
PROTECTOR 

IN A WORLD WHERE MOST LOOK THE OTHER WAY, YOU HAVE 

DECIDED TO STAND UP AND PROTECT THE VULNERABLE. 

You may have lost a loved one or a home town to the horrors of Gamma Terra in the past, but you’ve 
sworn to never allow that to happen again. You are now a devoted protector of the weak in a world full of 
dangerous beasts, harsh environments, and unsavory people.   

Appearance:  You stand tall, ready to take on any horror of the wastelands that threatens your friends, 
family, or home. 

PROTECTOR TRAITS 

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

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

Durable (Level 1):  Gain a +1 bonus to Fortitude, Reflex, and Will. 

Bodyguard (Level 1):  While you’re conscious, allies adjacent to you gain a +2 bonus to AC. 

Protector Critical (Level 2 or 6):  When you score a critical hit, the attack deals 1d10 extra damage, and the 
target is weakened until the end of your next turn. 

PROTECTOR POWERS 

DRAW ATTENTION PROTECTOR NOVICE 

You attack the most dangerous looking opponent and try to draw its attention away from your allies. 
At-Will + Physical, Weapon 
Standard Action Melee or Ranged weapon 
Target:  One Creature 
Attack:  Strength + your level + weapon accuracy vs. AC. 
Hit:  1[W] + Strength modifier + twice your level physical damage. 
Effect:  The target takes a -2 penalty on attack rolls for any attack that does not include you as a target until 
the end of your next turn. 
 

GET BEHIND ME PROTECTOR UTILITY 

You shout out to a friend in need and tell them to get behind you where it is safer. 
Encounter 
Move Action Close burst 5 
Target:  One ally in burst 
Effect:  You slide the target 6 squares to another square in the burst that is not adjacent to an enemy and it 
gains a +2 bonus to all defenses until the end of your next turn. 
 

PUSH ‘EM BACK PROTECTOR EXPERT 

You attack an enemy with such ferocity that they are forced to fall back and refocus their attacks on you rather 
than any other targets. 
Encounter + Physical, Weapon 
Standard Action Melee or Ranged weapon 
Target:  One creature   
Attack:  Strength + your level + weapon accuracy vs. AC. 
Hit:  2[W] + Strength modifier + twice your level physical damage, and you push the target 3 squares. 
Effect:  The target takes a -2 penalty on attack rolls for any attack that does not include you as a target until 
the end of your next turn. 
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