
SCIENTIST 

YOU ARE A MASTER TECHNOLOGIST. 

When the worldliness converged during the Big Mistake, countless scientific advances and discoveries 
entered your world. You have devoted your efforts to embracing the many gadgets and theories that you’ve 
managed to find in the rubble of ruined cities and destroyed laboratories. 

Appearance:  The first thing anyone notices about you is your ever-growing collection of strange, half-
functional gadgets. You’ve collected and studied these devices and can now harness their power. 

SCIENTIST TRAITS 

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

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

Omega Tech Mastery (Level 1):  Gain a +2 bonus to attack rolls with Omega Tech. 

Omega Rig (Level 1):  While you have at least one readied piece of Omega Tech, you gain a +1 bonus to all 
defenses. 

Scientist 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 can recharge one piece of Omega Tech. 

SCIENTIST POWERS 

TRUST THE TECH SCIENTIST NOVICE 

You use one of your many gadgets to fire a blast of energy at your enemy. 
At-Will + Electricity, Force, Laser, or Radiation 
Standard Action Ranged 20 
Target:  One Creature 
Effect:  2 + Intelligence modifier + your level damage. Roll 1d4 to determine the damage type: 1 – electricity, 

2 – force, 3 – laser, 4 – radiation  
 

SCIENCE SOLVES EVERYTHING SCIENTIST UTILITY 

I just happen to have exactly the right gadget to solve that problem. 
Encounter 
Free Action Personal 
Trigger: You make a skill check and dislike the result. 
Effect:  You make a Science check and use its result in place of the triggering check. You must keep the result 

of the Science check even if it is worse. 
 

POWER SURGE SCIENTIST EXPERT 

You route far more power into your gadgets than they were ever meant to handle. What’s the worst that could 
happen? 
Encounter + Electricity 
Standard Action Close burst 3 
Target:  Each enemy in blast. 
Attack:  Intelligence + your level vs. Reflex 
Hit:  2d8 + Intelligence modifier + your level electricity damage. 
Miss:  Half damage. 
Effect: Until the end of your next turn, any enemy ending its turn within 3 squares of you takes 5 electricity 

damage. 
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