
At-Will  Dark, Physical
Standard Action Melee 1
Target: One creature
Attack: Intelligence + your level vs. Re�ex
Hit: 1d10 + Intelligence modi�er + twice 
your level physical damage, and the target 
is immobilized until the start of your next 
turn. If you move to a square that isn’t 
adjacent to the target, the immobilization 
ends.

Encounter  Dark
Immediate Interrupt  Personal
Trigger: You take electricity, �re, laser or 
radiation damage

E�ect: You gain immunity to the triggering 
damage type until the start of your next 
turn. You also gain temporary hit points 
equal to 10 + your Intelligence modi�er.

Encounter  Dark, Radiation
Standard Action Close burst 2
Target: Each creature in burst
Attack: Intelligence + your level vs. Fortitude
Hit: 2d10 + Intelligence modi�er + your level 
radiation damage.

E�ect: The target is slowed until the start of 
your next turn.

At-Will  Acid, Bio
Standard Action Melee 1
Target: One creature
Attack: Constitution + your level vs. 
Fortitude

Hit: 2d8 + Constitution modi�er + twice 
your level acid damage, and you push the 
target 1 square.

Encounter  Bio, Healing
Immediate Interrupt  Personal
Trigger: You drop to 0 hit points
E�ect: You regain hit points equal to 10 + 
your level.

Encounter  Acid, Bio
Free Action Melee 1
Trigger: You end your turn adjacent to a 
prone creature

Target: The triggering creature
Attack: Constitution + your level vs. 
Fortitude

Hit: 2d12 + Constitution modi�er + twice 
your level acid damage.

Miss: Half damage.

At-Will  Dark
Standard Action Personal
Target: One creature
E�ect: You create a duplicate of yourself in 
an unoccupied square within 5 squares of 
you. The duplicate acts in the initiative 
order directly after you and can take all the 
actions that you can take, except that it 
can’t use doppelganger powers, Alpha 
Mutations, or Omega Tech. Its statistics are 
the same as yours, except that it has only 1 
hit point. Your duplicate disappears when it 
drops to  0 hit points or at the end of your 
next turn.

Encounter  Dark, Teleportation
Minor Action Personal
E�ect: Choose an unoccupied square within 
5 squares of you. You simultaneously 
occupy that square and your current 
square. Before the start of your next turn, 
you can teleport to the chosen square as a 
free action.

Encounter  Dark, Physical
Standard Action Close burst 3
Target: Each enemy in burst
Attack: Intelligence + your level vs. AC
Hit: 2d10 + Intelligence modi�er + your level 
physical damage.

E�ect: The burst creates a zone that lasts 
until the end of your next turn. The zone is 
di�cult terrain for your enemies. While 
within the zone, you and your allies gain 
cover from attacks.

When you get a hand on an enemy, your grip 
tightens like a steel-jawed vise.

You transform energy attacks into reserve 
energy you use to protect and repair yourself.

You’ve learned to harness the radioactive 
leakage from your power plant containment 

vessel to harm your foes.

You spit at your foe. The spit is a combination 
of excrement, scent gland �uid, regurgitated 

food and stomach acid. Yep, it’s nasty.

When others count you out, your roach 
exoskeleton gives you a second chance.

You never know when your next meal might be.

You create a duplicate of yourself for
a short time.

You’re literally in two places at once. You surround yourself with a crowd of 
duplicates, who lash out at and hinder

nearby enemies.

ANDROID NOVICE ANDROID UTILITY ANDROID EXPERT

COCKROACH NOVICE COCKROACH UTILITY COCKROACH EXPERT

DOPPELGANGER NOVICE DOPPELGANGER UTILITY DOPPELGANGER EXPERT

MACHINE GRIP BE MY BATTERY DARK ENERGY MELTDOWN

EAU DE ROACH HARD TO KILL OPPORTUNISTIC MEAL

DOUBLE TROUBLE TWO PLACES AT ONCE MULTIPLICITY



At-Will  Dark, Electricity
Standard Action Melee 1
Target: One creature
Attack: Wisdom + your level vs. Fortitude
Hit: 1d10 + Wisdom modi�er + twice your 
level electricity damage, and the target 
takes a -2 penalty to all defenses until the 
end of your next turn.

