BENEFIT: You grow wings and gain a fly speed of
8, but you must land at the end of your turn, or

you crash.

BENEFIT: You can receive and broadcast analog
radio signals. You can transmit any sound you
can imagine or are currently hearing, including
voice communication and sound. You have a
range of 10 miles.
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BENEFIT: You grow 2 tentacles, in addition to
your normal limbs. You can draw or sheathe a
weapon (or retrieve or stow an item stored on

you) as a free action instead of a minor action.

STANDARD ACTION RANGED 10

TARGET: One creature

ATTACK: Level + 3 vs. Will

HIT: You inflict narcolepsy on the target (save
ends). While under this effect, whenever an
attack hits the target, it falls unconscious until
the start of its next turn.
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STANDARD ACTION RANGED 10

TARGET: One enemy

EFFECT: The target is dominated (save ends) by
you or a willing ally within 10 squares of the
target. While the target is dominated, it
dominates the creature dominating it.
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EFFECT: PERSONAL

FEET

POWER:
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P . MOVE ACTION PERSONAL

M?":QE:ACTIO , BENEFIT: You ignore difficult terrain and can’t EFFECT: You shift your speed. During this

EFFECT: N PERSONAL } be knocked prone. You can balance on anything mover;lent o th.rou S
- | that will hold your weight, and dp not grant (but can’t s,t\{)p there) and over ligquid teryail‘:,

combat advantage while balancing. and you ignore difficult terrain and can squeeze

through openings as small as six inches wide

without slowing.

¥
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MINOR ACTION PERSONAL
EFFECT: While this card is readied, you gaina STANDARD ACTION RANGED 10
+2 power bonus to attack rolls and a +5 power TARGET: One creature
bonus to damage rolls with melee attacks, but ATTACK: Level + 5 vs. AC
HIT: 2d10 + twice your level poison damage, and

MINOR ACTION MELEE 1

TARGET: One creature granting you combat
advantage

ATTACK: Level + 5 vs. AC

. ; 5 - y HIT: 1d6 physical damage, and you rega

" ! , ’ points equal to your level.

EFFECT: You can use this power each turn while

this card is readied.

you can’t make ranged or area attacks.
ongoing 10 poison damage (save ends).

in hit
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STANDARD ACTION MELEE 1

y, banded BENEFIT: You develop a strong sense of smell. BT O

to AC, and You gain a +10 power bonus to Perception S e L
the -2 penalty for attacking HIT: 3d8 + twice your level psychic damage, and the target is
removed from play. While under this effect, the target can’t take

an enemy that has concealment.

any actions and has neither line of sight nor line of effect to any

creature, and no creature has line of sight or line of effect to it.
When this effect ends, the target reappears in its square, orin
the nearest unoccupied square of its choice. Roll a d6 to
determine the duration of the effect:
1-2: Until the start of your next turn.
3-4: Until the end of your next turn.

5-6: Save ends.

BENEFIT: Your skin changes to shin

metal. You gain a +1 power bonus
your maximum hit point value increases by 15. checks and ignore
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STANDARD ACTION CLOSE BLAST 3

TARGET: Each creature in blast

ATTACK: Level + 3 vs. Reflex

HIT: 4d8 + twice your level damage. Roll a d6 to
determine the damage type. 1-2: electricity;
3-4: fire; 5-6: radiation.

STANDARD ACTION MELEE TOUCH

TARGET: One corpse
EFFECT: You learn the target’s name, how it died,
and one thing it thought was important.

e gy

MINOR ACTION MELEE TOUCH

TARGET: One object

EFFECT: You gain a mentalimage of the last
living creature to own or carry the target, if that
creature handled the target for at least an hour.
You also learn the creature’s name (ifit has

one), and how the creature lost or gave away the

object. You can use this power each turn while
this card is readied.
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g as people think

STANDARD ACTION RANGED 10 - \
TARGET: One creature or object BENEFIT: You gain the following slam attack.
ATTACK: Level + 3 vs. Fortitude STANDARD ACTION MELEE 1
HIT: 4d8 + twice your level physical damage, and TARGET: One or two creatures
the target is slowed (save ends). ATTACK: Level + 4 vs. AC
HIT: 2d8 + Strength modifier physical damage.

STANDARD ACTION RANGED 10

TARGET: One android, robot, computer, or
vehicle

ATTACK: Level + 3 vs. Will

STANDARD ACTION CLOSE BURST 10
EFFECT: You modify one aspect of the
3 environment in the burst, by adding or
HIT: You dominate the target (save ends). subtracting a single illusory object. The object
Aftereffect: The target is dazed (save ends). must fit within a square, such as a gun, a dead
SPECIAL: You can cause a target that does not body, a short bridge, and so on. Any creature
normally take actions, such as a vehicle or that interacts with the object reveals itas
excavator, to operate as you direct—for example, illusory, but it seems completely real up to that
you could order a robot excavator to diga point. The illusion lasts while this card
trench. is readied.
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STANDARD ACTION MELEE 1

TARGET: One creature

ATTACK: Level + Strength + 2 vs. AC

HIT: 2d8 + Strength modifier + twice your level

physical damage. In addition, while you remain
adjacent to the target, it is immobilized and takes

ongoing 5 physical damage (save ends both).

