
At-Will  Psi, Psychic
Standard Action Close Blast 3
Target: Each creature in blast
Attack: Intelligence + your level vs. Will
Hit: 1d10 + Intelligence modi�er + your level 
psychic damage, and the target takes a -2 
penalty to attack rolls until the end of your 
next turn.

Encounter  Psi
Immediate Reaction  Personal
Trigger: An ally hits an enemy with an attack
E�ect: You can roll twice on your next attack 
roll against the triggering enemy before 
the end of your next turn, and use either 
result.

Encounter  Electric, Psi
Standard Action Close burst 2
Target: Each creature in burst
Attack: Intelligence + your level vs. Will
E�ect: The target is dominated until the start 
of your next turn. At the start of your next 
turn, the target takes electric damage eq 
ual to twice your level.

At-Will  Dark, Radioactive
Standard Action Melee 1
Target: You or one ally
E�ect: The target's next weapon attack 
before the end of the encounter gains a +2 
bonus to the attack roll and deals 5 + your 
Intelligence modi�er + your level extra 
radioactive damage.

Encounter  Dark, Teleportation
Move Action Melee 1
Target: You or one ally
E�ect: You teleport the target 10 squares. 
Then roll a d6. On a result of 1 or 6, you can 
use beam me up an additional time during 
this encounter.

Daily  Dark, Fire, Radiation
Standard Action
Area burst 5 within 20 squares
Target: Each creature in burst
Attack: Intelligence + your level vs. Dexterity
Hit: 1d12 + Intelligence modi�er + your level 
�re and radiation damage.

At-Will  Bio, Poison
Standard Action
Area burst 1 within 10 squares
Target: Each creature in burst
Attack: Dexterity + your level vs. Re�ex
Hit: 1d8 + Dexterity modi�er + your level 
poison damage, and the target is immobi-
lized until the end of your next turn.

Encounter  Bio
Move Action Personal
E�ect: If you are slowed or immobilized, you 
end that e�ect. ln addition, you shift a 
number of squares equal to one-half your 
speed.

Encounter  Bio
Standard Action Melee touch
Target: One creature
Attack: Dexterity vs. Re�ex
Hit: The target is blinded and restrained 
(save ends both). Until the target saves 
against this e�ect, whenever you move, you 
can pull the target up to your speed into a 
space adjacent to you.

Your optical interface becomes a blue color 
�ickering with nonsensical white text.

You can do things at least 900 times better 
than any mutant.

Your electronic processors surge with power, 
making those around you into your slaves.

Drawing on your alien training, you modify a 
weapon to function at greater strength.

You speak into a small device and you or an ally 
disappear into a shimmering column of light 

and reappear elsewhere.

At your command, your mothership
translocates a mini-nuke among your enemies.

You weave a sticky, poisonous net with your 
spinners and use it to ensnare your opponents.

You use your natural mobility to extricate 
yourself from a sticky situation.

“Lunch!” says the spider to the �y. You wrap 
your enemy in tight webs and drag it away.
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At-Will  Cold, Psi
Standard Action Melee Touch
Target: One creature
Attack: Charisma + your level vs. Fortitude
Hit: 1d6 + Charisma modi�er + twice your 
level cold damage, and the target is slowed 
until the end of your next turn. If the target 
is already slowed, it takes 1d6 extra cold 
damage.

Encounter  Cold, Psi
Move Action Personal
E�ect: You �y a number of squares equal to 
your speed. Each square you exit �lls with 
ice that lasts until the end of your next turn. 
lce-�lled squares are di�cult terrain.

Encounter  Cold, Psi, Zone
Standard Action Close burst 3
Target: Each creature in burst
Attack: Charisma + your level vs. Fortitude
Hit: 1d10 + Charisma modi�er + your level 
cold damage, and the target is immobilized 
until the end of your next turn.

E�ect: The burst creates a zone of ice that 
lasts until the end of your next turn. 
Squares within the zone are di�cult terrain.

