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RACIAL ABILITIES

Pangaran Traits
Hit Points: You gain +10 additional HP.

AMNESIAC SYMBIOTE

May choose to gain advantage on any physical (Strength,
Dexterity, Constitution) save. A Tok' Ra may use this
ability once per proficiency bonus (minimum 1),
replenishing the uses during a long rest.

If a Tok' Ra is deprived of their symbiote they must
make a Constitution save each hour or suffer 1d4
Constitution damage.

SHREWD DIPLOMATS

The people of Pangara are culturally pre-disposed
to friendly contact and negotiation with outsiders.
They may use Intelligence or Wisdom when making
Charisma (Persuasion)checks.

CLASS ABILITIES

EUREKA

Whenever you fail an Intelligence or Wisdom

check during a mission you gain one Eureka point.
You may have a maximum number of Eureka

points equal to your Intelligence or Wisdom
modifier (whichever is higher). All unspent Eureka
points are lost at the end of each mission.
Whenever you make an Intelligence or Wisdom

check you may spend one Eureka point to gain
advantage.

SCIENTIFIC DISCOVERY

Your careful study of scientific principles and
your chosen field of study allows you to make
insights few others would consider. Choose one
Discovery feat (see page @@) at 1lst level and an
additional discovery feat at 3rd and 5th level.

ON SECOND THOUGHT

PROFICIENCIES

PROFICIENCIES

Armor: Light Armor

Weapons: Common weapons, Sidearms, Explosives
Tools: Research Kit and Translator

FEATS

TERRAFORMED
Strange World: Once per day you may use your
reaction to gain advantage on a saving throw.

ARTIFICIAL

Life or Death Repairs: You gain advantage on
engineering checks made when failure would deal
damage or endanger your life (such as repairing
an airlock before it fails or diffusing a bomb) .

EQUIPMENT

Research kit (any scientific field)

NOTES

HIT POINTS

Hit Points at 1lst level: 8

Hit Points at Higher Levels: 4 per level
Hit Die: d8
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Strange World: Once per day you may use your

reaction to gain advantage on a saving throw. 



ARTIFICIAL

Life or Death Repairs: You gain advantage on

engineering checks made when failure would deal

damage or endanger your life (such as repairing

an airlock before it fails or diffusing a bomb).
	ClassAbil: EUREKA

Whenever you fail an Intelligence or Wisdom

check during a mission you gain one Eureka point.

You may have a maximum number of Eureka

points equal to your Intelligence or Wisdom

modifier (whichever is higher). All unspent Eureka

points are lost at the end of each mission.

Whenever you make an Intelligence or Wisdom

check you may spend one Eureka point to gain

advantage.



SCIENTIFIC DISCOVERY

Your careful study of scientific principles and

your chosen field of study allows you to make

insights few others would consider. Choose one

Discovery feat (see page @@) at 1st level and an

additional discovery feat at 3rd and 5th level.



ON SECOND THOUGHT

Starting at 2nd level, whenever you take a short

or long rest you may spend a Eureka point to

reroll an Intelligence or Wisdom check to learn

information that you failed to learn since your

last rest.



GREAT MIND

At 2nd level, you are much more difficult to lie

to or confuse. You are immune to the Charmed

condition and you gain advantage on any Wisdom

(Insight) check to discern lies.



CROSS-DISCIPLINE STUDIES

At 3rd level you add half your proficiency, rounded

down, to any ability check you make that doesn’t

already include your proficiency bonus.



HYPER-FOCUS

At 4th level you may spend one Eureka point to

add 1d4 to a d20 roll you make. You must declare

this use of Eureka before making the roll.



ABILITY SCORE IMPROVEMENT

At 4th level you can increase your Intelligence or

Wisdom by +2, or you can increase two ability

scores of your choice by +1. As normal, you

can’t increase an ability score above 20 using

this feature.



CASUAL GENIUS

You begin each mission with a number of Eureka

points equal to half your proficiency bonus

(rounding down).



FOR SCIENCE!

At 5th level, you may spend a Eureka point to

gain advantage on Charisma checks in addition

to Intelligence and Wisdom checks.
	Equipment:  Research kit (any scientific field)
	Proficiencies: PROFICIENCIES

Armor: Light Armor

Weapons: Common weapons, Sidearms, Explosives

Tools: Research Kit and Translator


	RaceAbil: Pangaran Traits

Hit Points: You gain +10 additional HP.



AMNESIAC SYMBIOTE

May choose to gain advantage on any physical (Strength,

Dexterity, Constitution) save. A Tok’Ra may use this

ability once per proficiency bonus (minimum 1),

replenishing the uses during a long rest.

If a Tok’Ra is deprived of their symbiote they must

make a Constitution save each hour or suffer 1d4

Constitution damage.



SHREWD DIPLOMATS

The people of Pangara are culturally pre-disposed

to friendly contact and negotiation with outsiders.

They may use Intelligence or Wisdom when making 

Charisma (Persuasion)checks. 
	Notes: HIT POINTS

Hit Points at 1st level: 8

Hit Points at Higher Levels: 4 per level

Hit Die: d8
	NameCharacter: Noel'-Sintash
	NamePlayer: Noel Floyd
	DSSucc1: Off
	DSSucc2: Off
	DSSucc3: Off
	DSFail1: Off
	DSFail2: Off
	DSFail3: Off
	ToHit1: 
	Damage1: 
	Range1: 
	Reload1: 
	Special1: 
	Atk1: 
	Atk2: 
	ToHit2: 
	Damage2: 
	Range2: 
	Reload2: 
	Special2: 
	Atk3: 
	ToHit3: 
	Damage3: 
	Range3: 
	Reload3: 
	Special3: 
	Atk4: 
	ToHit4: 
	Damage4: 
	Range4: 
	Reload4: 
	Special4: 
	Atk5: 
	ToHit5: 
	Damage5: 
	Range5: 
	Reload5: 
	Special5: 
	Determination: 
	HP: 20
	AC: 10
	-----| BlankText |-----: TM & © 1997-2019 MGM
	SkScie: 3
	SkSlei: 3
	SkPScie: Yes
	SkPSlei: Yes