¥
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BENEFIT: You are Large-sized. You occupy 4
squares, gain a +4 power bonus to Fortitude and
to Strength ability checks, and your melee reach

increases by 1.
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STANDARD ACTION CLOSE BLAST 3

TARGET: Each enemy in blast

ATTACK: Level + Constitution vs. Reflex

HIT: 4d6 + Constitution modifier + twice your
level sonic damage, and the target is deafened
and weakened (save ends both).
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POWER:

STANDARD A

TARGET: CTION RANGED 20
ATTACK:
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STANDARD ACTION MELEE 1

EEFECT: Before the attack, you shift 2 squares.
You can move through an enemy’s space during
the shift, but you can’t end your movement
there.

TARGET: One creature

ATTACK: Level + Dexterity vs. AC

HIT: 4d8 + Dexterity modifier + twice your level
physical damage.
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NO ACTION PERSONAL

TRIGGER: You use a second wind or start your
turn unconscious

EFFECT: You regain hit points equal to your
bloodied value. Until the end of your next turn,
you are immobilized and ignore forced
movement effects.
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NO ACTION PERSONAL

STANDARD ACTION MELEE 1

TARGET: One, two, orth'ree creatures BEoNuF;Ftlll;iol\j(ogjlcnaﬁnof\)l(tr:sicttm: :cut:anngt?)ar;';;(: TRIGGER: You use an Omega Tech card

ATTACK: Level + Dexterity vs. Redlels Z basic attack or to moze EFFECT: You can use the Omega Tech card one

HIT: 3[W] + Dexterity modifier physical damage. j additional time during the encounter. Do not
roll to see if the Omega Tech burns out after the

MISS: Half damage.
EFFECT: After the attack, you reform into a single triggering use.
entity in a square adjacent to one of the targets.
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STANDARD ACTION MELEE OR RANGED
TARGET: One creature
ATTACK: Level + Wisdom vs. will STANDARD ACTION AREA BURST 3 WITHIN.10
HIT: 2[W] + Wisdom modifier + your level physical EFFECT: The burst creates a zone that lasts until
damage, and the target is stunned and takes the enfi of your pe;gt i, Wher}eyer a creature
starts its turn within the zone, itis slowed until
the start of its next turn and you make the

BENEFIT: You gain resist 10 physical.

ongoing 5 physical damage (save ends both).
. o following attack against it.

ATTACK: Level + Constitution vs. Fortitude
HIT: 2d6 + Constitution modifier + your level
physical damage, and you knock the target
prone.
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Waiking:

STANDARD ACTION 'CLOSE BURST 3 STANDARD ACTION PERSONAL
TARGET: Each enemy in burst g g
. EFFECT: Until the end of your next turn, any living A

ATTACK: Level + Constitution vs. Reflex. creature that starts its turn within 3 squares of BENEFIT: You are capable of amazing feats of
HIT: 3d6 + Constitution modifier + your level fire you takes 10 radiation damage. In addition, it strength and en.durance.You gain a +5 power

damage. gains vulnerable 10 radiation and is weakened bonus to Athletics checks and a +3 power bonus
EFFECT: The burst creates a zone that lasts until (save ends both). to Fortitude.

the end of your next turn or until you leave its

space. Whenever an enemy ends its turn within

the zone, it takes 10 fire damage.
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MINOR ACT D CLOSE B s IMMEDIATE INTERRUPT CLOSE BLAST 3

TARGET: Two creatures in burst, oryou and 1
creature in burst i TRIGGER: An enemy hits you with a close or area :I::IE)?RED ‘;CT'ON C'LObSE BURST 5

EFFECT: You link the two targets (save ends). attack X i : Each creature in urst
Whenever one target takes damage or regains EFFECT: The attack instead misses you and each ATTACK: Level + Charisma vs. Will
hit points, the other target experiences the target in the blast. HIT: 6d8 + Charisma modifier + your level psychic
same effect. The link ends when either target damage, and the target is stunned (save ends).
saves or dies. A willing target can choose not to
make a saving throw against this effect.
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1 blinding Jlury
3 o
uppet master

MINOR ACTION PERSONAL STANDARD ACTION MELEE OR RANGED
EFFECT: Until the end of your next turn, you gain REQUIREMENT: You must be wielding two
weapons. STANDARD ACTION RANGED 20
TARGET: One creature

resist 20 cold, and whenevera creature starts
its turn within 2 squares of you, it takes 10 cold EFFECT: Make two basic attacks with your primary
weapon and one basic attack with your ATTACK: Level + Intelligence vs. Fortitude

damage and is slowed until the end of its turn.
secondary weapon. You can shift 1 square after HIT: 3d10 + Intelligence modifier + twice your

level force damage.
EFFECT: While this card is readied, slide the
target 2 squares as a free action at the start of

each of your turns.

each attack.
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BENEFIT: You are invisible. Whenever you attack
while invisible, you give away the square you’re
attacking from.

