Name: Yulee Morris
Str - 1
Qck - 4

Int - 5
Res - 2
Cha – 3
Prestige - 1
HP - ___/8 (-2)

Background:

Librarian:  +3 to find information in library or computer, +1 to assist pure intelligence checks, communicate to others without speaking/being heard (ala silent protagonist syndrome).
Black Mesa: ….?

Special Feat- n/a
History:

Yulee has always been the smart, quiet type, excelling in her school studies, advancing past years even, and eventually found her way working at a rather young age as a librarian in Black Mesa.  Officially, that is, as unofficially she became a test subject for a cybernetics project that, while never fully took off, were implemented later in the HEV suit.  She managed to escape the hell that broke (age: 23) loose in Black Mesa during the Xen invasion, then took to laying low when the Combine invaded Earth.  Since then, she’s been doing her small part in encouraging the Resistance movement.
Recent History:

-Current age: 33

-Arrive at trainstation, get saved ala Barney-style by Greg (Pat’s character), get past checkpoints to meet up with Yuriev (Shafi’s character) and head for safehouse to talk about resistance note involving a combine cargo delivery sometime during the week.  Meet Greg again there, as well as Aeyesha (Blackcat’s character).  Listen in on combine radio, then off to help Greg free 2 NPCs from combine checkpoint interrogation.  Acted as the lookout gal, dropped from above on one Combine.

Equipment:

Cybernetic Center (CC)- During her time at Black Mesa, she was fitted with a cybernetic hub that was implanted in her center, which later would be implemented in the HEV suit technology.  Passing it off as a medical condition, she was able to evade Combine suspicion, and later adapted the in/out power jack from Black Mesa’s standard to Combine standard.  It has up to 4 points and has the following bonuses:
-auto-painkillers (no points required)

-auto-antidote from poison (no points required)

-resistance to radiation (uses points up before health)

-resist dying (instead of 0 to -2 HP, could be up to 0  to -6 HP depending on CC points)

-temporary quickness boost (+1 quick for 1 to 4 rounds, take 2 to 8 rounds after before using again.  Ex. Use +1 quick for 3 rounds, take 6 rounds before using again.)
