
Mutant Type: Intelligence; Psi; +2 to 
psi overcharge.

Skill Bonus (Level 1): Gain a +2 bonus 
to Conspiracy, Mechanics, Nature, and 
Science checks.

Encrypted Mind (Level 1): Gain a +2 
bonus to Will.

Active Subroutines (Level 1): You 
don't grant combat advantage while 
dazed. You can take one standard 
action on your turn while stunned.

AI Critical (Level 2 or 6): When you 
score a critical hit, the attack deals 
1d10 extra damage, and the target and 
each robot you can see becomes 
dazed until the end of your next turn.

Mutant Type: Intelligence; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Science checks.

Inhuman Nature (Level 1): Gain a +2 
bonus to Will.

Not of this World (Level 1): When you 
draw an Alpha Mutation card, draw 
two cards: The Game Master decides 
which one you keep. Shu�e the other 
back into the deck you drew it from.

Alien Critical (Level 2 or 6): When you 
score a critical hit, the attack deals 
1d10 extra damage, and you can use 
alien engineering as a minor action 
once before the end of your next turn.

Mutant Type: Dexterity; Bio; +2 to bio 
overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Nature checks.

Many-Limbed Maneuverability 
(Level 1): Gain a +2 bonus to Re�ex.

Spider Climber (Level 1): Gain a climb 
speed of 6. ln addition, you can climb 
across overhanging horizontal 
surfaces such as ceilings without 
having to make an Athletics check.

Arachnoid Critical (Level 2 or 6): 
When you score a critical hit, the attack 
deals 1d10 extra damage, and the 
target is immobilized until the end of 
your next turn.

Mutant Type: Charisma; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Science checks.

Unordered Luck (Level 1): Gain a +1 
bonus to AC and Re�ex.

Disordered (Level 1): Gain resist 15 
necrotic. In addition, whenever you 
regain hit points, you take a -2 
penalty to all defenses until the end 
of your next turn.

Entropic Critical (Level 2 or 6): 
When you score a critical hit, the 
target also takes ongoing 10 necrotic 
damage (save ends).

Mutant Type: Wisdom; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Perception checks.

Ghostly (Level 1): While you're 
bloodied, you gain resist 5 to all 
damage.

Ectoplasmic Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
you regain hit points equal to your 
level + 2.

Mutant Type: Charisma; Psi; +2 to psi 
overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Stealth checks.

Chilling Aura (Level 1): Gain a +1 
bonus to Fortitude and Re�ex.

Frosty the Mutant (Level 1): Gain 
resist 15 cold.

Cryokinetic Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
the target is immobilized until the 
end of your next turn.

Mutant Type: Constitution; Psi; +2 to 
psi overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Athletics checks.

Practical Endurance (Level 1): Gain a 
+1 bonus to Fortitude and Will.

Fireworks (Level 1): While you're 
bloodied, any creature that ends its 
turn in a space adjacent to you takes 3 
�re and sonic damage.

Exploding Critical (Level 2 or 6): 
When you score a critical hit, the attack 
deals 1d10 extra �re and radiation 
damage, and each creature adjacent to 
you takes 5 �re and radiation damage.

Mutant Type: Constitution; Bio; +2 to 
bio overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Interaction checks.

Mushroom Thoughts (Level 1): Gain 
a +2 bonus to Will.

Healing Spores (Level 1): Once per 
turn when you regain hit points, 
each ally within 3 squares of you 
regains hit points equal to your level.

Fungoid Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
the target is blinded until the end of 
your next turn.

Mutant Type: Strength; Bio; +2 to 
bio overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Stealth checks.

No Real Weak Points (Level 1): Gain 
a +2 bonus to Fortitude.

Translucent (Level 1): At the start of 
each encounter, you are invisible 
until you attack or until the end of 
the encounter.

Gelatinous Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra acid damage, 
and you knock the target prone.

