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Scientist 2 Tok'Ra

Nyzel of Shanrar/Dr Jamie Wright

Name Duty Station Class Level Race/Species

/

RACIAL TRAITS - TOK'RA

Hit Points: You gain +10 additional HP

Ability Score Increase: Choose either Intelligence or Wisdom
to improve by +2 (Intelligence Chosen)

Proficiencies: Choose any two skill proficiencies
(Engineering, Medicine)

Synergistic Symbiote

As long as a Tok'Ra has a symbiote they may choose to gain
advance on any mental (Intelligence, Wisdom, Charisma)
save. A Tok'ra may use this ability once per Wisdom modifer
(mininum 1), replenishing the uses during a long rest. Ifa
Tok'ra is deprived of their symbiote they lose this ability and
their Regeneration ability.

Regeneration

The Tok'Ra is healed to full during a long rest

BACKGROUND TRAITS

Attribute: Dex +1

Improved Vision: You treat areas of dim light as brlightly lit
(including the ability to discern colour)

Tok'Ra Spy

Attribute: Cha +1

Passing: You gain advantage on any Deception Checks to
trick targets into believing you are a Human, Goa'uld or Jaffa.

CLASS FEATURES - SCIENTIST

Equipment kit: You add a Research Kit to your base kit

Eureka: Whenever you fail an intelligence or Wisdom check
during a mission, yougain one Eureka point. You may have a
maximum number of Eureka points equal to your Intelligence
or Wisdom modifer (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.

Maximum: 3

Discoveries: Choose one Discovery feat at 1st level and an
additional discovery feat at 3rd level and 5th level.

1st level: Biologist

Apt Analogy: Starting at 2nd level, you can employ an easy to
understand analogy to help others work through complex or
esoteric problems. Once per short rest you may grant a
friendly character a +TD bonus on an Intelligence or Wisdom
skill check.

Great Mind : At 2nd level, you are difficult to deceive or
confuse. You are immune to the Charmed condition, and you
gain advantage on any Insight checks to discern lies.

FEATURES & TRAITS

As an action you may spend any number of Eureka points to
heal yourself or a character within 1m for 1d6 damage per
Eureka point spent.
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MREs (mission duration)

Combat Knife (Shortblade, Tech Level 2)
Personal Tactical Radio

Flashlight

Water Purifier

Filtration/Radiation Mask

Multi-tool

Personal Medical Kit

Extended Climate Protection Clothing
Combat Tent

Sidearm (Beretta M9) w/2 magazines
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ENCUMBERED WEIGHT

PUSH/DRAG/LIFT
Research Kit (included in base kit from Scientist)
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Name Duty Station Class Level Race/Species

/ LIVING SERIES UNLOCKED FEATURES

+1 Firing Range

With targets and marked ranges, the firing range helps
calibrate firearms and hone a team member’ s accuracy.

Benefit: A team member who spends their downtime in the
firing range adds its bonus to their ranged weapon attack rolls.

+1 Rec Hall

With a full movie projector, stage, and even a karaoke
machine, the Rec Hall is a great place for soldiers to blow off
steam when they can’ tleave base.

Benefit: A team member who spends downtime in the rec hall
chooses a Charisma skill. They gain a bonus equal to its
facility bonus on that skill.

+1 Research Facility

This facility is dedicated to the research of Tretonin.

Benefit: A team member who spends their downtime helping
perform a Season R&D project to develop Tretonin gains its
bonus to their Science skill checks.

At the start of each future episode roll a Science skill check
with this bonus in front of the GM.

GMs, record this check and report it in the NOTES of the After
Action Report.

\ ADDITIONAL FEATURES & TRAITS

LIVING SERIES UNLOCKED EQUIPMENT

Climate Protection Clothing

Heavy clothing that provides protection from the cold, high
winds, and even radiation when combined with a filtration
mask.

Benefit: This clothing can be worn with armor and provides
advantage on saves against cold. When combined with a
Filtration/Radiation mask it also provides advantages on
saves against radiation effects.

SCUBA (Tech Level 2)

This face mask with attached air tank can sustain a wearer for
up to an hour underwater or in another environment in which
breathing is impossible or harmful.

