
Origin feats are a special kind of feat that grant characters bene-
fits and abilities just like regular feats.  However, there are also 
some differences between origin feats and regular feats. First, 
they may only be taken at character creation and secondly, a char-
acter may not take more than one origin feat absent GM approval.

Accidental Mutant (Origin)
You can call on your inherent mutant abilities to increase your 
power.

Benefit: When using extra effort to increase any power with the 
mutation source, it is temporarily increased by 25%.  Further-
more, the increase will last until the beginning of the round 
following your next round.

Adventuring Scientist (Origin)
You have a knack for knick-knacks.

Benefit: You get a +1 bonus to power checks when using any 
device. This includes powers with the device attached to them 
and powers that are created with the use of a device built into 
them.

Alien Champion 
You are particularly difficult to stop when protecting your people.

Benefit: You get a +2 bonus to all attack rolls and to Will and 
Damage saving throws when defending your people. Addition-
ally, you get a +1 bonus to power checks for a single power that 
has a power source alien in nature.

Antipode Strike
You put a greater strain on your opponent by attacking with two 

elements or energies at once.

Prerequisite: Ability to fire two conceptually 
opposed energy or elemental blasts (fire and 
ice, light and darkness, air and stone, etc.). You 

do not need the ability to fire them in the same turn; this feat 
supplies that.

Benefit: You may blast simultaneously with both attacks. Treat 
this as a single attack with 25% increase to damage. If the two 
elemental powers are not at the same level for some reason, the 
lower-powered one is enhanced.

Special: Often you can use a feat or extra to gain access to a new 
type of energy or element blast if you already possess one type. 
The effects of this feat stack with those of Penetrating Attack. 
Unlike that feat, this one cannot be taken more than once.

Apprentice (Origin)
You have a nascent talent for the arcane arts.

Benefit: You get a +2 bonus to all Gather Information and 
Knowledge checks made while in a library or similar place.  

Battle Analyst
You can assess a combat situation quickly by virtue of your supe-
rior mind.

Prerequisite: Leadership, Intelligence 20+

Benefit: You may use a free action each turn to give your allies 
+1 to Defensive Attributes by shouting directions (such as “She 
has a weak left, dodge to your right!”).

You can affect a number of allies equal to your Intelligence 
bonus. If you or someone else is using the Leadership feat, the 
bonuses provided stack.

Beast-Blood (Origin)
Your animal origins grant you special powers. 

Benefit: Choose one of the following benefits 
based on what type of animal your beast traits are 
drawn from:
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 •  Aquatic: You get a +3 bonus to all Swim checks and +2 

dodge bonus to your Defensive Attributes while in water. 
 •  Avian: You get a +2 bonus to all skill, ability or power 

checks relating to in-flight maneuverability and +2 dodge 
bonus to your Defensive Attributes while in the air. If using 
the optional maneuverability rules, your maneuverability 
class improves by one level.

 •  Canine: You get a +2 bonus to Listen checks and the bene-
fits of the feat, Tracking.

 •  Feline: You get a +5 bonus to any saving throws related to 
falling from a height. If you are killed, roll a d20; on a result 
of “20,” you come back to life immediately.

 •  Insect: You get a +1 bonus to Spot and Search checks and +1 
bonus to Fortitude saving throws.

 •  Predator Species: You get a +2 bonus to all Spot, Search 
and Survival checks.

 •  Prey Species: You get a +2 bonus to Hide, Move Silently 
and Spot checks.

Note: GM’s may create new benefits to suit other animal types.

Bureaucrat
You are skilled in cutting through red tape.

Prerequisites: Cha 13+.

Benefit: You get a +4 bonus on all Charisma-based skill checks 
when dealing with a politician or governmental employee.

Cape Follower
Your mind is a treasure trove of facts and trivia about superheroes 
and supervillains. If you know who you’re facing – not difficult 
given the average villain’s fondness for announcing his identity 
in CAPITAL LETTERS – then you may remember something 
useful.