At-Will  Dark, Psychic
Standard Action Melee Touch
Target: One creature
Attack: Wisdom + your level vs. Re�ex
Hit: 2d8 + Wisdom modi�er + twice your 
level psychic damage.

E�ect: You shift 2 squares to any unoccupied 
square adjacent to the target.

Encounter  Dark
Minor Action Personal
E�ect: Until the end of your next turn, you 
ignore di�cult terrain, you can move 
through enemies' squares, and you can 
move through blocking terrain. You must 
still end your movement in an unoccupied 
square.

Encounter  Dark, Psychic
Immediate Reaction             Close burst 3
Trigger: An enemy bloodies you
Target: Each creature in burst
Attack: Wisdom + your level vs. Fortitude
Hit: 3d6 + Wisdom modi�er + your level 
psychic damage, and the target is dazed 
until the end of your next turn.

E�ect: You shift 3 squares to any unoccupied 
square in the burst.

At-Will  Dark, Necrotic
Standard Action Melee Touch
Target: One creature
Attack: Charisma + your level vs. Fortitude
Hit: 2d8 + Charisma modi�er + twice your 
level necrotic damage, and your attacks 
deal 5 extra necrotic damage to the target 
until the end of your next turn.

Encounter  Dark, Zone
Minor Action Personal
E�ect: Until the end of your next turn, while 
any creature is within 3 squares of you, it 
takes a -2 penalty to attack rolls and grants 
combat advantage.

Encounter  Dark, Necrotic
Standard Action Close blast 5
Target: Each creature in blast
Attack: Charisma + your level vs. Fortitude
Hit: 2d10 + Charisma modi�er + your level 
necrotic damage. If the target is bloodied 
by this attack, it takes 10 extra necrotic 
damage.

Your touch binds an enemy in chains of ice. You create an icy path over the ground and 
through the air letting you slide away to safety.

You emit a brilliant blue burst of frigidity that 
robs your enemies' heat and mobility.

You separate your molecules and plunge 
through an opponent. Sometimes you leave a 

slime trail.

You shift your atoms out of sync, which allows 
you to pass through solid objects.

An enemy's attack disrupts your concentration, 
causing realities to momentarily collapse.

You evaporate your enemy with a touch. You become living entropy and cause all things 
in your presence to decay.

You release an entropic pulse that sends your 
foes' electrons packing.
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At-Will  Fire, Psi, Sonic
Standard Action Close burst 2
Target: Each creature in burst
Attack: Constitution + your level vs. Re�ex
Hit: 1d6 + Constitution modi�er + your level 
�re and sonic damage, and you push the 
target 1 square. lf you're bloodied, this 
attack deals 1d6 extra damage.

Encounter  Fire, Psi, Sonic
Immediate Reaction             Close burst 2
Trigger: You take damage from an attack
Target: Each creature in burst
E�ect: You push the target 1d4 squares. If 
you push the target 4 squares, it also takes 
10 �re and sonic damage.

Encounter  Fire, Psi, Sonic
Standard Action Close burst 4
Target: Each creature in burst
Attack: Constitution + your level vs. Re�ex
Hit: 2d10 + Constitution modi�er + your 
level �re and sonic damage, and you push 
the target 4 squares.

E�ect: You explode. You can't take any 
actions and have neither line of sight nor 
line of e�ect to any other creature, and no 
creature has line of sight or line of e�ect to 
you, until tho end of your next turn. You 
then re-form in an unoccupied square 
within 5 squares of your last location.

At-Will  Bio, Poison
Standard Action Close burst 1
Target: Each enemy in burst
Attack: Constitution + your level vs. 
Fortitude

Hit: 1d6 + Constitution modi�er + your level 
poison damage, and the target grants 
combat advantage until the end of your 
next turn.

Encounter  Bio, Healing, Zone
Free Action Close burst 1
Trigger: You take physical damage from an 
attack while you're bloodied

E�ect: The burst creates a zone of spores 
that lasts until the start of your next turn. 
Squares within the zone are lightly 
obscured, and any ally that starts his or her 
turn within the zone regains hit points 
equal to 2 + your level.

