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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

Barroom Brawler. When you hit with an 
unarmed strike or an improvised weapon, 
you can use a bonus action to attempt to 
grapple your opponent. 

Rage. You lose your cool in a fight. As a 
bonus action, you become enraged for 1 
minute, granting the following benefits: 

• You make Strength checks and Strength 
saving throws with advantage

• You add +2 to the damage you inflict with 
Strength-based melee weapons

• You have resistance to bludgeoning, 
piercing and slashing damage

You can rage 3 times per long rest. 

Frenzy. You can go into a frenzy when you 
rage, allowing you to make a single melee 
weapon attack as a bonus action on each 
of your turns starting after the turn you 
begin raging. When your rage ends, you 
suffer one level of exhaustion.

Unarmoured Defense. As a bruiser, you 
have a natural ability to avoid blows. 
When not wearing armour, your AC is 13.

Reckless Attack. You can opt to attack 
with reckless abandon for the first 
attack on your turn, giving you advantage 
on your attack roll, but attack rolls 
against you have advantage until the start 
of your next turn.

Danger Sense. You have advantage on 
Dexterity saving throws against effects 
that you can see, such as traps, 
explosions, and burst fire. 

As a Bruiser, you prefer to pummel your 
way out of trouble - or into it. You are 
strong and robust, with a bad temper that 
you take out on your opponents. 

Sledge Hammer

Revolver
Cylinder (6 shots)
cylinder (6 shots)
Cylinder (6 shots)
cylinder (6 shots)

Combat Knife

Proficiencies. Light armour, Medium 
armour; Small arms, simple weapons, 
martial weapons, improvised weapons.

Languages. Common
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Sledge Hammer +5 2D6+3 B 5

Revolver +3 1D8+1 P 40/120

Unarmed Strike 1 +5 1D4+3 B 5

Improvised weapon 1,2 +5 1D4+3 B 5

13 +1 30
FEET

1 When you hit with an unarmed strike or 
improvised weapon, you can attempt to 
grapple your opponent as a bonus action. 

2 An Improvised weapon is any object you pick up 
to hit someone with, such as a pool cue or a 
folding chair. 