Encounter  Dark, Electricity, Healing
Standard Action Melee 1
Target: One ally
E�ect: Choose one of the following options: 
The target regains hit points equal to your 
Wisdom modi�er + your level, or the target 
makes a saving throw with a bonus equal to 
your Wisdom modi�er.

Encounter  Dark, Electricity
Standard Action Ranged 5
Target: One creature
Attack: Wisdom + your level vs. Re�ex
Hit: 3d8 + Wisdom modi�er + twice your 
level electricity damage.

Miss: The ally nearest to the target gains 
temporary hit points equal to 3d8 + your 
Wisdom modi�er.

Encounter  Psi
Standard Action Ranged 3
Target: One creature
Attack: Charisma + your level vs. Fortitude
Hit: The target is weakened until the end of 
your next turn. In addition, you or one ally 
within 5 squares of you gains temporary hit 
points equal to your Charisma modi�er.

Encounter  Healing, Psi, Psychic
Standard Action Close burst 5
Trigger: You and one ally in burst, or two 
allies in burst

E�ect: One target of your choice takes 10 
psychic damage, and other target regains 
10 hit points and makes a saving throw.

Encounter  Psi, Zone
Standard Action Close burst 2
Target: Each creature in burst
Attack: Charisma + your level vs. Will
Hit: The target is immobilized (save ends).
E�ect: The burst creates a zone that lasts 
until the end of your next turn. Creatures 
within the zone cannot attack.

At-Will  Bio, Physical
Standard Action Melee 1
Target: One creature
Attack: Dexterity + your level vs. Re�ex. 
Make the attack two times.

Hit (one attack): 1d6 + Dexterity modi�er + 
twice your level physical damage.

Hit (both attacks): 2d6 + Dexterity modi�er 
+ twice your level physical damage, and the 
target is blinded until the start of your next 
turn.

Encounter  Bio
Move Action Personal
E�ect: You jump a number of squares equal 
to your speed, either vertically or horizon-
tally.

Encounter  Bio, Physical
Standard Action Melee 1
Target: One creature
E�ect: You can shift 3 squares before the 
attack.

Attack: Dexterity + your level vs. Re�ex
Hit: 3d10 + Dexterity modi�er + twice your 
level physical damage.

E�ect: The target falls prone. If it stands up 
before the end of your next turn while you 
are adjacent to it, it takes 10 physical 
damage.
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You zap your enemy with an arc of electricity, 
making your foe jerk and dance like a spaz.

You jolt an ally out of whatever funk he’s in. You uncork a spectacular lightning bolt that 
fries a foe or supercharges an ally.

First, do no harm—
not to anyone you like, anyway.

You link the life forces of two allies together, 
allowing one to use his or her vitality to heal 

the other.

You render the creatures around you incapable 
of �ghting.

You rake at your foe’s face with a lightning-fast 
�urry of razor-sharp claws.

Your springy muscles let you leap a
long distance.

You bound upon your enemy and knock it to the 
ground, then you lock your jaws around it.

ELECTROKINETIC NOVICE ELECTROKINETIC UTILITY ELECTROKINETIC EXPERT

EMPATH NOVICE EMPATH UTILITY EMPATH EXPERT

FELINOID NOVICE FELINOID UTILITY FELINOID EXPERT

ELECTRIC BOOGALOO STAND CLEAR! LIGHTNING BOLT

VITALITY TRANSFER SHARE STRENGTH ZONE OF PACIFICATION

SLASHING CLAWS POUNCE KILLING BITE



Encounter  Bio, Physical, Weapon
Standard Action Close burst 1
Requirement: You must be wielding a  
melee weapon

Target: Each enemy in burst you can see
Attack: Strength + your level + weapon 
accuracy vs. AC

Hit: 1[W] + Strength modi�er physical 
damage, and you knock the target prone.

