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	Name: Elora
	Duty Station: Phoenix Base
	Level: 1
	Affiliation: 
	RaceSpecies: Tok'ra
	OriginBackground: Urban/Teacher/Scientist
	Name_2: Elora
	Duty Station_2: Phoenix Base
	Class_2: Scientist
	Level_2: 1
	RaceSpecies_2: Tok'ra
	Name_3: Elora
	Duty Station_3: Phoenix Base
	Class_3: Scientist
	Level_3: 1
	RaceSpecies_3: Tok'ra
	Name_4: Elora
	Duty Station_4: Phoenix Base
	Class_4: Scientist
	Level_4: 1
	RaceSpecies_4: Tok'ra
	MP Earned: 
	MP Spent: 
	Strength_Mod: -1
	Dexterity_Mod: -1
	Class: [scientist]
	Constitution_Mod: 2
	Intelligence_Mod: 4
	Charisma: 8
	Wisdom_Mod: 2
	Charisma_Mod: -1
	Strength: 8
	Dexterity: 8
	Constitution: 15
	Intelligence: 18
	Wisdom: 15
	ConstitutionSave: 2
	IntelligenceSave: 4
	WisdomSave: 2
	DexteritySave: -1
	CharismaSave: -1
	StrengthSave: -1
	CharismaSave_Prof: Off
	WisdomSave_Prof: Off
	IntelligenceSave_Prof: Off
	ConstitutionSave_Prof: Off
	DexteritySave_Prof: Off
	StrengthSave_Prof: Off
	SavingThrowModifiers: 
	Survival_Prof: [0.0]
	Stealth_Prof: [0.0]
	SleightOfHand_Prof: [0.0]
	Science_Prof: [1.0]
	Pilot_Prof: [0.0]
	Persuasion_Prof: [0.0]
	Performance_Prof: [0.0]
	Perception_Prof: [1.0]
	Nature_Prof: [1.0]
	Medicine_Prof: [0.0]
	Investigation_Prof: [1.0]
	Intimidation_Prof: [0.0]
	Insight_Prof: [1.0]
	Engineering_Prof: [0.0]
	Deception_Prof: [0.0]
	Culture_Prof: [1.0]
	Athletics_Prof: [1.0]
	AnimalHandling_Prof: [0.0]
	Acrobatics_Prof: [0.0]
	Survival_Ability: [wis]
	Stealth_Ability: [dex]
	SleightOfHand_Ability: [dex]
	Science_Ability: [int]
	Pilot_Ability: [dex]
	Persuasion_Ability: [cha]
	Performance_Ability: [cha]
	Perception_Ability: [wis]
	Nature_Ability: [int]
	Medicine_Ability: [wis]
	Investigation_Ability: [int]
	Intimidation_Ability: [cha]
	Insight_Ability: [wis]
	Engineering_Ability: [int]
	Deception_Ability: [cha]
	Culture_Ability: [wis]
	Athletics_Ability: [str]
	AnimalHandling_Ability: [wis]
	Acrobatics_Ability: [dex]
	Survival: 2
	Stealth: -1
	SleightOfHand: -1
	Science: 6
	Pilot: -1
	Persuasion: -1
	Performance: -1
	Perception: 4
	Nature: 6
	Medicine: 2
	Investigation: 6
	Intimidation: -1
	Insight: 4
	Engineering: 4
	Deception: -1
	Culture: 4
	Athletics: 1
	AnimalHandling: 2
	Acrobatics: -1
	Inspiration: Off
	Armor Class: 15
	Initiative: 2
	Moxie: 4
	PassiveInvestigation: 16
	PassiveInsight: 14
	PassivePerception: 14
	Prof_Bonus: 2
	Actions: 
	0: 
	1: 

	DeathSave_Success: 
	1: Off
	2: Off
	0: Off

	DeathSave_Failure: 
	0: Off
	1: Off
	2: Off

	TempHP: 
	CurrentHP: 18
	MaxHP: 18
	HitDice: d8
	Exhaustion: 
	CurrentDetermination: 
	MaxDetermination: 
	AttackName: 
	0: Side Arm
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackSpecial: 
	0: Pistol: Firing this weapon does not suffer 

disadvantage when an enemy is within 1m.
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackHit: 
	0: +1
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackDamage: 
	0: 1d8 Piercing
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackRange: 
	0: 50m/100m
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	AttackReload: 
	0: 1 Action
	1: 
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 

	FeaturesTraits: 
	0: 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.











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.



DISCOVERIES

Your careful study of scientific principles and your 

chosen field of study allow you to make insights 

few others would consider. Choose one Discovery 

feat (see page 101) at 1st level and an additional 

discovery feat at 3rd level and 5th level. 
	2: URBAN 

Densely packed buildings and the press of 

people have created the most common artificial 

environment in the Milky Way. You’re no 

stranger to the problem solving required when 

weaving through complex streets, underground 

transportation, or crowds. 

