
WANDERER 

YOU’RE NEW TO THIS PART OF GAMMA TERRA, BUT EVERYONE 

CAN TELL YOU’VE BEEN TRAVELLING A LONG TIME. 

You’ve travelled across what remains of the world in a search for knowledge. Along the way you’ve 
learned countless stories and secrets, but you still haven’t found that ancient tidbit you’re driven to find. 
While on your quest, you’ve learned to use your knowledge as a weapon against your enemies. After all, 
everyone has secrets that they don’t want getting out. 

Appearance:  You stand out in a crowd as someone who just doesn’t fit in. You’re clothing and gear 
comes from all over the world and you carry yourself as someone who’s wise beyond their years. 

WANDERER TRAITS 

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

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

Wisdom of the Ancients (Level 1):  Gain a +2 bonus to Will. 

Don’t Worry, I Know What I’m Doing (Level 1):  While you’re conscious, allies within 5 spaces of you gain a +1 
bonus to Will. 

Wanderer 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. 

WANDERER POWERS 

CRYPTIC VERSE WANDERER NOVICE 

You confuse and distract an opponent by saying something they can’t quite understand. 
At-Will + Psychic 
Standard Action Ranged 5 
Target:  One Creature 
Attack:  Charisma + your level vs. Will 
Hit:  1d8 + Charisma modifier + twice your level psychic damage, and the target grants combat advantage until 

the end of your next turn. 
 

ANCIENT SECRET WANDERER UTILITY 

You share a piece of ancient knowledge that you have picked up during your travels. 
Encounter 
Minor Action Close burst 5 
Target:  One ally in burst 
Effect:  The target gains a +5 bonus on the next skill check that it makes before the end of the encounter or 

within 5 minutes if this power is used outside of an encounter. 
 

OVERWHELMING REVELATION WANDERER EXPERT 

By revealing a horrible secret, you overwhelm your opponent’s mind and cause it to stand stunned as the battle 
continues to rage around it. 
Encounter + Psychic 
Standard Action Ranged 5 
Target:  One creature   
Attack:  Charisma + your level vs. Will 
Hit:  1d8 + Charisma modifier + twice your level psychic damage, and the target is stunned until the end of 

your next turn. 
Aftereffect: The target grants combat advantage until the end of your next turn. 
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