Benefit: A military scuba system is capable of operating for an
hour per tech level (2 hours for most Tau’ ri devices). A
scuba system can be refilled with air during a long rest by
characters proficient in either Scuba or Engineering.

ADDITIONAL EQUIPMENT
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Name

Duty Station

Class

/

CHARACTER APPEARANCE

/

N

ALLIES & ORGANIZATIONS

Level Race/Species
/ N
\ PERSONALITY TRAITS /
/ N

Knowledge is the true path to agency. It should be
shared with those who can be trusted with it.

\ IDEALS y,

/ N
Being proved right is more important than doing the
right thing.

\ FLAWS /

Nyzel of Shanrar - The Symbiote

One of the original spawning of the Tok'Ra, Nyzel was
born with the memories of all the atrocities committed by
the Ra and his galactic order. He and his siblings were
nurtured by the Tok'Ra queen to oppose him and the
other System Lords, and he took wholeheartedly to this.
When Egeria was captured on Earth and defeated at Ra's
hand not long after Nyzel and his siblings matured, Nyzel
began to get concerned with the long term sustainability
of his people and their resistance. The Tok'Ra knew of
the Goa'ould aspiration to create a Hok'tar for a host and
Nyzel threw his life into pursuing that goal by whatever
means necessary, arguing that not only would it benefit
the Tok'Ra to have Hok'tar hosts, but that the hoststock
itself would be more empowered to resist the Goa'ould.

Nyzel managed to acquire some tunnel crystals, and set
up a secret base on a remote planet called Shanrar,
where he gathered humans with promising
characteristics, liberating them from servitude to the
Goa'ould and recruiting them to the Tok'Ra cause. He
taught that group to value their own agency, and over the
course of decades developed a society that was based
on advancement and realising their potential. He
bootstrapped their scientific and technological
understanding with Goa'ould technology and his genetic
memories, and encouraged them to reproduce with the
goal of genetic advancements in their offspring.

The project continued for a few hundred years, with slow
but steady progress made and over the generations,
Nyzel took successive hosts from among their number.
They were all keen to blend with the symbiote to attain
the benefits it would grant them and its vast repository of
knowledge. His impressive hosts however, did not go
unnoticed by the System Lords though, and they
managed to infiltrate the facility by having brainwashed
one of his recruits. The Shanrari were no fools though,
and soon realised something was up with the newest
among their number, confining the spy to a secure
facility. Alas it was too late, the System Lords had the
gate address, and though the locals buried the gate as
precaution, an armada came and the world was
bombarded. After the initial assault, they were overrun by
an army of Jaffa, their masters intent on taking the
facility's members for their own hosts, and gaining their
amassed knowledge for the future. The Shanrari were
unwilling to let their bodies or their secrets, and so as
their last act they chose to collapse the tunnels,
sacrificing themselves to keep their advances out of the
hands of the System Lords.

CHARACTER BACKSTORY

Nyzel was hunted down and tortured for information on how
to replicate the successes of his Hok'tar programme. When
he refused to give it up, he was removed from his host and
sealed in a canopic jar as punishment, Ra refusing to
destroy the knowledge Nyzel had gained and hoping he
would later be able to compel Nyzel to cooperate. Ra later
lost the planet in a border dispute, moved on to other things
and memory of Nyzel and his Hok'tar project was lost to the
ages until a tau'ri team happened upon the canopic jar and
returned with it to Earth.

Dr. Jamie Wright - The Host

Dr. Wright started his career as a biologist, working for the
NID at Area 51. Jamie was a scientist low on the pecking
order, often given routine and thankless tasks. At one point,
he was working on a Goa'ould symbiote that was found in a
damaged canopic jar on a random planet. While other
scientists were experimenting on the symbiote, and testing
its physical limits, he was sequencing its DNA. In the
course of this research, Dr Wright found that the subject's
DNA correlated with samples taken from Jolinar and
Selmak, but not with other, less friendly Goa'ould.
Convinced that he had found the gene sequence that
defined the Tok'Ra, he encouraged his superiors to reach
out to the Tok'Ra and suspend experimentation on it.
Based on his very small sample size, they officially
dismissed his concerns, although did try to procure more
gene sequences of Tok'ra symbiotes, which raised
attracted their attention.