Encounter  Bio, Poison, Psi
Standard Action             Close burst 2
Target: Each enemy in burst
Attack: Constitution + your level vs. 
Fortitude

Hit: 1d8 + Constitution modi�er + your level 
poison damage, and the target can't make 
opportunity attacks until the end of your 
next turn. If you score a critical hit against 
the target, it's also dominated until the end 
of your next turn.

At-Will  Acid, Bio
Standard Action Melee 1
Target: One creature
Attack: Strength + your level vs. Fortitude
Hit: 1d8 + Strength modi�er + twice your 
level acid damage, and the target is slowed 
until the start of your next turn.

Encounter  Bio
Move Action Personal
E�ect: You shift your speed. During this 
movement, you ignore di�cult terrain and 
can move through enemies' spaces.

Encounter  Acid, Bio
Standard Action Melee 1
Target: One Medium or smaller creature
Attack: Strength + your level vs. Re�ex. If the 
target is slowed, you gain a +4 bonus to the 
attack roll.

Hit: 2d8 + Strength modi�er + twice your 
level acid damage, and the target is 
restrained (save ends). lf you end your turn 
not adjacent to the target, it's no longer 
restrained.

When you relax your concentration, you 
detonate in a burst of �ame and sound.

The slightest bump, or an annoying foe, can set 
you o�.

Sometimes, it really is the only course of 
action! But it sure hurts.

You release a cloud of poisonous spores to 
confound your foes.

An enemy attacks you while you're hurt, and 
you eject a cloud of healing spores.

You release multicolored spores that bore into 
your enemies and cause madness.

You hit your foe with a �owing limb of goo, 
numbing your enemy.

You ooze across the battle�eld, una�ected by 
obstacles and enemies in your path.

You enfold your prey in a glistening embrace.

EXPLODING NOVICE EXPLODING UTILITY EXPLODING EXPERT
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At-Will  Dark, Electricity
Minor Action Melee 5
Target: One creature
Attack: Dexterity + your level vs. Fortitude
Hit: 1d8 + Dexterity modi�er + twice your 
level electricity damage, and you pull the 
target 3 squares.

Encounter  Dark
Minor Action Ranged 5
Target: One ally
E�ect: You either pull the target 4 squares, 
or slide the target 4 squares toward 
another ally within 5 squares of you.

Encounter  Dark, Electricity
Standard Action Close burst 3
Target: Each enemy in burst
Attack: Dexterity + your level vs. Fortitude; if 
the target is a robot, you gain a +2 power 
Bonus to the attack roll.

Hit: 2d6 + Dexterity modi�er + your level 
electricity damage, and you pull the target 
2 squares.

E�ect: Until the end of your next turn, 
creatures are restrained while they're 
adjacent to you.

At-Will  Physical, Psi, Weapon
Standard Action Melee or Ranged wpn
Target: One creature
Attack: Charisma + your level + weapon 
accuracy vs. AC

Hit: 1[W] + Charisma modi�er + your level 
physical damage, and one ally within 5 
squares of you gains either a +2 bonus to 
saving throws until the start of your next 
turn or 5 temporary hit points.

Encounter  Healing, Psi
Minor Action Close burst 1
Target: You and each ally in burst
E�ect: The target either makes a saving 
throw or regains hit points equal to your 
level.

Encounter  Electricity, Psi, Sonic
Standard Action             Ranged 10
Target: One, two, or three creatures
Attack: Charisma + your level vs. Re�ex
Hit: 2d6 + Charisma modi�er + your level 
electricity and sonic damage, and the target 
is dazed until the end of your next turn.

At-Will  Psi, Psychic
Standard Action Ranged 10
Target: One creature
Attack: Intelligence + your level vs. Will
Hit: 1d8 + Intelligence modi�er + twice your 
level psychic damage, and until the end of 
your next turn, the target grants combat 
advantage and takes a -2 penalty to attack 
rolls.