Mutant Type:
AI TRAITS

Mutant Type: Intelligence; Dark; +2 to 
ALIEN TRAITS

Mutant Type: Dexterity; Bio; +2 to bio 
ARACHNOID TRAITS

Mutant Type: Charisma; Dark; +2 to 
ENTROPIC TRAITS

Mutant Type: Wisdom; Dark; +2 to 
ECTOPLASMIC TRAITS

Mutant Type: Charisma; Psi; +2 to psi 
CRYOKINETIC TRAITS

Mutant Type: Constitution; Psi; +2 to 
EXPLODING TRAITS

Mutant Type: Constitution; Bio; +2 to 
FUNGOID TRAITS

Mutant Type: Strength; Bio; +2 to 
GELATINOUS TRAITS

Your body is a shell designed to protect the processor, microchips, 

and data storage that compose the essence of what you are. You might be marooned here, waiting for a passing vessel on 

which you can hitch a ride or you might be an advance scout. You might be a giant spider with eight legs, a furry body, and an 

exoskeleton, or even swinging about in a red-and-blue costume.

You look like you`re sprinting to the grave. Aside from your pallid 

appearance and your spare frame, you also have a hard time 

keeping your things nice. Your clothing frays and fades.You only partly exist in this world. People can see through your 

body, and you give them the "willies." Your skin has a bluish cast and your eyes glitter as if cut from solid 

ice. Your presence sets others to shivering in the cold you emit.

Exploding over and over doesn't damage you, but it's hell on the 

wardrobe. When you get emotional, your eyes burn, your hair 

smokes, and heat shimmers around you.
You might be a mushroom, complete with cap, gills, and trunk, or a 

pu�ball, rolling over the ground emitting little pu�s of spores. You might be an unsightly gooey lump, but you're a sentient 

unsightly gooey lump. Life is far simpler as a single-celled 

organism. You don't have to concern yourself with clothing.

Your body is a shell designed to protect the processor, microchips, 

and data storage that compose the essence of what you are.

YOU ARE A THINKING MACHINE.

You might be marooned here, waiting for a passing vessel on 

which you can hitch a ride or you might be an advance scout.

OUT OF ALL THE WORLDS IN THE COSMOS, YOU HAVE FOUND THIS STRANGE, SCARRED 

AND PITTED BLUE SPHERE IN AN UTTERLY UNINTERESTING CORNER OF THE UNIVERSE.

You might be a giant spider with eight legs, a furry body, and an 

exoskeleton, or even swinging about in a red-and-blue costume.

YOU HAVE POISONOUS FANGS...

You look like you`re sprinting to the grave. Aside from your pallid 
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THE UNIVERSE'S END SEETHES...

You only partly exist in this world. People can see through your 

body, and you give them the "willies." 

YEP, YOU'RE A GHOST.

Your skin has a bluish cast and your eyes glitter as if cut from solid 

ice. Your presence sets others to shivering in the cold you emit.

THERE IS NO HEAT IN YOUR FLESH.

Exploding over and over doesn't damage you, but it's hell on the 
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Exploding over and over doesn't damage you, but it's hell on the 

wardrobe. When you get emotional, your eyes burn, your hair 
YOU'RE A TICKING TIME BOMB.

You might be a mushroom, complete with cap, gills, and trunk, or a 

pu�ball, rolling over the ground emitting little pu�s of spores.

FROM THE MOIST DARKNESS
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unsightly gooey lump. Life is far simpler as a single-celled 
YOU'RE GLISTENING PROTOPLASM.
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AND PITTED BLUE SPHERE IN AN UTTERLY UNINTERESTING CORNER OF THE UNIVERSE.

ALIEN
YOU HAVE POISONOUS FANGS...YOU HAVE POISONOUS FANGS...YOU HAVE POISONOUS FANGS...YOU HAVE POISONOUS FANGS...YOU HAVE POISONOUS FANGS...YOU HAVE POISONOUS FANGS...

ARACHNOID
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ENTROPIC
YEP, YOU'RE A GHOST.

ECTOPLASMIC
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CRYOKINETIC
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EXPLODING
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FUNGOID
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GELATINOUS



Mutant Type: Dexterity; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Mechanics checks.

Metallic Shields (Level 1): Gain a +1 
bonus to AC.

Magnetized Body (Level 1): When-
ever you are pulled, pushed, or slid, 
you can reduce the distance of the 
forced movement by 1 square.

Magnetic Critical (Level 2 or 6): When 
you score a critical hit, the attack 
deals 1d10 extra damage, and the 
target is restrained until the end of 
your next turn.