Attribute: Intelligence +1 

Melting Pot: You may use your Charisma modifier 

instead of your Wisdom modifier when making 

Culture skill checks.





TEACHER

You’ve spent your life honing minds to pursue 

knowledge, only to have your limited view of the 

universe revealed by the Stargate. Now you’ve 

joined the Phoenix Site to learn so that you can 

help educate new recruits. 

Bonus Proficiency: Insight 

Patient Approach: Once per mission, you may 

make a Wisdom save instead of another save.







ASTRONOMER

MP Cost: 5

Requirement: Eureka ability, Science

As a bonus action you may reduce the time it 

takes to activate an astronomical device (including 

a Stargate) by 1 round per Eureka point spent.
	1: TOK’RA RECRUITS

All Tok'ra were created either during Queen 

Egeria's rebellion, the first of their kind, or after 

her return – they are either thousands of years 

old, or very young, but nowhere in between. 

Tok'ra recruits can be from any planet, though 

any not from Pangar are more likely to claim that 

they are from no planet at all.



A life of war has taught the Tok'ra how to fight, 

though their host may have a completely different 

set of skills. Perfect health and strong muscle 

cannot replace muscle memory, so many hosts 

train tirelessly in ancient techniques. Since either 

symbiote or host may control the body, Tok'ra 

speak lower than the host's natural octave and 

can cause the host's eyes to glow when clearer 

distinction between the two is warranted.



Like Goa'uld, Tok'ra release naquadah into the 

bloodstreams of their hosts which they use to 

manipulate both Tok'ra and Goa'uld technology. 

A Tok'ra may be valuable on any mission where 

naquadah technologies are being handled, 

though their primary role against the Goa'uld is 

espionage. Due to the similarity of their species, 

a Tok'ra can pass as Goa'uld even upon deep 

inspection. Cunning Tok'ra have infiltrated the 

ranks of the System Lords, passing information

back to their allies or committing sabotage.



The Tok'ra refuse to use the sarcophagus to extend 

their lives due to its adverse effects on mental 

stability. Without the sarcophagus, each Tok'ra 

will live only their natural lifespan (or less), though 

instead if they had a ready supply of hosts, such 

a span could be nearly indefinite.
	4: 
	5: 

	CharacterImage: 
	Senses: 
	CharacterAppearance: 
	Flaws: 
	Ideals: 
	Personality: 
	AlliesOrganizations: 
	Backstory: 
	AdditionalNotes: 
	0: 
	1: 

	WeaponAmmo: 
	0: 
	1: 
	2: 
	3: 

	WeaponInfo: 
	0: 
	1: 
	2: 
	3: 

	Armor: Tactical Vest
	HelmetShield: 
	BaseKit: Tactical Vest

3 Uniforms

Tactical Radio

Flash Light

Water Purifier

Filtration Mask

Multi-tool

Perosnal First Aid Kit

Climate Clothing

Combat Tent



RESEARCH KIT
	FeaturesTraits3: Mal’na - Tok’ra - female



Elora - Host







Elora was a university scientist on her home world, both a teacher and a researcher of astronomy, until the Goa’uld attacked. Not aware that they existed, her homeworld could not fight back and Elora, unable to protect herself, sacrificed herself to allow her students to escape. She was taken by the Goa’uld and would have been enslaved except a woman she had not met before risked everything to save the group Elora had been running with. Overpowering the Jaffa, they escaped, but the woman was gravely injured. She pulled Elora aside and explained herself as host to the Tok’ra Mal’na, and that if she wanted revenge on the Goa’uld for destroying her homeworld, becoming her next host would help do that. Barely understanding the weight of that sacrifice, Elora agreed and became Mal’na’s new host, who then helped she and several others escape her homeworld.



Elora has been working with the Tok’ra ever since—two decades now—as a scientist studying the stars and Stargate, with an eye to the Ancients and their research. Mal’na is several hundred years old and is teaching Elora much.



Elora is not very charismatic. She’s a factual, to-the-point person with a close eye on the stars and science. Mal’na has the wisdom of many centuries but a grave desire and determination to see the Goa’uld defeated. They may not always agree with each other’s methods, but they agree on the goal: defeat the Goa’uld. Avenge their respective fallen. And maybe meet an Ancient.
	AdditionalEquipment: 
	0: 
	1: 
	2: 

	ExtraReloads: 
	PushDragLift: 
	EncumberedWeight: 
	BulkCarried: 
	ProficienciesLanguages: Light Armor (Tactical Vest = 16 + Dex)



Common weapons, side arms



Tools: explosives, Research Kit, translator
	Speed: 
	Defenses: 