When a delegation of Tok'Ra scientists arrived and
demanded to know the reason for the unusual request, the
administration had to reveal Dr. Wright's findings.
Interested, the Tok'Ra scientists verified his work,
volunteering DNA samples of their own which corroborated
the findings. However, they were not able to identify the
symbiote, and in its weakened state were unable to
effectively communicate with it to verify its identity. The
symbiote was dying, and the visiting Tok'ra let slip that it
may survive with a host. So, despite knowing that his
superiors were sceptical about his results and would never
authorise it, Jamie risked blending with the symbiote to
save it, and vindicate his work. Luckily for him, he was
right, and the newly re-embodied Nyzel was enough of
asset for the powers that be to overlook the insubordination
and have Dr. Wright/Nyzel transfered to the Phoenix site.

Personalities

Jamie is an intelligent but not prudent or patient individual.
He leaps to conclusions on scant evidence and then tries to
find the quickest way to prove or disprove his theories,
without consideration of the consequences. He feels he has
something to prove, and being proved right is the most
important thing to him. He dreams of creating a retrovirus
that could rewrite Goa'ould DNA to incorporate the Tok'ra
memories.

Nyzel values agency over everything, which feeds into his
allegiance to the Tok'Ra cause. He believes that without
understanding there can be no agency and that one of the
greatest atrocities committed by the Goa'ould was their
stifling the advancement of humans. As such, he is
committed to sharing knowledge (at least when he believes
individuals are worthy), which often puts him at odds with
the Tok'Ra council and leaves him largely uninformed of
their plans or latest intelligence. He is very much still
interested in creating a Hok'tar, especially a as a host.
Jamie is totally on board with this and they work together in
pursuit of that goal, both of them willing to experiment on
themselves and or anyone else that agrees to participate.
Nyzel is much more patient though, and frequently has to
act as the voice of restraint and caution in their partnership,

ADDITIONAL NOTES
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	0: RACIAL TRAITS - TOK'RA

=====================



Hit Points: You gain +10 additional HP



Ability Score Increase: Choose either Intelligence or Wisdom to improve by +2 (Intelligence Chosen)



Proficiencies:  Choose any two skill proficiencies (Engineering, Medicine)



Synergistic Symbiote

================

As long as a Tok'Ra has a symbiote they may choose to gain advance on any mental (Intelligence, Wisdom, Charisma) save.  A Tok'ra may use this ability once per Wisdom modifer (mininum 1), replenishing the uses during a long rest.  If a Tok'ra is deprived of their symbiote they lose this ability and their Regeneration ability.



Regeneration

==========

The Tok'Ra is healed to full during a long rest





BACKGROUND TRAITS

===================



Subterranean

==========

Attribute:  Dex +1



Improved Vision: You treat areas of dim light as brlightly lit (including the ability to discern colour)



Tok'Ra Spy

=========



Attribute: Cha +1



Passing: You gain advantage on any Deception Checks to trick targets into believing you are a Human, Goa'uld or Jaffa.  
	2: FEATS

======



Biologist

=======



As an action you may spend any number of Eureka points to heal yourself or a character within 1m for 1d6 damage per Eureka point spent.
	1: CLASS FEATURES - SCIENTIST

=========================



Equipment kit:  You add a Research Kit to your base kit



Eureka:  Whenever you fail an intelligence or Wisdom check during a mission, yougain one Eureka point.  You may have a maximum number of Eureka points equal to your Intelligence or Wisdom modifer (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.



Maximum: 3







Discoveries: Choose one Discovery feat at 1st level and an additional discovery feat at 3rd level and 5th level.



1st level: Biologist





Apt Analogy:  Starting at 2nd level, you can employ an easy to understand analogy to help others work through complex or esoteric problems.  Once per short rest you may grant a friendly character a +TD bonus on an Intelligence or Wisdom skill check.





Great Mind : At 2nd level, you are difficult to deceive or confuse.  You are immune to the Charmed condition, and you gain advantage on any Insight checks to discern lies.