Encounter  Psi
Minor Action Ranged 10
Target: One ally
E�ect: Until the end of your next turn, 
enemies take a -2 penalty to attack rolls 
against the target.

Encounter  Psi, Psychic
Standard Action Ranged 10
Target: One creature
Attack: Intelligence + your level vs. Will
Hit: 2d8 + Intelligence modi�er + twice your 
level psychic damage. In addition, until the 
end of your next turn, the target takes a -2 
penalty to attack rolls and whenever a 
creature hits the target with an attack, that 
creature pushes the target 1 square.

You create a magnetic �eld between yourself 
and your enemy that pulls it closer. The �eld is 
charged with electricity that strikes your foe.

With a gesture, you pull an ally to you or send it 
careening toward another ally.

You generate an electrical pulse that alters 
your enemies' polarity, pulling them toward 

you and holding them �rmly in place.

Your astonishing strike against a foe �lls your 
allies with hope and zeal.

Suddenly, you and your allies feel better.
It's a miracle!

You call down a thunderbolt from the heavens 
to smite your enemies.

You wrench your enemy’s deepest, darkest fear 
from its mind and use it as a weapon against 

that foe.

You cause your enemies to see tentacles and 
gumming jaws expiode from your ally’s face.

You draw forth your enemy’s worst fear; 
bringing it into reality for a short time. Your 
foe �nds the vision so terrible that it panics.

MAGNETIC NOVICE MAGNETIC UTILITY MAGNETIC EXPERT

MYTHIC NOVICE MYTHIC UTILITY MYTHIC EXPERT
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At-Will  Bio, Necrotic
Standard Action Melee 1
Target: One creature
Attack: Constitution + your level vs. 
Fortitude. If the target is taking ongoing 
damage, you gain a +2 bonus to the attack 
roll.

Hit: 1d10 + Constitution modi�er + twice 
your level necrotic damage, and until the 
end of your next turn, the target is slowed 
and can’t take immediate actions or 
opportunity actions.

Encounter  Bio, Necrotic, Poison, Zone
Immediate Reaction               Close burst 2
Trigger: An enemy bloodies you
E�ect: Your body bursts into a cloud of 
disease, creating a zone of pestilence that 
lasts until the start of your next turn. While 
you’re under this e�ect, you can’t take any 
actions and have neither line of sight nor 
line of e�ect to any creature, and no 
creature has line of sight or line of e�ect to 
you. ln addition, enemies treat squares 
within the zone as di�cult terrain, and 
whenever an enemy within the zone takes 
damage from an attack, it takes 5 extra 
necrotic and poison damage. At the start of 
your next turn, you reform in any square 
within the burst.

Encounter  Bio, Necrotic
Standard Action Close blast 3
Target: Each creature in blast
Attack: Constitution + your level vs. 
Fortitude

Hit: 2d6 + Constitution modi�er + your level 
necrotic damage, and the target is dazed, 
slowed, and takes ongoing 5 necrotic 
damage (save ends all).

At-Will  Bio, Physical, Weapon
Standard Action Melee 3
Target: One creature
Attack: Dexterity + your level + weapon 
accuracy vs. AC

Hit: 1[W] + Dexterity modi�er + your level 
physical damage, and you pull the target 2 
squares.

Encounter  Bio
Immediate Interrupt  Personal
Trigger: An attack hits an ally within 2 
squares of you.

E�ect: The triggering attack hits you 
instead. You take only half damage from 
the attack.

Encounter  Bio, Physical
Standard Action             Melee 3
Target: One creature
E�ect: You shift 3 squares to a square 
adjacent to the target.

Attack: Dexterity + your level vs. Re�ex
Hit: 2d8 + Dexterity modi�er + twice your 
level physical damage. In addition, while 
you’re adjacent to the target, it's restrained 
and takes ongoing 10 physical damage 
(save ends both).

At-Will  Physical, Psi, Weapon
Standard Action Melee weapon
Target: One creature
Attack: Wisdom + your level + weapon 
accuracy vs. AC

Hit: 1[W] + Wisdom modi�er + your level 
physical damage, and the target can’t shift 
until the end of your next turn.

