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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

Actor. You are skilled at mimicry, gaining the 
following benefits:

• You have advantage on Deception and 
Performance checks when trying to pass 
yourself off as someone else. 

• You can mimic the speech of another person, or 
the sounds of a creature, that you have spent 
at least 1 minute listening to. Those you are 
trying to fool make an Insight check vs. your 
Deception check to see through the mimicry.

Charming Personality. You know how to persuade 
and manipulate others, even those with a negative 
disposition toward you. Choose one person you 
can see within 30 ft. who can see and hear you. 
That person makes a DC 13 Wisdom saving throw. 
(If the target dislikes you, he makes the save with 
advantage.) If failed, the target adopts a friendly 
demeanor toward you for the next hour, or until 
harmed by you or your allies. You can use this 
feature 3 time per long rest. This effect does 
not work on anyone who is hostile towards you. 

Inspiration. You bring out the best in your allies. 
As a bonus action, one person within 60 ft. of 
you who can see and hear you receives an 
Inspiration die (d6). Within the next 10 minutes, 
the recipient can choose to add the D6 to one 
undesirable ability check, attack roll, or saving 
throw result, but must do so before the DM says 
whether the roll succeeds or fails. One person 
can have only one Inspiration d6 at a time. You 
can use this feature 3 times per long rest.

Motivational Speaker. your motivational speech 
helps revitalize your wounded allies. If you or any 
allies who can hear you regain hit points at the 
end a short rest by expending Hit Dice, each of 
them regains an extra 1d6 hit points. 

Mind Reading. You’re so intuitive that you can 
glean what others are thinking. As an action, 
target one person you can see and hear within 30 
ft. For the next minute, you sense the one most 
important thing that person is contemplating. 

You can also try to discern your target’s deeper 
thoughts, such as motives, hopes or fears, 
through direct face-to-face interaction. When 
doing so, the target makes a DC 13 Wisdom saving 
throw. If the target fails, you succeed in learning 
more, and ending the effect. 

You can use this feature 3 times per long rest

Cutting Words. you know how to distract, 
confuse, and enrage your opponents. When an 
opponent within 60 ft. of you, that you can see 
and who can hear you, makes an attack roll, an 
ability check, or a damage roll, use your reaction 
to expend one of your uses of Inspiration, 
rolling d6 and subtracting the number rolled 
from the opponent's roll. You can wait until 
after the opponent makes his roll, but before 
the DM determines whether it succeeds or fails, 
or before the opponent deals damage.

Disguise Kit

heavy automatic pistol
mag (8 shots)
Mag (8 shots)

Concealable vest (light armour)

finely tailored outfit

Proficiencies. Light armour; automatic 
pistols; simple weapons; disguise kit. 

Languages. Common.
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As a Face, you rely on your wits, charm 
and uncanny intuition about people to 
close deals, talk your way out of trouble, 
and even glean the thoughts of others. 


