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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

Alert. You can’t be surprised while you are 
conscious; opponents you can’t see don’t 
get advantage on attack rolls against you; 
and you gain +5 to initiative (noted). 

Defensive. While you are wearing armour, 
you gain a +1 bonus to AC. (Noted)

Second Wind. You have a limited well of 
stamina that you can draw upon to 
protect yourself from harm. On your 
turn, you can use a bonus action to regain 
1d10+3 hit points. You can use this feature 
once per short or long rest.

Action Surge. once per short or long 
rest, You can push yourself beyond your 
normal limits. On your turn, you can take 
an extra action. 

Maneuvers. You have four bonus d8’s which 
you can expend to perform the following 
combat maneuvers. You regain all d8’s 
after a short or long rest.  

• Maneuvering Attack. When you hit a 
target with a weapon attack on your 
turn, you can expend a bonus d8, adding 
its result to your damage roll. In 
addition, an ally you choose who can hear 
and see you can use their reaction to 
move up to half their speed without 
provoking attacks of opportunity.

• Precision Attack. When you make a 
weapon attack roll against an adversary, 
you can expend one d8 to add it to the 
roll. You can use this maneuveur before 
or after making the attack roll, but 
before effects of the attack are applied. 

• Preemptive Buttstrike. When an 
adversary moves to and stops within 5 
ft. of you, you can use your reaction and 
expend one d8 to make a buttstrike 
against that adversary. If you hit, that 
adversary subtracts the result of your 
bonus d8 from its next attack roll.
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Combat Knife

medium armour

Proficiencies. All armour; Small arms, 
Heavy weapons, Explosives.

Languages. Common.

+2

13

Human

Medium

3rd-level Soldier

+4

+5

+4

+3

+1

+3

+2

28

3D10

17 +8 30
FEET

+2

+3

+2

+0

+1

-1

14

16

14

10

12

8

submachinegun 1,2 +5 1D6+3 P 50/150

assault rifle 1,2 +5 1D8+3 P 80/240

Heavy auto pistol 2 +5 1D8+3 P 50/150

Combat Knife 3 +5 1D4+3 P 5

1 Burst Fire. Optionally, you can fire a 10-round 
burst into a 10-ft cube area within short range. 
Each affected target makes a DC 15 Dexterity 
saving throw, taking full damage on a failure. 

2 Buttstrike. you can strike an opponent within 5 ft. of 
you with the butt of your rifle or smg. Your attack 
roll modifier is +5 and you deal 1d4+3 bludgeoning 
damage. You can also use your reaction to make an 
attack of opportunity with buttstrike.

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

As a Soldier, you’re skilled with small 
arms and explosives, and trained in 
infantry combat. 


