
GEARHEAD 

YOU’RE A MASTER MECHANIC. 

While most people have a basic understanding of machines, you’ve become a master at fixing and 
tweaking all sorts of machinery from beat up motorcycles to mysterious technology from alternate realities.  
Your experience and tool kit let you quickly tweak and jury-rig just about anything helping you make the most 
of every bit of salvage. 

Appearance:  Your clothes are spattered with engine grease, and your hands are calloused from hours of 
hard work.  A tool kit, composed of ancient gadgets and repurposed junk, is on you wherever you go just in 
case you need it. 

 

GEARHEAD TRAITS 

Mutant Type:  Intelligence; no power source; +2 to all overcharge. 

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

Masterwork Armor (Level 1):  When wearing armor, you gain a +1 bonus to AC and Fortitude. 

Jury-Rigger (Level 1):  You may treat your character level as 1 higher for the purpose of salvaging Omega Tech. 

Gearhead Critical (Level 2 or 6):  When you score a critical hit, the attack deals 1d10 extra damage, and the 
target takes a -2 penalty to all defenses until the end of your next turn. 

GEARHEAD POWERS 

APPLIED MECHANICS GEARHEAD NOVICE 

You slam your weapon into a foe and then apply just the right amount of leverage to knock it to the ground. 
At-Will + Physical, Weapon 
Standard Action Melee weapon 
Target:  One Creature 
Attack:  Intelligence + your level + weapon accuracy vs. AC. 
Hit:  1[W] + Intelligence modifier + twice your level physical damage, and you knock the target prone. 
 

QUICK MODIFICATION GEARHEAD UTILITY 

You quickly tweak a piece of equipment to improve its performance. 
Encounter 
Minor Action Close burst 1 
Target:  You or one ally in burst 
Effect:  Choose one of the following: 

 The target gains a +2 power bonus to attack and damage rolls until the start of your next turn 

 The target gains a +3 power bonus to all defenses until the start of your next turn 

 The target gains a +5 power bonus to its next skill check before the start of your next turn 
 

HIT THE WEAKSPOT GEARHEAD EXPERT 

Your mechanical knowledge helps you pinpoint a weak spot in your enemy’ defenses and open it up for your 
allies to exploit. 
Encounter + Physical, Weapon 
Standard Action Melee or Ranged weapon 
Target:  One creature 
Attack:  Intelligence + your level + weapon accuracy vs. AC. 
Hit:  2[W] + Intelligence modifier + your level physical damage. 
Effect:  The next time the target is damaged by one of your allies before the start of your next turn, it takes 
extra damage equal to twice your level. 
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