelligenz- und Weisheitspriifungen, um die Eigenschaften
von Pflanzen zu erkennen.

BIOME ORIGINS

Arboreal:

A forest or densly wooded area. You might have been branch
or floor dwelling, but your life was shaped by the trees. You
are an expert climber and years of forest living have given you
an iron grip.

Attribute: STR +1

Natural Climber: You have a climb speed of 6m.

FEATURES & TRAITS

—-CLASS--

ScouT

One of the common recruits to the Phoenix program are
scouts, which are pulled from every corner of the galaxy.
From forgotten Unas clans surviving on volcanic worlds to
detectives hunting justice in the dark alleys of Earth’ s cities,
scouts fill the ranks of the Phoenix program. The journey
through the Stargate requires personnel who can not only
survive alien environments, but also keep fellow team
members alive. Therefore, it typically falls to a scout to handle
navigation, camp site security, and recon.

Taking Point: Scouts are the first to go through the breach,
which brings the fight into close quarters. Not just men and
women of action, scouts also possess a keen eye for danger.
In the field, it's the scout's responsibility take point, watch for
danger, and avoid the first hit.

Always Prepared: The primary ability of the scout is field
hacks, which provide yourself or team members special
abilities, often triggered by a rest. Additionally, scouts are able
to inflict more damage when they’ re closer to the enemy;
with the Vanguard ability, scouts can take down foes rapidly.

-Field Hack Feats-

TRACKING
You gain adventrage on all Survival checks made to track.

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.

AMMUNITION
( h Crossbow (1d8 Piercing, 40m/150m) h
rosshow iercing, 40m, m
Leather WEAPON 1
ARMOR WEAPON 1 [ WEAPON 2 ]
/ N
Martial Arts (1d6 Bludgening)
WEAPON
HELMET / SHIELD WEAPON 2 [ WEAPON 4 ]
) N ) o
+ Camo Kit: Blade (1d6 Slashing & Piercing)
A combination of makeup and various camouflage ponchos, EXTRA RELOADS
this kit grants proficient characters advantage on Stealth
checks made while in natural cover. It takes a few minutes
to apply a Camo kit to a person for a specific environment BULK CARRIED
and can be done during a short rest. 2/7
WEAPON 3
ENCUMBERED WEIGHT
PUSH/DRAG/LIFT
BASE KIT \_ WEAPON 4

EQUIPMENT
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	Name: Rayne
	Duty Station: Obsidian Point
	Level: 1
	Affiliation: 
	RaceSpecies: Aturen
	OriginBackground: Denkmalschützer
	Name_2: Rayne
	Duty Station_2: Obsidian Point
	Class_2: Scout
	Level_2: 1
	RaceSpecies_2: Aturen
	Name_3: Rayne
	Duty Station_3: Obsidian Point
	Class_3: Scout
	Level_3: 1
	RaceSpecies_3: Aturen
	Name_4: Rayne
	Duty Station_4: Obsidian Point
	Class_4: Scout
	Level_4: 1
	RaceSpecies_4: Aturen
	MP Earned: 
	MP Spent: 
	Strength_Mod: 1
	Dexterity_Mod: 1
	Class: [scout]
	Constitution_Mod: 2
	Intelligence_Mod: 1
	Charisma: 13
	Wisdom_Mod: 2
	Charisma_Mod: 1
	Strength: 12
	Dexterity: 12
	Constitution: 14
	Intelligence: 12
	Wisdom: 14
	ConstitutionSave: 2
	IntelligenceSave: 1
	WisdomSave: 2
	DexteritySave: 1
	CharismaSave: 1
	StrengthSave: 1
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: Off
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: Off
	StrengthSave_Prof: Off
	SavingThrowModifiers: CON/DEX
	Survival_Prof: [1.0]
	Stealth_Prof: [1.0]
	SleightOfHand_Prof: [1.0]
	Science_Prof: [0.0]
	Pilot_Prof: [0.0]
	Persuasion_Prof: [0.0]
	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: [0.0]
	Engineering_Prof: [0.0]
	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: 4
	Stealth: 3
	SleightOfHand: 3
	Science: 1
	Pilot: 1
	Persuasion: 1
	Performance: 1
	Perception: 4
	Nature: 3
	Medicine: 2
	Investigation: 3
	Intimidation: 1
	Insight: 2
	Engineering: 1
	Deception: 1
	Culture: 2
	Athletics: 1
	AnimalHandling: 2
	Acrobatics: 1
	Inspiration: Off
	Armor Class: 14
	Initiative: 2
	Moxie: 1
	PassiveInvestigation: 13
	PassiveInsight: 12
	PassivePerception: 14
	Prof_Bonus: 2
	Actions: 
	0: 
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 22
	MaxHP: 22
	HitDice: d10
	Exhaustion: 
	CurrentDetermination: 
	MaxDetermination: 3
	AttackName: 
	0: 
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

