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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

Sharpshooter. You have mastered ranged weapons 
in the following ways:

• Attacking at long range doesn’t impose 
disadvantage on your attack roll. 

• Your ranged weapon attacks ingore half cover 
and three quarters cover. 

• You can choose to make a ranged attack roll 
with a -5 penalty. In exchange, on a hit, you add 
+10 to the damage.

Stealth Points. You have 3 stealth points with 
which to pull off the following cunning feats. 
Your stealth points replenish after a long rest.

• Naturalist Medicine. You've learned to identify 
rare plants and other natural ingredients and 
mix them into a potent healing agent. As an 
action, spend 1 Stealth point to target one 
wounded person or animal you can touch. That 
target regains 1d8+2 hit points.

• Booby Trap. spend 1 Stealth point and 10 minutes 
rigging a 20 ft. cube area with one of the 
following traps, provided that the needed items 
are available to you. People and animals 
approaching the rigged area can make a DC 12 
Perception check to spot the trap.

[ Trip Flare. Any person or animal passing 
through the rigged area will launch a flare, 
illuminating all such targets in a 20 ft. 
radius. For one 1 minute, ranged attacks from 
outside the illuminated radius against targets 
within it are made with advantage.

[ Entanglement. By stringing barbed wire, vines, 
ropes or similar materials into a criss-cross 
pattern concealed by undergrowth, you create 
an entanglement. Creatures entering the area 
must succeed on a DC 12 Dexterity saving 
throw or fall prone. Those that fail the 
saving throw by 5 or more are restrained, and 
can make an Athletics check to break free on 
their turns. The area is difficult terrain.

[ Spike Trap. You rig a spring-loaded spike to 
impale trespassers with 1d10 piercing damage. 
The first creature to pass through the area 
springs the trap and must make a Dexterity 
saving throw, taking half damage on a success 
and full damage on a failure.

• Quarry. As a bonus action, spend 1 Stealth point 
and choose one target within 90 ft. to mark as 
your quarry. For the next hour, you deal an 
extra 1d6 damage to your quarry whenever you 
hit with a weapon attack, and you have 
advantage on Perception or Survival checks 
made to find your quarry. If your quarry drops 
to 0 hit points before the hour is up, you can 
use a bonus action on a subsequent turn to 
mark a new quarry. If you take damage, you must 
succeed on a Constitution check, the DC of 
which is 10 or the amount of damage you took 
(whichever is higher), or lose this benefit.

• Like the Wind. spend 1 Stealth point to increase 
your speed by 10 ft. for 1 hour.

Camouflage. By spending 10 minutes gathering 
items from your surroundings and affixing them 
to your person, you can camouflage yourself into 
the environment around you, making you harder 
to spot. Doing so grants you a +2 bonus to 
Stealth checks to hide and move unseen.

Double Tap. Once, on each of your turns when you 
make a weapon attack, you can make another 
attack with the same weapon against a different 
creature that is within 5 feet of the original 
target and within range of your weapon.

As a tracker, you’re a skilled marksman, 
hunter, and survivalist, able to traverse 
the wilderness solo for long periods or 
guide groups safely through it.

Sniper rifle
Mag (10 shots)
Mag (10 shots)

Light auto pistol
Mag (15 shots)
Mag (15 shots)

Combat knife

Machete

Light armour

Flare gun
Flares (10)

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

Languages. Common.
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1 Aim. You can spend an action aiming, adding a +1 to your 
attack roll. You lose this bonus if you move or take 
damage before your attack roll. The bonus ends after 
your you make your attack roll. 

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


