CHARACTER NAME Sl <ILLS
SPECIES BACKBERAUND — Skill Name +SkillRanks  Modifier
PROFESSION PATH LEVEL XP Acrobatics (Dex) 000000 C)
ABlLlTlES . Astrophysics (Int) 000000 C)
(Modifier Save Modifier Save \ f@ Athleties (St DoLDoO0 D
STR INT &Mf NS Computers (Int) 000000 C)
- mmmh<:> ___Jnteligence SavE  Passve Deception(cha) 000000 ()
) DEX @ ) wis Insight (Wis) oooooo ()
—’ pexerty —s isdem FATE PoinTs Intimidation(Cha) 000000 D
CON CHA _—
Constituti0n® Charisma d [ ] [ ] ’ Investigation (ntJ Doo000 D
\____ I Y, o Mex Remalie Lore (Int) 000000 D
e T —— RS e Mechanics (Wis) 000000 C)
Ve N ~N Medicine (Wis) 000000 D
Perception (Wis) 000000 C)
Performance (Cha) O0OO0O0OO0O C)
Persuasion (Cha) 000000 C)
Sleight of Hand (Dex) OO0 00O C)
Stealth (Dex] oooooo ()
Survival (Wis) 000000 C)
\\ L /) Xenobiology (Int) 000000 C) D

Agility

(DEX + Misc Bonus)

)

Speed

(Base Speed + Misc Bonus)

IHiT PoiNTs

Remaining HP

Death Save \
(DC10)

D Armor [ ]\
Bonus
s
D Shield ]
Bonus
s
D DEX D Medium Armor (Max Bonus = 2) D Stealth
Modifier (] Heavy Armor (No DEX Bonus) Disadv.
7
Technique[ ]
Modifier TeEcHNIQUE [POINTS
Item/Misc[ I
Modifier Remaining TP
J Tech Attack
(Ability + Tech Bonus)
ATTACl(S # OF ATTACKS PER ACTION
Tech Save DC
Weapon / Technique Grade Range Atk.Pwr Damage Dmg. Type (8 + Ability + Save Bonus)
[ | Mex TP
Notes HiT Dice PROFICIENCIES
| || || || || || | Level DieType CON #Used ARMOR: [ JLight (JMedium [ JHeavy [ ] Shields
L R[] | e
| || || || || || | 1/2 max HD after Long Rest
Notes RESISTANCES
| || || || || || | TOOLS/VEHICLES:
Notes
Notes Hﬂ@&ﬁ@% 8(?@&
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TECHNIQUES

TECH ABILITY

ABILITY MODIFIER

f

Rank | Name

Casting
Time

Range

\

Concentration (C)

Components (P/S)
Oc drPUs
OcdrPUs
gcoprPUds
gcoprPUds
Qoc aopPOs
gcoprPUds
gcoprPUds
Oc aopPOs
gcoprPUds
gcoprPUds
Oc aopPOs
gcoprPUds
gcoprPUds
Qoc aopPOs
gcoprPUds
gcoprPUds
Qoc aopPOs
gcoprPUds
gcoprPUds
Oc aopPOs
gcoprPUds
gcoprPUds
Qoc aopPOs
gcoprPUds
gcoprPUds

Notes

Rank \ Cost

0 5 | 14
18 KNowN O O O O

} 20 USED
|
|

0
1
2
3
4

TP CosTs

o
O 00 N O

Rank \ Cost

ADVANCED

TECHNIQUES

RANK

6 7 89

gooo

22
26

Once each per Long Rest

APPEARANCE

HisTorY AND GoOALS

STORY BONDS

LANGUAGES

\\ J —

EQUIPMENT

Name

Grade

#

Wt.

Name

Wt.

MONEY

Meseta

Lifestyle and Expenses

VEHICLES

Assigned Vehicles

Role /Position
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STARSI'IIP STATISTICS (" SHIP DESCRIPTION )
4 I
SHIP NAME OWNER
SIZE CATEGORY CREW CAPACITY ACTION STATIONS
CREW ASSIGNMENTS
CREWMEMBER ROLE CREWMEMBER ROLE
CREWMEMBER ROLE CREWMEMBER ROLE
CREWMEMBER ROLE CREWMEMBER ROLE kk jj
PiLoT Co-PiLoT PiLoT MANEUVER SAVE DC
Dexterity Wisdom Dexterity Wisdom MANEUVER CHECK
Q_Q = 8 + Pilot’s DEX modifier
+ Pilot’s Save Bonus
\_ MODIFIERS J MODIFIERS
-
TECHNICIAN 1 TECHNICIAN E
Intelligence ~ Wisdom Intelligence  Wisdom SpeciAL FEATURES
@!@ @—@ = Pilot’s DEX modifier
+ Pilot’s Save Bonus
\_ MODIFIERS ) MODIFIERS
:] a
INITIATIVE INTERCEPT
Bonus SPEED
SENSOR RANGE = Pllots Aglllty
(" DEerENSE Y ( MANEUVER DEFENSE ) HuLL PoiNTs (" Remaining HLP )
Base
G . Defense g% % é}%
Maneuver Save |
% D Bonus g/ D Bonus
Pilot's DEX s, Pilot's WIS E& /
Modifier & } Modifier \ %j
Misc D Misc Max HLP = Base Hull Points +
D BOHUSJ \_ b Bonus J  (Defense Mod x Technician’s INT Mod) \- J

DErENSE SYSTEMS

RESISTANCES (HALF DAMAGE)

f STRUCTURAL INTEGRITY )

PATcH RERPAIR

Die Type

+

WEAPON SYSTEMS

Gunner # Weapon

Attack Power = (Gunner’s Attack Bonus +
Gunner’s DEX modifier)

Int Mod

(Max of two HD per repair)

# Used

B

/

Range

Attack Damage

Dmg. Type

Gunner # Weapon

Max SI = Base SI +
Technician’s WIS Mod

Remaining SI )

Range Attack Damage Dmg.Type

Notes: Notes:
Notes: Notes
Notes: Notes
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