Name: Yulee Morris         Code-Name:  The Librarian

HP:  ____/5min/55 max.
Level:  5    Class: Explorer      Talent:  Gifted     Specialty:  Test Subject
Stats:


Saves:



BAB:  +3

Budget: --
STR:    4 (-3)

Fort:
Ref:
Will:

Def:  +18

Gadget: --
DEX: 18 (+4)

  +5       +7
  +4

INT: +7


Money: -----
CON:   8 (-1)

D. Red:  2
INT:   14 (+2)

D. Save: 1
WIS:   16 (+3)

D. Res:  +4 vs. contagion
CHR:  10 (+0)
Skills:

     Ranks:  Mods:  Total:
Acrobatics:

8    +4/-3   12/5
Athletics:

8    -3/-1     5/7
Culture:*

8     +2        10
Investigation:

8    +0/+3   8/11
Notice:


8    +3/+0   11/8
Resolve:


8    -1/+3    7/11
Search:


8     +2
     10

Survival:

8   +0/+3    8/11

*focus:  Eastern Europe
Feats:

Talent (Gifted) - +2/-2 to any stat (+2 Dex/-2 Int).  1 skill always class skill (Acrobatics).  1 skill +1 thread (Survival)

Specialty (Test Subject) - +2 highest/-2 lowest (+2 Dex/-2 Str).  Bonus Feat: Great Fortitude.  Gain 2 NPC qualities (Augmented at Calibur 1 and Damage Reduction 2)

Augmented – up to 4 gear picks can be part of body.  Damage save +1, damage resistance +4 vs. contagion, medical gear: blood expanders x3 to stop bleeding condition, medical gear: stimulant shots x3 to stop fatigued condition.

Weapon Prof. – Starting prof. # = 4:  blunt, handguns, rifles, shotguns
Connected – Find acquaintance w/1 skill of choice

All Over the World – Don’t necessarily fail Athletics and Culture checks.

Bookworm I – Reduce investigation/research time by ½.

Uncanny Dodge I – Keep Dex. Bonus to Def. even when flat-footed.

Great Fortitude – Fort bonus +2

Finesse Basics – Use Dex. Instead of Str. for damage roll with light melee weapons.
Improvised Weapons Basics:  Less penalty for using improvised weapons

Combat Mobility:  a basic combat feat.

Lucky Break:  a chance feat.
Note:  With a strength of 4, a light load is up to 13 lbs.  With her survival skill (and its +1 threat) and her mad dexterity, this mostly means she's only carrying around one weapon at a time.
Note on Skill Mods. (ex. Balance would be +4, Jump would be -3)

Acrobatics:  Balance, Falling, Maneuver (p. vehicle), Skydiving, Tumble--/--Jump

Athletics:  Bind, Escape, Maneuver (foot), Power Lifting, Smash, Sports--/--Sports, Climb, Forced March, Speed Push, Swim

Investigation:  Canvas Area--/--Detect Search, Research

Resolve:  Concentration, R&R--/--Morale, Resist Impress, Resist Intimidate

Survival:  Animal Training, Maneuver (animal)--/--Foraging, Forecast Weather, Tracking