Encounter  Bio
Minor Action Personal
E�ect: You gain a +5 power bonus to 
damage rolls with melee attacks until the 
start of your next turn.

Encounter  Bio, Physical
Standard Action Melee 1
Target: One creature
Attack: Strength + your level vs. Fortitude
Hit: 2d12 + Strength modi�er + twice your 
level physical damage, and you slide the 
target 5 squares.

E�ect: The target falls prone.

At-Will  Dark, Physical
Standard Action Ranged 10
Target: One creature
Attack: Constitution + your level vs. 
Fortitude

Hit: 1d10 + Constitution modi�er + twice 
your level physical damage, and the target 
is slowed until the end of your next turn.

Encounter  Dark
Immediate Reaction  Personal
Trigger: An enemy enters a square adjacent 
to you

Target: The triggering enemy
E�ect: You slide the target 6 squares.

Encounter  Dark, Physical
Standard Action Area burst 2 within 10 
Target: Each creature in burst
Attack: Constitution + your level vs. 
Fortitude

Hit: 2d8 + Constitution modi�er + your level 
physical damage.

E�ect: You pull the target 2 squares toward 
the burst square’s origin, and the target falls 
prone.

Encounter  Bio, Psychic
Standard Action Close burst 2
Target: Each creature in burst
Attack: Wisdom + your level vs. Will
Hit: 1d6 + Wisdom modi�er + your level 
psychic damage, and you slide the target 1 
square.

Encounter  Bio
Immediate Reaction  Personal
Trigger: An enemy enters a square adjacent 
to you

E�ect: You �y 2 squares without provoking 
opportunity attacks. If you don’t land at the 
end of this movement, you fall.

Encounter  Bio, Physical
Standard Action Melee 1
Target: One creature
E�ect: Before making this attack, you can �y 
your speed.

Attack: Wisdom + your level vs. AC
Hit: 3d10 + Wisdom modi�er + twice your 
level physical damage, and you knock the 
target prone.

Miss: Half damage.

You spin in a circle with your weapon, knocking 
down a wide swath of foes.

You �ex your large muscles, bringing every 
ounce of strength to bear.

You pick up your foe and toss it like a small toy.

You unleash a �ood of gravitons that swarm 
your foe, dragging down its every step.

An enemy moves next to you, and you send it 
away in a �ash of quantum radiance.

You focus on a point and create a small black 
hole that sucks people toward it.

You make a piercing shriek that sends nearby 
creatures reeling in terror.

With a �ap of your wings, you quickly move 
away from a foe.

You leap into the air and then plummet into 
your foe in a devastating attack.

GIANT NOVICE GIANT UTILITY GIANT EXPERT

GRAVITY CONTROLLER NOVICE GRAVITY CONTROLLER UTILITY GRAVITY CONTROLLER EXPERT

HAWKOID NOVICE HAWKOID UTILITY HAWKOID EXPERT

BRICKBAT FOCUSED STRENGTH HURL FOE

GRAVITATIONAL PULSE SIDEWAYS GRAVITY SINGULARITY

TERRIFYING SHRIEK FLAP AWAY POWER DIVE



Encounter  Psi, Physical, Weapon
Standard Action Melee or Ranged 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 grants 
combat advantage until the end of the 
turn.

Encounter  Psi
Immediate Interrupt  Personal
Trigger: An enemy hits you
E�ect: The triggering enemy rerolls the 
target and must accept the new result.

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

Hit: 1[W] + Wisdom modi�er + your level 
physical damage, and the target gains 
vulnerable 5 to all damage until the start of 
the next turn.

At-Will  Psi, Psychic
Standard Action Ranged 20
Target: One creature
Attack: Charisma + your level vs. Will
Hit: 1d10 + Charisma modi�er + twice your 
level psychic damage.

Encounter  Psi, Psychic
Minor Action Personal
E�ect: Until the end of your next turn, you 
gain a +3 power bonus to all defenses.

Encounter  Psi, Psychic
Standard Action Ranged 10
Target: One creature
Attack: Charisma + your level vs. Will
Hit: 3d10 + Charisma modi�er + twice your 
level psychic damage.

