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RACE ORIGIN CLASS HD

Terraformed/Student Scientist D
= . LT g .
B

SKILLS e ‘ CONDITION
@ .3 ACROBATICS (DX 24 | 4 B © Normal
O .2 ANIMAL HANDLING (wis) A

i

D +0 ATHLETICS (5TR) PROF BONUS INITIATIVE MOXIE () z:aiflz\;ACilaiiON
B .4 CULTURE wis) +2 +2 +4
-1 DECEPTION hm e

O .4 ENGINEERING (D) ARMORCLASS SPEED DISADVANTAGE ON ATTACK
@ .4 INSIGHT (wis) 17 6 ROLLS AND SAVING THROWS
m
U _-1 INTIMIDATION (cHa)
) HIT POINTS MAXIMUM HALVED

B .6 INVESTIGATION (NT)

= = DEATH SAVES

20,0

@ +6 NATURE (UNT FAILURES

@ .2 PERCEPTION (wis) () DeatH

Ld -1 PERFORMANCE (cHA) SAVES

O -1 PERSUASION (CHA) O .0 STRENGTH e | ) AN

e WEAPON 1 WEAPON 2

O .1 PILOT 0w O _ .1 DEXTERITY 15
B .6 SCIENCE anD O _+1 CONSTITUTION

O .1 SLEIGHT OF HAND (Dex) @ .6 INTELLIGENCE S T
@LWISDOM WEAPON 3 » WEAPON 4

O _+1 STEALTH (0ex
O -1 CHARISMA 3 ‘ 0

L .2 SURVIVAL (wis)

ATTACK NAME TO HIT DAMAGE RANGE RELOAD SPECIAL

Beretta M9 +3 1d8+1 50/100 1 act Pistol

Combat Knife +3 1D6+1 melee na Finesse

1D10 Boom +1D10 per use

WO L20c-2661 @ ® NL



RACIAL ABILITIES

SYNERGISTIC SYMBIOTE

As long as a Tok’ra has a symbiote they may choose
to gain advantage on any mental (Intelligence,
Willpower, Charisma) save. A Tok’ra may use this
ability once per Wisdom modifier (minimum 1),
replenishing the uses during a long rest. If a Tok’ra
is deprived of their symbiote they lose this ability
as their Regeneration ability.

REGENERATION

The Tok’ra is healed to full HP during a long rest.
If a Tok’ra is deprived of their symbiote they lose
this ability

CLASS ABILITIES

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.

APT ANALOGY

Once per short rest you may grant a friendly character a +TD
bonus on an Intelligence or Wisdom skill check.

You are immune to the Charmed

condition, and you gain advantage on any Insight
checks to discern lies.

PROFICIENCIES

FEATS

ARCHAEOLOGIST

MP Cost: 5

Requirement: Eureka ability, Culture

As an action you can spend a Eureka point to
automatically locate any secret chambers or
otherwise hidden rooms within a structure no

larger than 20m square per Proficiency bonus.

This does not indicate how the secret area may be
accessed, only that one must exist (or doesn’t exist)
within the area. In addition, you gain advantage

on any Perception checks to find hidden elements

of architecture such as secret levers, trap triggers,
or hidden doors.

EQUIPMENT

Research Kit (ARCHAEOLOGY)
Translator

Extra magazine
Tactical Vest

3 Uniforms

Tactical Radio

Flash Light

Water Purifier
Fitration Mask
Multi-tool

Personal First Aid Kit
Climate Clothing
Combat Tent
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Requirement: Eureka ability, Culture
As an action you can spend a Eureka point to
automatically locate any secret chambers or
otherwise hidden rooms within a structure no
larger than 20m square per Proficiency bonus.
This does not indicate how the secret area may be
accessed, only that one must exist (or doesn’t exist)
within the area. In addition, you gain advantage
on any Perception checks to find hidden elements
of architecture such as secret levers, trap triggers,
or hidden doors.
	ClassAbil: 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.
APT ANALOGY
Once per short rest you may grant a friendly character a +TD
bonus on an Intelligence or Wisdom skill check.

You are immune to the Charmed
condition, and you gain advantage on any Insight
checks to discern lies.
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REGENERATION
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