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RACIAL ABILITIES

Tokra (base)

+ 10 HP

+2 CH(c) or INT

2 Proficiance(Deception, Investigation)

Synergetic 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

+6 HP / Scout Lvl

Hit Dice: d10

Determination Points: +1

Armor: Light Armor

Weapons: Common Weapons, Martial Arts, Bows, Sidearms, Longarms
Tools: Camo Kit, Explosives

Saving Throws: Constitution and Dexterity

Skills: Perception, Stealth, Survival

Equipmment: Camo Kit

SURVIVALIST: You ve trained to survive on any world and in any biome. You
gain resistance to damage from your environment, including non-natural
environmental dangers like traps.

FIELD HACKS: You' ve become especially adept at a trick that improves a team’
s efficiency in the field. Choose one field hack feat (see page 102) at 1st
level and an additional field hack feat at 4th.

PROFICIENCIES

Armor: Light Armor
Weapons: Common Weapons, Martial Arts, Bows, Sidearms, Longarms

Tools: Camo Kit, Explosives

FEATS

Field Hack Feats:
Ranger Tricks: MP5

During a Traversal encounter, if you succeed at a Terrain card s Navigation
check, you navigate an additional 1d3 cards from the Journey deck instead of
1.

EQUIPMENT

NOTES

Biome Origin: Toxic

Your world s environment contains a substance deadly, or at leastXhighly
dangerous, to other people of your species. Either through engineering or
genetic luck, the members of your culture are immune or at least highly
resistant to the toxin.

Attribute:

- Constitution +1

Toxic Resistance:

- You gain resistance to either poison or necrotic damage (choose one).

Background Origin: Military

You served in an organized military or militia,receiving training and maybe
even direct combatexperience. Note: Human characters who servedin the Tau' ri
military may want to select the Tau' rimilitary racial rigin instead (they do
not stack).

Bonus Proficiency:

- Choose any one armor orweapon proficiency.

Drills:

- You aain +1 HP ner level.
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Ranger Tricks: MP5

During a Traversal encounter, if you succeed at a Terrain card’s Navigation check, you navigate an additional 1d3 cards from the Journey deck instead of 1.




	ClassAbil: +6 HP / Scout Lvl

Hit Dice: d10

Determination Points: +1

Armor: Light Armor

Weapons: Common Weapons, Martial Arts, Bows, Sidearms, Longarms

Tools: Camo Kit, Explosives

Saving Throws: Constitution and Dexterity

Skills: Perception, Stealth, Survival

Equipmment: Camo Kit

SURVIVALIST: You’ve trained to survive on any world and in any biome. You gain resistance to damage from your environment, including non-natural environmental dangers like traps.

FIELD HACKS: You’ve become especially adept at a trick that improves a team’s efficiency in the field. Choose one field hack feat (see page 102) at 1st level and an additional field hack feat at 4th.
	Equipment: 
	Proficiencies: Armor: Light Armor



Weapons: Common Weapons, Martial Arts, Bows, Sidearms, Longarms



Tools: Camo Kit, Explosives
	RaceAbil: Tokra (base)

+ 10 HP

+2 CH(c) or INT

2 Proficiance(Deception, Investigation)

Synergetic 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.
	Notes: Biome Origin: Toxic

Your world’s environment contains a substance deadly, or at least�highly dangerous, to other people of your species. Either through engineering or genetic luck, the members of your culture are immune or at least highly resistant to the toxin. 

Attribute: 

- Constitution +1

Toxic Resistance: 

- You gain resistance to either poison or necrotic damage (choose one). 



Background Origin: Military

You served in an organized military or militia,receiving training and maybe even direct combatexperience. Note: Human characters who servedin the Tau’ri military may want to select the Tau’rimilitary racial rigin instead (they do not stack).

Bonus Proficiency: 

- Choose any one armor orweapon proficiency.

Drills: 

- You gain +1 HP per level.
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