E�ect: The target gains vulnerable 5 psychic 
until the end of your next turn.

At-Will  Psi, Psychic
Standard Action Ranged 10
Target: One creature
Attack: Charisma + your level vs. Will
Hit: Charisma modi�er psychic damage, and 
the target makes a basic attack as a free 
action against a creature of your choice.

Encounter  Psi
Minor Action Personal
E�ect: You become invisible to all enemies 
until the end of your next turn or until you 
attack.

Encounter  Psi, Psychic
Standard Action Ranged 10
Target: One creature
E�ect: Charisma modi�er psychic damage, 
and you slide the target a number of 
squares equal to its speed. The target then 
makes a basic attack against a creature of 
your choice, with a +4 power bonus to the 
attack roll and the damage roll.

With a glance, you assess your foe’s weaknesses 
and strike to enhance that disadvantage.

You anticipate your enemy’s attack and 
respond accordingly.

You perceive a weakness in your foe’s defenses 
and show your allies how to exploit it.

You project a bolt of mental energy that slams 
into your foe’s psyche like a sucker punch.

You surround yourself with a wall of pure 
fury that makes your enemies want not to 

attack you.

You unleash a mental onslaught upon your 
enemy, boring a psychic hole into its mind.

You give your foe a mental push. Before it 
knows what’s happening, it attacks its ally.

You convince your foes that you’re not 
important enough to worry about.

You’re a puppet master and you make your foe 
dance like a puppet. Dance!

HYPERCOGNITIVE NOVICE HYPERCOGNITIVE UTILITY HYPERCOGNITIVE EXPERT

MIND BREAKER NOVICE MIND BREAKER UTILITY MIND BREAKER EXPERT

MIND COERCER NOVICE MIND COERCER UTILITY MIND COERCER EXPERT

UNCANNY STRIKE SAW IT COMING EXPLOIT WEAKNESS

PSYCHIC ASSAULT PSYCHIC SHIELD MIND BREAK

MENTAL PUSH NOTHING TO SEE HERE YOUR THOUGHTS...



Encounter  Bio, Physical
Standard Action Close burst 2
Target: Each enemy in burst
Attack: Constitution + your level vs. Re�ex
Hit: 1d6 + Constitution modi�er + your level 
physical damage, and the target is slowed 
until the end of your next turn.

Encounter  Bio, Zone
Move Action Close burst 3
E�ect: The burst creates a zone that lasts 
until the end of your next turn. The zone is 
di�cult terrain for your enemies. While the 
zone lasts, you’re immobilized and immune 
to forced movement, you have cover from 
all attacks, and your melee attack range 
increases by 2.

Encounter  Bio, Poison
Standard Action Melee 2
Target: One creature
Attack: Constitution + your level vs. Will
Hit: 1d8 + Constitution modi�er + twice your 
level poison damage, and you dominate the 
target until the end of your next turn.

Miss: The target takes a -5 penalty to attack 
rolls against you until the end of your next 
turn.

At-Will  Fire, Psi
Standard Action Ranged 5
Target: One creature
Attack: Wisdom + your level vs. Re�ex
Hit: 2d8 + Wisdom modi�er + twice your 
level �re damage.

Encounter  Psi
Minor Action Personal
E�ect: You gain a �y speed of 10 until the 
end of your next turn. If you don’t land 
before this e�ect ends, you fall.

Encounter  Fire, Psi
Standard Action Close blast 3
Target: Each creature in blast
Attack: Wisdom + your level vs. Re�ex
Hit: 2d10 + Wisdom modi�er + your level �re 
damage.

Miss: Half damage.

At-Will  Dark, Radiation
Standard Action Ranged 5
Target: One creature
Attack: Constitution + your level vs. 
Fortitude

Hit: 1d10 + Constitution modi�er + twice 
your level radiation damage, and the target 
takes a -2 penalty to all defenses until the 
end of your next turn.

