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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

Linguist. You have studied languages and 
codes. In addition to knowing additional 
laugages (already noted in your sheet), you 
can create written ciphers to hide encoded 
messages. Such messages are readable 
only by those you’ve taught the cipher to; 
those who succeed on a DC 17 Intelligence 
check to decipher them; or who use magic 
to comprehend the message. 

Decipher. Your knowledge and afinity for 
languages allows you to gain information 
from a piece of text written in a language 
unfamiliar to you, such as ancient scripts, 
pictographs, runes or glyphs. You cannot 
translate the text, but you can glean an 
important clue or hint from studying it 
this way. To do so, spend 10 minutes and 
make an Intelligence check with advantage 
for each new such script you encounter. 
The DM determines what you learn.

Derring-do. You have a pool of 3 points 
which you can spend to accomplish one of 
the following daring deeds on your turn. 
You recover all points after a long rest.

• Tarzan Swing. Assuming adequate achor 
points are available, as a bonus action 
on your turn, spend 1 point to use your 
whip (or a rope fashioned into a lasso) to 
swing across a 20 ft. chasm, river, or 
similar gap. 

• Trip Attack. When you hit a Large or 
smaller creature with your whip, spend 1 
point to attempt to trip it as a bonus 
action. Make an Athletics check 
contested by the creature’s Athletics or 
Acrobatics check (DM’s choice). If you 
win, the target is knocked prone. 

• Plot Armour. You can’t die - you’re the 
hero! Spend 1 point to gain reistance 
from all mundane bludgeoning, piercing 
and slashing damage until the start of 
your next turn. 

• Flee from danger. They can’t catch you! 
Spend 1 point to take the Dash action as 
a bonus action on your turn, negating 
any attacks of opportunity against you 
until the end of your turn. As well, 
attacks against you are at disadvantage 
until the start of your next turn. 

An eye for detail. You have advantage on 
Perception checks made to discover secret 
doors, hidden passages, and similarly 
disguised spaces, as well as to detect 
traps. Additionally, you have advantage on 
saving throws made to avoid traps and 
resistance to damage from them. 

As a Loreseeker, you are driven by your 
curiosity for ancient knowledge, lost worlds, 
and the treasures thereof - pursuits which 
often lead you into precarious situations.

Light Pistol
Knife
Light armour
Bull Whip
machete
notebook

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

Languages. Common, _______________, 
_______________, _______________.
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Light Pistol +4 1D6+2 P 40/160

Bull Whip 1 +4 1D4+2 S 10

Machete +4 1D6+2 S 5

Knife 2 +4 1D4+2 P 20/60

13 +2 30
FEET

1 With your bull whip, you can attack targets up 
to 10 ft. away. 

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


