
SURVIVOR 

RAISED IN THE WASTELANDS OF GAMMA TERRA, YOU’VE 

MANAGED TO SURVIVE AGAINST ALL ODDS. 

You’ve spent your life farther from the remnants of civilization than most folk have ever been and 
somehow managed to stay alive.  You’re an expert at scavenging the wastes for food, water, and ammunition, 
and when forced into combat, you’re adept at fighting smart to keep you and your allies alive another day. 

Appearance:  You’ve likely made or scavenged everything you carry:  you might wear the pelt of a 
wasteland predator and carry a mix of junk found in the ruins of the ancients just in case you need it later.  A 
hard life has also shaped you physically – scars, radiation burns, and other old wounds mark you as a true 
survivor. 

SURVIVOR TRAITS 

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

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

Hardened (Level 1):  Gain a +2 bonus to Fortitude. 

Scavenger (Level 1):  You may use ammunition twice in an encounter and still have ammunition afterwards. 

Survivor Critical (Level 2 or 6):  When you score a critical hit, the attack deals 1d10 extra damage, and you or 
an ally within 5 squares of you gains a +2 bonus to all defenses until the end of your next turn. 

SURVIVOR POWERS 

HIT AND RUN SURVIVOR NOVICE 

You dart around the battlefield as you attack, doing your best to stay out of harm’s way. 
At-Will + Physical, Weapon 
Standard Action Melee or Ranged weapon 
Target:  One Creature 
Effect:  You can shift 2 squares before or after the attack. 
Attack:  Wisdom + your level + weapon accuracy vs. AC. 
Hit:  1[W] + Wisdom modifier + twice your level physical damage. 
 

HUNKER DOWN SURVIVOR UTILITY 

You take cover behind whatever is available and take a moment to catch your breath. 
Encounter + Healing 
Move Action Personal 
Effect:  You regain hit points equal to 5 + your level and you gain a +4 bonus to all defenses until the start of 
your next turn. 
 

COVERING FIRE SURVIVOR EXPERT 

Sometimes the best defense is a whole lot of offence. 
Encounter + Physical, Weapon 
Standard Action Close blast 5 
Target:  Each creature in blast. 
Attack:  Wisdom + your level + weapon accuracy vs. AC. 
Hit:  2[W] + Wisdom modifier + your level physical damage. 
Effect:  The target takes a -2 penalty to attack rolls until the end of your next turn. 
Special:  If made with a weapon that uses ammunition, you will be out of ammunition at the end of the 
encounter no matter how many other times you have used ammunition during the encounter. 
 

 
 

SCOTT BOEHMER – 29 OCTOBER 2010 
GLIMM’S WORKSHOP 

Gamma WorldTM property of Wizards of the Coast 

http://glimmthegnome.wordpress.com/

