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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

Keen Mind. You can accurately recall anything you’ve 
seen or heard within the last month. 

Techno-Effects. As an action, you can perform the 
following effects with your techno-gadget:

• Stun. Make a ranged attack with your 
techno-gadget against one target within 60 ft. If 
you hit, the target must succeed on a DC 13 Con 
save or be stunned until the start of your next 
turn. 

• Taser. Make a melee attack with your 
techno-gadget. If you hit, the target suffers 1d6+3 
non-lethal lightning damage and cannot take 
reactions until the start of your next turn.  

• Mend. You can quickly repair minor breaks or tears 
in simple parts, surfaces, or textiles - such as 
fusing a broken chain link or sealing a metal door 
shut. Doing so takes 1 minute. 

By expending charges, you can perform the following 
more potent effects:

• Proximity Alert (L1 Charge). You set an alarm on an 
area that alerts you of anyone or anything passing 
through it. Choose a door, window or 20-ft cube 
within 3o ft. For the next 8 hours, your 
techno-gadget alerts you to any breach of the 
area. You can calibrate the alarm to ignore specific 
individuals or types of creatures. You can receive 
alerts of a breach from up to 1 mile away. 

• Disruptor (L1 Charge). You temporarily disable one 
opponent’s electronic devices, such as radios, 
night-vision optics, and energy weapons. As an 
action, make a ranged attack against one target 
within 60 ft. On a hit, all such devices worn or 
carried by the target cease functioning until the 
start of your next turn.

• Scan (L1 Charge). You can determine the exact 
nature and capabilities of an unusual, unknown 
electronic device that cannot be identified with 
normal examination. 

• Tesla Bolt (L1 Charge). As an action, make a ranged 
attack with your techno-gadget against one target 
within 30 ft. On a hit, the target takes 1d12 
lightning damage. You can expend a L2 charge to 
increase the damage to 2d12.

• Bend Light (L2 Charge). As an action, you can create 
a light-bending effect around yourself, making you 
harder to see. For up to one minute, attacks 
against you have disadvantage. If you take damage, 
make an Intelligence saving throw, the DC of which 
is either 10 or the damage taken, whichever is 
higher; a failed saving throw ends the effect.

• Locator (L2 Charge). As an action, you can locate 
the proximity, angle and direction of motion of an 
object, within 1000 ft. of you, relative to your 
position. You must have either seen the object up 
close or possess detailed specs on it. Multiple 
objects of the same type can be tracked in this 
way. A layer of lead between you and the object 
will block detection of it.

You restore all charges after a long rest.

Disable/Bypass. Using your techno-gadget, You can 
attempt to disable a mechanical or electronic device, 
or bypass an electronic security measure. To do so, 
make a Intelligence (Engineering) check, the DC of 
which is determined by the DM.

Engineering. Your technical know-how and engineering 
tools allow you to craft high-tech items by 
expending time and resources. Based on the nature 
and complexity of the item you wish to craft, the DM 
will determine how much time and resources are 
needed, as well as the DC to successfully craft it.

As a Technologist, you rely on your 
ingenuity and affinity with technology to 
design - or disable - high-tech devices, 
security systems, computer networks, etc.

light automatic pistol
mag (15 shots)

techno-gadget

engineering tool kit

laptop computer

Proficiencies. Light auto pistol, knife; 
engineering tool kit (+5), techno-gadget (+5)

Languages. Common
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Techno-gadget 1 +5 SPECIAL SPECIAL

Light auto pistol +3 1D6+1 P 50/150

Knife 2 +3 1D4+1 P 5

11 +1 30
FEET

1 Your techno-gadget can perform special 
actions detailed in the column at right, some 
of which require the expenditure of charges. 

            L1 Charges     L2 Charges

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

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