Mutant Type: Charisma; Psi; +2 to psi 
overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Interaction checks.

Divine Luck (Level 1): Gain a +1 bonus 
to Fortitude, Re�ex, and Will.

Enduring Belief (Level 1): When you 
are dying, you don't fall unconscious 
until you have failed one death 
saving throw.

Mythic Critical (Level 2 or 6): When 
you score a critical hit, one ally you 
can see can make a basic attack as a 
free action with a +2 bonus to the 
attack roll.

Mutant Type: Intelligence; Psi; +2 to 
psi overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Interaction checks.

Master of Terror (Level 1): Gain a +2 
bonus to Will.

Insidious Mind (Level 1): Whenever 
you hit an enemy with a psi attack, you 
can also slide that enemy 2 squares.

Nightmare Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
the target moves its speed away from 
you as a free action.

Mutant Type: Wisdom; Psi; +2 to psi 
overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Interaction checks.

Not Surprised (Level 1): Gain a +1 
bonus to AC and Will.

Third Eye Awareness (Level 1): 
 Gain a +2 bonus to opportunity 
attack rolls and a +4 bonus to 
initiative checks.

Prescient Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
the target grants combat advantage 
until the end of your next turn.

Mutant Type: Dexterity; Bio; +2 to bio 
overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Acrobatics checks.

Bend but Not Break (Level 1): Gain a 
+1 bonus to Fortitude and Re�ex.

Malleability (Level 1): You can 
compress your body to �t through a 
1-inch-wide crack. You don’t become 
slowed or grant combat advantage 
while squeezing in this way.

Plastic Critical (Level 2 or 6): When 
you score a critical hit, the attack 
deals 1d10 extra damage, and the 
target is restrained until you end your 
turn not adjacent to it.

Mutant Type: Constitution; Bio; +2 to 
bio overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Athletics checks.

Strengthened by Plague (Level 1): 
Gain a +2 bonus to Fortitude.

Typhoid Mary/Marvin (Level 1): You 
are immune to disease and gain 
resist 10 necrotic.

Plaguebearer Critical (Level 2 or 6): 
When you score a critical hit, the 
target takes ongoing 10 necrotic 
damage (save ends).

Mutant Type: Strength; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Athletics checks.

Undead Recuperation (Level 1): 
You are immune to disease, and 
whenever you start your turn and 
have at least 1 hit point, you regain 
hit points equal to your level.

Slow (Level 1): Reduce your speed 
by 1.

Reanimated Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
the target is dazed until the end of 
your next turn.

Mutant Type: Charisma; Bio; +2 to 
bio overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Interaction checks.

Rippling Flesh (Level 1): Gain a +2 
bonus to Re�ex.

Subtle Movement (Level 1): You can 
shift 1 square as a minor action.

Shapeshifter Critical (Level 2 or 6): 
When you score a critical hit, the 
attack deals 1d10 extra damage, and 
the target grants combat advantage 
until the end of your next turn.

Mutant Type: Strength; Bio; +2 to 
bio overcharge.

Skill Bonus (Level 1): Gain a +4 
bonus to Athletics checks.

Monkey Tough, Monkey Fast
 (Level 1): Gain a +1 bonus to 
Fortitude and Re�ex.

Agile Monkey (Level 1): Gain a +1 
bonus to Speed.

Simian Critical (Level 2 or 6): When 
you score a critical hit, the attack 
deals 1d10 extra damage, and you 
push the target 2 squares.

Mutant Type: Dexterity; Dark; +2 to 
MAGNETIC TRAITS

Mutant Type: Charisma; Psi; +2 to psi 
MYTHIC TRAITS

Mutant Type: Intelligence; Psi; +2 to 
ARACHNOID TRAITS

Mutant Type: Wisdom; Psi; +2 to psi 
PRESCIENT TRAITS

Mutant Type: Dexterity; Bio; +2 to bio 
PLASTIC TRAITS

Mutant Type: Constitution; Bio; +2 to 
PLAGUEBEARER TRAITS

Mutant Type: Strength; Dark; +2 to 
REANIMATED TRAITS

Mutant Type: Charisma; Bio; +2 to 
SHAPESHIFTER TRAITS

Mutant Type: Strength; Bio; +2 to 
SIMIAN TRAITS

You can even manipulate the magnetic �elds surrounding other 

creatures, allowing you to hold them fast or move them about. You are a manifestation of dei�c progeny, empowered by the 

mental energy of past believers. You are on Gamma Terra to see 

the world and to represent the belief that spawned you.
Your glance silences bravado and your gesture murders courage. 