Encounter  Psi
Immediate Interrupt  Personal
Trigger: An enemy adjacent to you hits you
E�ect: You gain a +4 bonus to all defenses 
against the triggering attack. lf the attack 
misses, you can shift 1 square.

Encounter  Psi
Standard Action Ranged 5
Target: One creature
Attack: Wisdom + your level vs. Will
Hit: The next ally to hit the target automati-
cally scores a critical hit.

You strike your enemy and your touch delivers 
microbes that wreak havoc on its body.

You �y apart in a cloud of small, rotting 
particles that damages foes within it.

You unhinge your jaw and spray a noxious, 
toxic vomit that infects everyone it touches.

You stretch your arms across the room to strike 
at an enemy and pull it toward you.

You in�ate your body to block an incoming 
attack against a nearby ally.

You coil your elastic body around your foe
and crush it.

You read your enemy’s future actions and close 
o� its avenues for retreat.

Your enemy can’t act without your knowledge, 
allowing you to duck or dodge its attacks.

You know where the enemy will be in 5 seconds and 
which part of its body it’s protecting the most. This 

allows you to tell an ally where to strike a fatal blow.
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At-Will  Dark, Healing, Physical
Standard Action Melee 1
Target: One creature
Attack: Strength + your level vs. Fortitude
Hit: 2d6 + Strength modi�er + twice your 
level physical damage. lf you score a critical 
hit, you also regain 5 + your level hit points.

Encounter  Dark, Healing
No Action               Personal
Trigger: You start your turn with 0 hit points 
or fewer

E�ect: You regain hit points equal to your 
level and stand up.

Encounter  Dark, Physical
Standard Action Melee 1
Target: One creature
Attack: Strength + your level + 2 vs. AC
Hit: 1d10 + Strength modi�er + twice your 
level physical damage, and you knock the 
target prone. In addition, until the target 
starts its turn in a square not adjacent to 
you, it takes 5 physical damage whenever it 
starts its turn adjacent to you.

At-Will  Bio, Physical
Standard Action Melee weapon
E�ect: You assume the form of any Medium 
humanoid until you change form again. You 
retain your statistics in your new form, and 
your clothing, armor, and possessions do 
not change. You gain a +5 power bonus to 
Interaction checks to fool others with your 
disguise. You can choose to not attack.

Target: One creature
Attack: Charisma + your level vs. Re�ex.
Hit: 1[W] + Charisma modi�er + your level 
physical damage. It you changed your form 
to resemble the target, you gain a +2 power 
bonus to all defenses until the end of your 
next turn while the target is within 2 
squares of you.

Encounter  Bio
Minor Action  Personal
E�ect: You assume the form of a Tiny beast 
until the end of the encounter, until you 
change back to your previous form as a 
minor action, or until you change your form 
again. While in this form, you gain a +3 
power bonus to speed and to all defenses, 
you do not provoke opportunity attacks for 
moving, and you cannot attack.

Encounter  Bio, Physical
Minor Action  Personal
E�ect: You assume the form of a big scary 
monster (although you remain a Medium 
creature) until the end of the encounter, 
until you dismiss the form as a minor action, 
or until you change your form again. While 
in this form, enemies take a -2 penalty to 
attack rolls against you. You can make the 
following at-will attack while in this form.

Standard Action Melee 2
Target: One creature
Attack: Charisma + your level vs. AC
Hit: 2d6 + Charisma modi�er + twice 
your level physical damage.

At-Will  Bio, Physical, Weapon
Standard Action Melee or Ranged wpn
Target: One creature
Attack: Strength + your level + weapon 
accuracy vs. AC

Hit: 1[W] +1d6 + Strength modi�er + your 
level physical damage, and you gain a +2 
power bonus to your next attack roll 
against the target before the end of your 
next turn.

