
 

Isaac 
CHIEF SCIENCE OFFICER, USS ORVILLE – ECV-197 

What was it Winston Churchill said about Russia back in the twentieth century? “It is a riddle, wrapped in a mystery, inside an enigma.” The same 
can be said for the Kaylons, with extra layers added for condescension and obfuscation. 
 
So what do you do when the racist isolationists with the incredible tech want to put one of their officers on board one of your ships? Well, our 
desire for said tech won out, so we did it. Primary Kaylon-Human Interface was assigned to the Orville; a few hours later, it told us that it wanted 
us to call “him” Isaac. He told us, “A Human designation will make interactions on the ship simpler and more efficient.” 
 
As we’ve come to expect from the Kaylons, Isaac has an ego the size of Antarctica. For a while, there were complaints, but most people quickly 
learned that he wasn’t much of a conversation starter; he observed, and generally only interacted directly with the rest of the crew when they 
talked to him first. 
 
He seems to have mellowed somewhat since Captain Mercer took over, and even seems to be making friends amongst the crew. Maybe there’s 
some hope yet. 

TRAITS: Kaylon 
 

VALUES: 

• Artificial Life Is Superior To Biological Life 

• I Am Your Most Capable Officer 

• Learn All I Can About Biologicals 

• My Programming Is Adapting To My Surroundings 

AttriButEs  

FOCUSES: Astrophysics, Cybernetics, Mental Discipline, Research, 
Sensor Calibration, Sensor Operations 
 
TALENTS: 

• Computer Expertise: Whenever you attempt a Task that 
involves the programming or study of a computer system, 
you may add a bonus d20 to your pool. 

• Kaylon-Built Body: Your multipurpose frame is constructed 
to fulfill your role in Kaylon society, and is designed to ig-
nore common hazards and damage. You ignore all but the 
most extreme temperature bands, reducing the Difficulty of 
Tasks to resist extreme cold and heat by 2. Additionally, 
your durable construction grants you 3 Resistance Dice. 

• Technical Expertise: Whenever you attempt a Task assisted 
by the ship’s Computers or Sensors, you may re-roll one d20 
(which may be the ship’s die). 

• Testing A Theory: When you attempt a Task using Engineer-
ing or Science, you may roll one additional d20, so long as 
you succeeded at a previous Task covering the same scien-
tific or technological field earlier in the same adventure.  

DETERMINATION: (Start with 1)  
 

STRESS: 11  
 

RESISTANCE: 3 
 

ATTACKS: 

• Unarmed Strike (Melee, 3O Knockdown, Size 1H, Deadly) 

• PM-44 Plasma Pistol (Ranged, 5O, Size 1H, Charge) 
 

EQUIPMENT: 
Comscanner (internal equivalent systems), PM-44 plasma pistol 

Unofficial game statistics by Patrick Goodman 

CHARACTERS FROM THE ORVILLE 

DisciPlinEs  
COMMAND 2 ENGINEERING 3 CONN 2 SECURITY 2 SCIENCE 5 MEDICINE 2 

REASON 12 PRESENCE 8 INSIGHT 8 FITNESS 9 DARING 9 CONTROL 10 