You wield fear as a weapon and bring terror to anyone who 

stands in your way.

You pick them up from people around you. Sometimes, you read 

another‘s intent. Other times, you see a person’s immediate future. 

You probably �nish other people’s sentences.Fantastic �exibility lets you stretch your limbs, twist your body into 

a pretzel, and form yourself into any number of interesting shapes.Your friends are viruses and bacteria, the diseases that fester and 

play in your body. You like to share them with everyone you meet.

Spores from outer space, a secret government project, hoodoo, or 

something else awakened your corpse and gave it a second chance at 

life (or something close to it). You have this nagging taste for brains. Whatever you want to be, you are. You have escaped mankind’s oppression and exploitation, and-

through conquest-have won freedom. Should anything threaten you, 

you are quick to resort to battle. Other wise, you’d be just another ape.

You can even manipulate the magnetic �elds surrounding other 

creatures, allowing you to hold them fast or move them about.

MATTER IS YOURS TO COMMAND.
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YOU HAVE A DIVINE PARENT.

Your glance silences bravado and your gesture murders courage. 
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You wield fear as a weapon and bring terror to anyone who 
A NIGHTMARE BROUGHT TO LIFE.
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another‘s intent. Other times, you see a person’s immediate future. 
THE UNIVERSE'S END SEETHES...

Fantastic �exibility lets you stretch your limbs, twist your body into 

a pretzel, and form yourself into any number of interesting shapes.

YOU HAVE AN ELASTIC BODY.

Your friends are viruses and bacteria, the diseases that fester and 

play in your body. You like to share them with everyone you meet.

YOU GOT COOTIES.

Spores from outer space, a secret government project, hoodoo, or 
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YOU WERE DEAD, BUT YOU GOT BETTER.

Whatever you want to be, you are.
Whatever you want to be, you are.

YOU CHANGE APPEARANCE LIKE A 
NORMAL PERSON CHANGES CLOTHES.

You have escaped mankind’s oppression and exploitation, and-
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YOU ARE A MUTATED MONKEY.
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NIGHTMARE
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PRESCIENT
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PLASTIC
YOU GOT COOTIES.

PLAGUEBEARER
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SHAPESHIFTER
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SIMIAN



Mutant Type: Wisdom; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Conspiracy checks.

Too Slow! (Level 1): Gain +2 bonus 
to AC.

Temporal Advantage (Level 1): Gain a 
+5 bonus to Initiative checks.

Temporal Critical (Level 2 or 6): When 
you score a critical hit, the attack deals 
1d10 extra damage, and you teleport 
the target 2d6 squares.

Mutant Type: Constitution; Dark; +2 to 
dark overcharge.

Skill Bonus (Level 1): Gain a +4 bonus 
to Athletics checks.

Great Turning Radius (Level 1): Gain a 
+2 bonus to Re�ex.

All-Wheel Drive (Level 1): You ignore 
di�cult terrain and gain a +1 bonus 
to speed.

Wheeled Critical (Level 2 or 6): When 
you score a critical hit, the attack deals 
1d10 extra damage, and you knock 
the target prone. You can then shift 
your speed.

Mutant Type: Wisdom; Dark; +2 to 
TEMPORAL TRAITS

Mutant Type: Constitution; Dark; +2 to 
WHEELED TRAITS

In your jaunts through time-space, you have witnessed the 

singularity that resulted in creation's birth, dined beneath the 

roiling skies at time’s end, and walked alongside the dinosaurs.
They let you move you along at a pretty good clip, help you roll 

over the toughest terrain, and let you squash monsters.

Just rotate your tires every 15,000 miles.
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YOU ARE A TIME-TRAVELER.

They let you move you along at a pretty good clip, help you roll 
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over the toughest terrain, and let you squash monsters.
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WHEELED