Encounter  Bio
Move Action  Personal
E�ect: You make an Athletics check to jump 
and gain a +5 power bonus. Each enemy 
adjacent to you at the end of the jump 
grants combat advantage to you until end 
of your next turn.

Encounter  Bio, Physical, Weapon
Standard Action Melee or Ranged wpn
Target: One creature
Attack: Strength + your level + weapon 
accuracy + 2 vs. AC

Hit: 2[W] + Strength modilier + your level 
physical damage, and each enemy within 3 
squaares of you grants combat advantage 
to you until the end of your next turn.

You sink your rotting teeth into your victim, 
seeking its tasty brain. Brains!

They’re coming to get you, Barbara! You'd know the smell of tasty gray cells from a block away, 
and your foe has some. You lunge forward and start 

snacking as you drag your enemy to the ground.

You take on your victim’s appearance to 
confuse your enemies.

You become an ino�ensive creature, small and 
unassuming. People want to pet you.

Your morph into a big, scary monster with
long, sharp claws.

You smash your foe to pulp. You leap up like a...well, like a monkey, to land 
among your foes.

You punctuate your attack with a blood-
curdling roar.

REANIMATED NOVICE REANIMATED UTILITY REANIMATED EXPERT
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At-Will  Dark, Physical, Teleportation
Standard Action Melee or Ranged wpn
Target: One creature
Attack: Wisdom + your level + weapon 
accuracy vs. Re�ex

Hit: 1[W] + Wisdom modi�er + your level 
physical damage, you teleport the target 4 
squares, and the target is dazed until the 
end of your next turn.

Encounter  Dark, Teleportation
No Action  Personal
Trigger: You end your turn
E�ect: You disappear into the future until 
the start of your next turn. While under this 
e�ect, you can’t take actions and have 
neither line of sight nor line of e�ect to any 
creature, and no creature has line of sight 
or line of e�ect to you. You reappear in an 
unoccupied square within 5 squares of the 
square you last occupied.

Encounter  Dark, Physical, Weapon
Standard Action Melee or Ranged wpn
Target: One creature
Attack: Wisdom + your level + weapon 
accuracy vs. Re�ex

Hit: 1[W] + Wisdom modi�er + your level 
physical damage, and the target disappears 
into the future until the end of your next 
turn. While under this e�ect, the target 
can’t take actions and has neither line of 
sight nor line of e�ect to any creature, and 
no creature has line of sight or line of e�ect 
to it. It reappears in an unoccupied square 
of your choice within 5 squares of you.

At-Will  Dark, Physical
Standard Action Melee weapon
E�ect: Before the attack, you shift 2 squares.
Target: One creature
Attack: Constitution + your level + weapon 
accuracy vs. AC

Hit: 1[W] + Constitution modi�er + your 
level physical damage, and the target takes 
a -2 penalty to attack rolls against your 
allies until the end of your next turn.

Encounter  Dark, Fire
Move Action Personal
E�ect: You move your speed + 2. Each 
square you leave is �lled with �re until the 
start of your next turn. Any creature that 
enters a �re square or starts its turn there 
takes 5 �re damage.

Encounter  Dark, Physical
Standard Action             Personal
E�ect: You move your speed. You can move 
through enemies’ spaces during this move, 
provided you end the move in an unoccu-
pied space. Make the following attack 
against each enemy the �rst time you enter 
its space during this movement.

Free Action Melee 1
Target: One creature
Attack: Constitution + your level 
vs. Re�ex

Hit: 2d8 + Constitution modi�er 
+ your level physical damage, 
and you knock the target prone.

Bending time, you �ing an enemy back to a 
previous moment, disorienting it.

You withdraw from the present to appear in 
the near future.

You knock your enemy through a time portal 
that sends it into the future.

You put it in gear and use your momentum to 
knock your enemy silly.

You generate enough torque to spin and 
overheat your wheels, leaving �aming tracks 
behind you as your race across the battle�eld.

As you roll forward, you crush your enemies 
beneath your wheels.

TEMPORAL NOVICE TEMPORAL UTILITY TEMPORAL EXPERT
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