
EQUIPMENTOTHER PROFICIENCIES & LANGUAGES FEATURES & TRAITS

ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEED

DEATH SAVESHIT DICE

Hit Point Maximum

Total SUCCESSES

FAILURES

CHARACTER NAME

PROFICIENCY BONUS

SAVING THROWS

SKILLS

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma

PASSIVE WISDOM

(PERCEPTION)

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA

RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS

ATTACK

ACTIONS

DAMAGE RANGENAME

BACKGROUND

Pre-generated character sheet prepared by joe.nittoly.ca

Acrobatics (Dex)

Animal Handling (Wis)

Arcana (Int)

Athletics (Str)

Computer Use (Int)

Deception (Cha)

Demolitions (Int)

Engineering (Int)

History (Int)

Insight (Wis)

Intimidation (Cha)

Investigation (Int)

Medicine (Wis)

Nature (Int)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)

Religion (Int)

Science (Int)

Sleight of Hand (Dex)

Stealth (Dex)

Survival (Wis)

NEARFUTURE 5e

Mobile. When you use the Dash action, difficult 
terrain doesn’t cost extra movement on that turn. 
Plus, when you make a melee attack, you don’t 
provoke opportunity attacks from your target for 
the rest of the turn, even if you miss.

Quick Treatments. As an action, you can administer 
one of the following treatments with your jet 
injector:

• Pain Inhibitor. you inject one willing subject with 
an experimental enhancer. Once, within the next 
minute, the recipient can add a bonus d4 to one 
saving throw.

• Stimulant. You inject one willing subject with an 
experimental stimulant. Once, within the next 
minute, the recipient can add a bonus d4 to one 
ability check.

• Stabilize. You you quickly attend to a dying person 
that you can touch, stabilizing that person.

Acute Treatments. By expending rare doses with 
your jet injector, you can administer the following 
more potent effects:

• Boost (L1). A carefully prepared cocktail of 
adrenaline and psycho-stimulant. As an action, 
choose one person you can touch. Once, within the 
next minute, the recipient can add the results of 
a bonus d4 to one attack roll or saving throw. 
Overdose: By expending an L2 dose, the bonus die 
becomes a d6.

• Endorphin Analog (L1). You inject an injured or 
dying person with an experimental mix of 
endorphin analog and adrenaline, inhibiting pain 
and providing a boost of energy. As an action, one 
person you can touch regains 1d8+3 hit points. 
Overdose: By expending an L2 dose, the recipient 
regains 2d8+3 hit points.

• Diagnostic Scan (L1). You've augmented your 
diagnostic scanner to detect the presence of 
nearby pathogens and toxins, including venomous 
creatures and poisonous plants. As an action, you 
detect all such hazards within 30 ft. of you. Your 
scan lasts for for 10 minutes. Your scan is 
blocked by 1 ft. of concrete, 1 inch of metal, a 
sheet of lead or 3 feet of wood or dirt.

• Lethal Toxin (L1). You inject a lethal toxin 
designed to inflict rapid cellular disruption. As an 
action, make a melee attack against one target 
within 5 ft. On a hit, the target takes 3d10 
necrotic damage. Overdose: expending an L2 dose 
increases the damage to 4d10.

• Performance Enhancing Drugs (L2). you boost one 
ability of your choice in one person for a 1 hour 
duration. As an action, choose one person within 5 
ft. of you and apply one of the following benefits:

• Endurance. The target has advantage on 
Constitution checks and gains 2d6 temporary hit 
points for the duration of the effect. 

• Strength. The target has advantage on Strength 
checks, and carrying capacity is doubled. 

• Agility. The target has advantage on Dexterity 
checks and doesn't take damage from falling 20 
ft. or less if not incapacitated. 

• Affect. The target has advantage on Charisma 
checks. 

• Cognition. The target has advantage on 
Intelligence checks.

• Intuition. The target has advantage on Wisdom 
checks. 

• Detox (l2). As an action, for one person you can 
touch, you end either one disease or one of the 
following conditions: blinded, deafened, paralyzed 
or poisoned. 

As a Med Tech, you’re part combat medic 
and part rogue pharmacist, administering 
experimental drugs and unconventional 
medical treatments to boost your allies.

Heavy Auto Pistol
Mag (8 shots)
Mag (8 shots)

Submachinegun
Mag (40 shots)
Mag (40 shots)

Knife

Light Armour

Advanced Med Kit

Diagnostic Scanner

Jet Injector

Proficiencies. Light and medium armour; 
simple weapons, small arms; drug kit.

Languages. Common
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Heavy Auto Pistol +4 1D8+2 T 50/150
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Knife  2 +4 1D4+2 T

Jet Injector 1 +5 SPECIAL
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1 Your jet injector admiinisters medical treatments, as 
detailed in the column at right, some of which require 
the expenditure of Doses. 

              L1 Doses      L2 Doses

            ( ) ( ) ( ) ( )        ( ) ( )

2 Burst Fire. Optionally, you can fire a 10-round 
burst into a 10-ft cube area within short range. 
Each affected target makes a DC 15 Dexterity 
saving throw, taking full damage on a failure. 

3 You can throw a knife 20 ft., or up to 60 ft. with 
disadvantage on the attack roll.