Encounter  Dark, Radiation, Teleportation
Move Action Close burst 10
Target: You and one or two allies in burst
E�ect: Each target teleports to any other 
square in the burst, then regains hit points 
equal to 5 plus your level.

Encounter  Dark, Radiation
Standard Action Ranged 5
Target: One creature
Attack: Constitution + your level vs. 
Fortitude

Hit: 2d10 + Constitution modi�er + twice 
your level radiation damage.

E�ect: The target is weakened until the end 
of your next turn.

You �ail at nearby foes with a thorn-covered 
limb.

You cause a small thicket of plants to sprout 
from the ground around you, slowing your 

enemies.

You grow a small, �owering bloom and pu� 
hallucinogenic pollen into an enemy’s face.

You fan the �ames of your �ery aura. You propel yourself into the air on a pillar of 
�re.

You breathe out, unleashing a tide of �ame.

Your eyes glow cherry red as you loose a jagged 
bolt of ionizing radiation at your foe.

You bore tunnels through space with a pulse of 
invigorating radiation.

You release a narrow beam of intense radiation 
at your foe.

PLANT NOVICE PLANT UTILITY PLANT EXPERT

PYROKINETIC NOVICE PYROKINETIC UTILITY PYROKINETIC EXPERT

RADIOACTIVE NOVICE RADIOACTIVE UTILITY RADIOACTIVE EXPERT

LASHING CREEPERS INSTANT GROVE INSIDIOUS POLLEN

FIERY FLARE BLAZING ROCKET FLAMING BREATH

RADIATION EYES HAWKING PORTAL GAMMA ERUPTION



Encounter  Bio, Physical
Standard Action Melee 1
Target: One creature
Attack: Dexterity + your level vs. Re�ex
Hit: 1d8 + Dexterity modi�er + twice your 
level physical damage, and the target is 
immobilized until the end of your next 
turn.

Encounter  Bio
Move Action Personal
E�ect: You shift a number of squares equal 
to your Dexterity modi�er.

Encounter  Bio, Physical
Standard Action Melee 1
Target: One creature
Attack: Dexterity + your level vs. Fortitude
Hit: 2d10 + Dexterity modi�er physical 
damage.

E�ect: At the start of your next turn, the 
target takes physical damage equal to three 
times your level.

At-Will  Dark, Sonic
Standard Action Close burst 1
Target: Each creature in burst
Attack: Strength + your level vs. Fortitude
Hit: 1d6 + Strength modi�er + your level 
sonic damage, and you knock the target 
prone.

Encounter  Dark
Immediate Interrupt  Personal
Trigger: You are hit by an attack that pulls 
you, pushes you, slides you or knocks you 
prone.

E�ect: You aren’t pulled, pushed, slid, or 
knocked prone by the attack.

Encounter  Dark, Physical
Standard Action Melee 1
Target: One creature
Attack: Strength + your level vs. Fortitude
Hit: 2d10 + Strength modi�er + twice your 
level physical damage, and you push the 
target 3 squares.

E�ect: The target falls prone.

Encounter  Psi, Physical, Weapon
Standard Action Melee or Ranged weapon
Target: One creature
E�ect: You can shift 2 squares before the 
attack.

Attack: Dexterity + your level + weapon 
accuracy vs. AC

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

Encounter  Psi
Minor Action Personal
E�ect: You shift your speed.

Encounter  Psi, Physical, Weapon
Standard Action Melee 1
Target: One creature
Attack: Dexterity + your level + weapon 
accuracy +2 vs. AC. Make the attack 4 times.

Hit: 1[W] physical damage.

You swarm across your foe, biting it dozens of 
times as you tangle its limbs.

You disperse across the ground and quickly 
reform in a tactically advantageous spot.

You swarm around your foe, delivering a 
multitude of tiny bites that all result in 

bleeding wounds.

You stomp on the ground, sending a shock 
wave of energy into foes around you.

You merge with the ground to keep from 
being knocked over or moved against your 

will.

You clench a huge, rocky �st and punch the 
punk’s lights out.

You move and strike and move before your foe 
even knows it’s being attacked.