	4: 
	5: 

	CharacterImage: 
	Senses: Imrpoved Vision - You treat Dim light as bright light including the ability to discern colour (Subterranean) 



Great Mind:  Advantage on Insight to discern lies.
	CharacterAppearance: 
	Flaws: Being proved right is more important than doing the right thing.




	Ideals: Knowledge is the true path to agency. It should be shared with those who can be trusted with it.
	Personality: 
	AlliesOrganizations: 
	Backstory: Nyzel of Shanrar - The Symbiote

=========================



One of the original spawning of the Tok'Ra, Nyzel was born with the memories of all the atrocities committed by the Ra and his galactic order. He and his siblings were nurtured by the Tok'Ra queen to oppose him and the other System Lords, and he took wholeheartedly to this.  When Egeria was captured on Earth and defeated at Ra's hand not long after Nyzel and his siblings matured, Nyzel began to get concerned with the long term sustainability of his people and their resistance. The Tok'Ra knew of the Goa'ould aspiration to create a Hok'tar for a host and Nyzel threw his life into pursuing that goal by whatever means necessary, arguing that not only would it benefit the Tok'Ra to have Hok'tar hosts, but that the hoststock itself would be more empowered to resist the Goa'ould. 



Nyzel managed to acquire some tunnel crystals, and set up a secret base on a remote planet called Shanrar, where he gathered humans with promising characteristics, liberating them from servitude to the Goa'ould and recruiting them to the Tok'Ra cause. He taught that group to value their own agency, and over the course of decades developed a society that was based on advancement and realising their potential. He bootstrapped their scientific and technological understanding with Goa'ould technology and his genetic memories, and encouraged them to reproduce with the goal of genetic advancements in their offspring. 



The project continued for a few hundred years, with slow but steady progress made and over the generations, Nyzel took successive hosts from among their number. They were all keen to blend with the symbiote to attain the benefits it would grant them and its vast repository of knowledge. His impressive hosts however, did not go unnoticed by the System Lords though, and they managed to infiltrate the facility by having brainwashed one of his recruits.  The Shanrari were no fools though, and soon realised something was up with the newest among their number, confining the spy to a secure facility.  Alas it was too late, the System Lords had the gate address, and though the locals buried the gate as precaution, an armada came and the world was bombarded. After the initial assault, they were overrun by an army of Jaffa, their masters intent on taking the facility's members for their own hosts, and gaining their amassed knowledge for the future. The Shanrari were unwilling to let their bodies or their secrets, and so as their last act they chose to collapse the tunnels, sacrificing themselves to keep their advances out of the hands of the System Lords.


	AdditionalNotes: 
	0: 

Nyzel was hunted down and tortured for information on how to replicate the successes of his Hok'tar programme.  When he refused to give it up, he was removed from his host and sealed in a canopic jar as punishment, Ra refusing to destroy the knowledge Nyzel had gained and hoping he would later be able to compel Nyzel to cooperate.  Ra later lost the planet in a border dispute, moved on to other things and memory of Nyzel and his Hok'tar project was lost to the ages until a tau'ri team happened upon the canopic jar and returned with it to Earth.



Dr. Jamie Wright - The Host

=====================



Dr. Wright started his career as a biologist, working for the NID at Area 51.  Jamie was a scientist low on the pecking order, often given routine and thankless tasks. At one point, he was working on a Goa'ould symbiote that was found in a damaged canopic jar on a random planet.  While other scientists were experimenting on the symbiote, and testing its physical limits, he was sequencing its DNA. In the course of this research, Dr Wright found that the subject's DNA correlated with samples taken from Jolinar and Selmak, but not with other, less friendly Goa'ould. Convinced that he had found the gene sequence that defined the Tok'Ra, he encouraged his superiors to reach out to the Tok'Ra and suspend experimentation on it.  Based on his very small sample size, they officially dismissed his concerns, although did try to procure more gene sequences of Tok'ra symbiotes, which raised attracted their attention.