AREA BURST
2 WITHIN 10 SQUARES

TARGET: Each creature in burst

ATTACK: Level + Strength vs. Reflex

HIT: 3d8 + Strength modifier + twice your level fire
damage, and you knock the target prone.

STANDARD ACTION

NO ACTION MELEE 1

TRIGGER: You drop to o hit points or fewer

EFFECT: You dominate one creature adjacent to
you (save ends).
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BENEFIT: You gain resist 5 to all damage and are
immune to forced movement. In addition, you
can enter enemy spaces. Whenever you do so,
you push the enemy 1 square.

BENEFIT: Your presence is disruptive to sentient
minds. Whenever a creature ends its turn
adjacent to you, it takes 10 psychic damage.

BENEFIT: You appear as a generic Medium-sized
humanoid. Other creatures seeyou asa member
of their own race. You gain a +5 power bonus to
Interaction checks to lie or bluff.

0115800 61 JO SPIEZIM 0402 © B L
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BENEFIT: You manifest fire wings and gain a fly
speed of 8. In addition, once while this card is
readied, you can shift 4 squares as a standard
action and make a melee basic attack against
each different creature you move adjacent to
during the shift. Each attack deals 1d6 extra fire
damage.

-

FREE ACTION RANGED 20

TRIGGER: You make an Interaction check

EFFECT: You gain a +10 power bonus to the check,
and one creature you are interacting with
believes whatever you say as part of the check.

e —

BENEFIT: You gain an electrical aura. Whenever
an enemy enters a square adjacent to you or
ends its turn adjacent to you, it takes 15
electricity damage.
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MINOR ACTION PERSONAL

EFFECT: Until the end of your next turn, whenever
a creature starts its turn within 3 squares of you,
you pullit1squareasa free action, and it can’t
move away from you during that turn. In addi-
tion, you gain a +2 power bonus to all defenses.

P i,
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BENEFIT: The ground has the consistency of mud
around you. Whenever an enemy ends its turn
adjacent to you, it is restrained (save ends).

AFTEREFFECT: The target is slowed (save ends).

MINOR ACTION CLOSE BURST 5

TARGET: Each creature in burst

ATTACK: Level + 3 vs. Reflex

HIT: 5d8 + twice your level fire damage, and you
push the target 3 squares and knock it prone.

EFFECT: You blow yourself to bits (save ends).
While under this effect, you can’t take any
actions except to make saving throws. When you
save, you reconstitute yourself and appear in
your previous square, or the nearest unoccupied

square.

'ou
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NO ACTION PERSONAL

TRIGGER: You start your turn and are dazed,
immobilized, restrained, slowed, or stunned

EFFECT: One triggering condition on you ends,
and each creature adjacent to you takes 3d6 +
twice your level fire damage.

STANDARD ACTION RANGED 20

TARGET: One creature

ATTACK: Level + Dexterity vs. Fortitude

HIT: 5d10 + Dexterity modifier + twice your level
radiation damage, and the target is dazed and
slowed (save ends both).

MISS: Half damage.
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IMMEDIATE INTERRUPT PERSONAL
TRIGGER: An enemy bloodies you or drops you to .
o hit points or fewer BENEFIT: You gain a +10 power bonus to
EFFECT: Choose any humanoid corpse within 10 Ir:(t'Tllllﬁenlie, Wisdom, and Charisma-based
squares of you to inhabit. You alter the corpse SKUSCHECRS:
to be identical to your old self and the corpse
becomes you. In addition, you regain hit points
equal to your bloodied value. Your gear remains
with your old body, which dies.
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STANDARD ACTION RANGED 20

TARGET: One creature

ATTACK: Level + Charisma vs. will

HIT: 3d10 + Charisma modifier + twice your level
psychic damage, and ongoing 10 psychic
damage (save ends).

o ey - -
4 \ o ey

STANDARD ACTION PERSONAL

EFFECT: You make an initiative roll. While this
card is readied, you act two times each round—
once on your original initiative and once on your

new initiative.
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HIT: 4d10 + twice your level physu:(asava:3 endsi.
and ongoing 10 physical damage Wrians

SPECIAL: Objects prote'cted by force fie
immune to disintegration.
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