You become a blur as you race across the 
ground.

You attack so quickly that your foe can’t tell 
where one strike leaves o� and the next 

begins.

RAT SWARM NOVICE RAT SWARM UTILITY RAT SWARM EXPERT

SEISMIC NOVICE SEISMIC UTILITY SEISMIC EXPERT

SPEEDSTER NOVICE SPEEDSTER UTILITY SPEEDSTER EXPERT

SWARM! COVER MORE GROUND DEATH BY A THOUSAND BITES

SEISMIC STOMP GROUND ANCHOR CLOBBERIN’ TIME

QUICK ATTACK WHIZZER SWIFT PUMMEL



At-Will  Force, Psi
Standard Action Close blast 5
Target: Each creature in blast
Attack: Intelligence + your level vs. Fortitude
Hit: 1d6 + Intelligence modi�er + your level 
force damage, and you push the target 3 
squares.

Encounter  Psi
Minor Action Close burst 5
Target: Each ally in burst
E�ect: You slide the target 3 squares to 
another square in the burst.

Encounter  Force, Psi
Standard Action Ranged 10
Target: One creature
Attack: Intelligence + your level vs. Fortitude
Hit: 1d10 + Intelligence modi�er + twice 
your level force damage, and the target is 
immobilized and takes ongoing 10 force 
damage (save ends both).

Miss: Half damage, and the target is slowed 
(save ends).

Encounter  Bio, Physical
Minor Action Melee 1
Target: One creature
Attack: Strength + your level +2 vs. AC
Hit: 1d10 + Strength modi�er + twice your 
level physical damage, and the target is 
slowed until the end of your next turn.

Encounter  Bio, Healing
Immediate Reaction  Personal
Trigger: An enemy damages you with an 
attack.

E�ect: You regain hit points equal to 3 + 
your level. Until the end of your next turn, 
you gain a +2 power bonus to attack rolls 
against the triggering enemy.

Encounter  Bio, Physical
Standard Action Melee 1
Target: One creature
E�ect: Before the attack, the target falls 
prone.

Attack: Strength + your level vs. Fortitude
Hit: 2d10 + Strength modi�er + twice your 
level physical damage, and you shift 3 
squares. You then slide the target 5 squares 
to any unoccupied square adjacent to you.

At-Will  Physical, Weapon
Standard Action Melee or Ranged weapon
Target: One creature
Attack: Your level + 4 + weapon accuracy vs. 
AC

Hit: 1[W] + your level physical damage, and 
you can choose an ally within 5 squares of 
you. That ally makes a basic attack as a free 
action.

Encounter  Healing
Minor Action Personal
E�ect: You regain hit points equal to 5 + your 
level and make a saving throw with a +5 
bonus.

Encounter  Physical, Weapon
Standard Action Melee or Ranged weapon
E�ect: Before the attack, each ally within 10 
squares of you can shift 2 squares as a free 
action.

Target: One creature
Attack: Your level + 4 + weapon accuracy vs. 
AC

Hit: 3[W] + Intelligence modi�er + your level 
physical damage.

You overwhelm your foes with a surge of 
telekinetic energy.

You move your allies out of harm’s way…
or into it.

You seize an enemy in a telekinetic grasp and 
slowly crush it.

You rake an enemy with your powerful claws. When you get hurt, you get mad. You overpower your enemy with your rending 
claws and then drag it o�.

Your instinct for violence inspires your allies to 
follow your lead.

You’re tougher than you look. As you attack, you tell your allies where to go so 
they can get in on the fun, too.

TELEKINETIC NOVICE TELEKINETIC UTILITY TELEKINETIC EXPERT

YETI NOVICE YETI UTILITY YETI EXPERT

ENGINEERED HUMAN NOVICE ENGINEERED HUMAN UTILITY ENGINEERED HUMAN EXPERT

TELEKINETIC WAVE CHESS PIECES TELEKINETIC CLUTCH

BIG CLAWS YETI RAGE YETI MAULING

BOLD ATTACK TOUGH AS NAILS TACTICAL ASSAULT
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