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

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

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

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

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

	FeaturesTraits: 
	0: ---RACE---



HIT POINTS: 

+10



ASI: 

WIS or CHA +2



PROF: 

any 2 (investigation, sleight of hand)



NATURAL RESILIENCE: 

adv on saves against disease or poison



NATURALIST:

Whenever you make a Science Check that involves an exosystem and the creatures within, you add +TD to the check.
	2: ---CLASS---



SCOUT

One of the common recruits to the Phoenix program are scouts, which are pulled from every corner of the galaxy. From forgotten Unas clans surviving on volcanic worlds to detectives hunting justice in the dark alleys of Earth’s cities, scouts fill the ranks of the Phoenix program. The journey through the Stargate requires personnel who can not only survive alien environments, but also keep fellow team members alive. Therefore, it typically falls to a scout to handle

navigation, camp site security, and recon.



Taking Point: Scouts are the first to go through the breach, which brings the fight into close quarters. Not just men and women of action, scouts also possess a keen eye for danger. In the field, it's the scout's responsibility take point, watch for danger, and avoid the first hit.



Always Prepared: The primary ability of the scout is field hacks, which provide yourself or team members special abilities, often triggered by a rest. Additionally, scouts are able to inflict more damage when they’re closer to the enemy; with the Vanguard ability, scouts can take down foes rapidly. 







-Field Hack Feats-



TRACKING

You gain adventrage on all Survival checks made to track.



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.
	1: ---ORIGINS---



BACKGROUND ORIGINS

Denkmalschützer:

Sie fühlen sich in der Natur zu Hause und möchten, dass sie geschützt wird, auch auf anderen Welten. Vielleicht haben Sie die Zerstörung miterlebt, die die Jaffa auf einem Planeten anrichten können, oder Sie fühlen sich einfach dazu berufen, die Naturpracht der Michstraße zu schützen.



Bonus: Natur



Ein Auge für die Natur: Sie erhalten einen Vorteil bei Intelligenz- und Weisheitsprüfungen, um die Eigenschaften von Pflanzen zu erkennen.



BIOME ORIGINS

Arboreal:

A forest or densly wooded area. You might have been branch or floor dwelling, but your life was shaped by the trees. You are an expert climber and years of forest living have given you an iron grip.



Attribute: STR +1



Natural Climber: You have a climb speed of 6m.
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	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: 
	Ideals: 
	Personality: 
	AlliesOrganizations: 
	Backstory: 
	AdditionalNotes: 
	0: 
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	WeaponAmmo: 
	0: 
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: Crossbow (1d8 Piercing, 40m/150m)
	1: Martial Arts (1d6 Bludgening)
	2: Blade (1d6 Slashing & Piercing)
	3: 

	Armor: Leather
	HelmetShield: 
	BaseKit: + Camo Kit:

A combination of makeup and various camouflage ponchos, this kit grants proficient characters advantage on Stealth checks made while in natural cover. It takes a few minutes to apply a Camo kit to a person for a specific environment and can be done during a short rest.
	FeaturesTraits3: 
	AdditionalEquipment: 
	0: 
	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 2/7
	ProficienciesLanguages: Armor: Light Armor



Weapons: Common Weapons, Martial Arts,

Bows, Sidearms, Longarms



Tools: Camo Kit, Explosives





----ADVENTAGES----

- INT & WIS for plant checks

- ST: disease & poison
	Speed: 6m
	Defenses: res. to dmg in environm.