When a delegation of Tok'Ra scientists arrived and demanded to know the reason for the unusual request, the administration had to reveal Dr. Wright's findings.  Interested, the Tok'Ra scientists verified his work, volunteering DNA samples of their own which corroborated the findings.  However, they were not able to identify the symbiote, and in its weakened state were unable to effectively communicate with it to verify its identity. The symbiote was dying, and the visiting Tok'ra let slip that it may survive with a host. So, despite knowing that his superiors were sceptical about his results and would never authorise it, Jamie risked blending with the symbiote to save it, and vindicate his work.  Luckily for him, he was right, and the newly re-embodied Nyzel was enough of asset for the powers that be to overlook the insubordination and have Dr. Wright/Nyzel transfered to the Phoenix site.
	1: Personalities

==========



Jamie is an intelligent but not prudent or patient individual. He leaps to conclusions on scant evidence and then tries to find the quickest way to prove or disprove his theories, without consideration of the consequences. He feels he has something to prove, and being proved right is the most important thing to him.  He dreams of creating a retrovirus that could rewrite Goa'ould DNA to incorporate the Tok'ra memories.



Nyzel values agency over everything, which feeds into his allegiance to the Tok'Ra cause. He believes that without understanding there can be no agency and that one of the greatest atrocities committed by the Goa'ould was their stifling the advancement of humans. As such, he is committed to sharing knowledge (at least when he believes individuals are worthy), which often puts him at odds with the Tok'Ra council and leaves him largely uninformed of their plans or latest intelligence.  He is very much still interested in creating a Hok'tar, especially a as a host. Jamie is totally on board with this and they work together in pursuit of that goal, both of them willing to experiment on themselves and or anyone else that agrees to participate. Nyzel is much more patient though, and frequently has to act as the voice of restraint and caution in their partnership,

	WeaponAmmo: 
	0: 15 (+ 15)
	1: n/a
	2: 
	3: 

	WeaponInfo: 
	0: Baretta M9
	1: Shortblade
	2: 
	3: 

	Armor: Tactical Vest
	HelmetShield: - 
	BaseKit: Tactical Vest & 3 Uniforms

MREs (mission duration)

Combat Knife (Shortblade, Tech Level 2)

Personal Tactical Radio

Flashlight

Water Purifier

Filtration/Radiation Mask

Multi-tool

Personal Medical Kit

Extended Climate Protection Clothing

Combat Tent

Sidearm (Beretta M9) w/2 magazines



Research Kit (included in base kit from Scientist)
	FeaturesTraits3: LIVING SERIES UNLOCKED FEATURES

================================



+1 Firing Range

============

With targets and marked ranges, the firing range helps calibrate firearms and hone a team member’s accuracy.



Benefit: A team member who spends their downtime in the firing range adds its bonus to their ranged weapon attack rolls.



+1 Rec Hall

=========

With a full movie projector, stage, and even a karaoke machine, the Rec Hall is a great place for soldiers to blow off steam when they can’t leave base.



Benefit: A team member who spends downtime in the rec hall chooses a Charisma skill. They gain a bonus equal to its facility bonus on that skill.



+1 Research Facility

================

This facility is dedicated to the research of Tretonin. 



Benefit: A team member who spends their downtime helping perform a Season R&D project to develop Tretonin gains its bonus to their Science skill checks.



At the start of each future episode roll a Science skill check with this bonus in front of the GM.



GMs, record this check and report it in the NOTES of the After Action Report.

 




	AdditionalEquipment: 
	0: LIVING SERIES UNLOCKED EQUIPMENT

=================================



Climate Protection Clothing

Heavy clothing that provides protection from the cold, high winds, and even radiation when combined with a filtration mask.



Benefit: This clothing can be worn with armor and provides advantage on saves against cold. When combined with a Filtration/Radiation mask it also provides advantages on saves against radiation effects.



SCUBA (Tech Level 2)

This face mask with attached air tank can sustain a wearer for up to an hour underwater or in another environment in which breathing is impossible or harmful.



Benefit: A military scuba system is capable of operating for an hour per tech level (2 hours for most Tau’ri devices). A scuba system can be refilled with air during a long rest by characters proficient in either Scuba or Engineering.
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	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	Speed: 6m
	Defenses: Immune to Charmed.
	Proficiencies: Lt Armour



Common Weapons

Sidearms



Explosives

Research Kit

Translator


	Languages: 