Benefit: Once per encounter, you may choose a “super” character 
– heroes and villains without powers are still “super”, but ordi-
nary folk like “the third mobster on the left” are not – and make 
a Knowledge (supers) check. The DC is equal to 30 minus the 
level of the character you chose. If the character has the Fame or 
Infamy based type of feats, then the DC is further reduced by 3.

If the check succeeds, you remember a useful fact about the 
character you chose. You gain a +1 bonus to any roll that directly 
affects that character for the duration of the encounter. You may 
share this bonus with any other characters that you communicate 
the fact to. Telling other characters is a free action, and the other 
characters must be able to understand your communication to 
benefit from the bonus.

This bonus does not stack with itself, and the feat is useless when 
encountering a new or especially mysterious super character that 
nobody knows anything about. The GM’s discretion applies here.

Chance Creation (Origin)
You are a machine and are skilled at fighting against your own 
kind.

Benefit: You get a +3 bonus to all saving throws against 
machines, mechanical devices and robots. This includes a device 
that creates its effects with powers.

Chosen One (Origin)
You can achieve supreme power in furtherance of your appointed 
task.

Benefit: You and your GM should decide what your goal as a 
Chosen One is. Once per session you can re-roll any roll while 
working toward your goal, and in addition, you gain a +5 bonus 
to the re-roll.

Crazed Inventor (Origin)
Your inventions are dangerous but effective.

Benefit: Whenever you would become fatigued by using a power 
that uses a device for its effects you may take a 1d6 points of 
damage instead of becoming fatigued.

Cybernetic Technician
You can repair and modify cybernetic equipment.

Prerequisites: Int 13+, trained in Science (cybernetics).

Benefit: You get a +2 bonus on all Science (cybernetics) checks.

Evolving Powers
You are near a transition point in your life, where your powers 
will become something entirely new.

Prerequisite: Any superpowers

Benefit: You may give up this feat at any time. When you do, 
your character falls into a coma, enters a cocoon, or otherwise 
becomes incapacitated for the better part of a game session. 
During this time the player should help out the GM by taking the 
role of random goons, NPC sidekicks, the President, etc. When 
the character emerges from this state, he or she will be completely 
changed. The current superpowers, attributes, and feats (but not 
skills) must be used to create a new set of abilities. Any rear-
rangement is possible. Typically this new form is one that is more 
suitable to what the group has been doing recently, or is an indi-
cator of what will soon be threatening the world.

Special: This feat should normally be chosen at character genera-
tion and not gained later unless there is a very good reason for it.

Extreme Critical
You become extremely lethal with an attack.

Prerequisites: Base attack bonus +8 or higher. 



Benefit: Choose an attack form. When succeeding at a critical 
hit with that attack, the attacks damage bonus is increased by 10 
points.

Special: You can take this feat multiple times. Each time it 
applies to a different attack.

Feyblooded (Origin)
Your inherently magical nature often saves your skin.

Benefit: Whenever you roll a natural “1” on a saving throw, you 
may re-roll it. If you succeed at the re-roll, you may remove up to 
10 points of damage.

Flurry of Punches
Your tremendous speed or mastery of time allows you to hit an 
opponent a score of times in the time it takes most people to 
throw a single punch.

Prerequisite: Some type of Super-Speed, Time Control or Time 
Travel based power

Benefit: You may “take 20” on an attack roll, automatically 
getting a critical hit on your opponent. You are considered to 
have made only one attack this round. Use of this feat cannot be 
combined with abilities such as the Multiattack feat.

Normal: No one may normally take 20 on attack rolls.

Gift Of Power (Origin)
You can call upon the great power of your patron – at a price.

Benefit: Once per session, you may make an attack roll with any 
power or weapon. You gain a +7 bonus to the attack roll and, if 
successful, the attack’s damage bonus is increased by 7. However, 
as soon as the attack is resolved, you fall unconscious.

Intergalactic Officer of The Peace (Origin)
You enjoy the benefits and must adhere to the responsibilities of 
membership in an intergalactic peace-keeping force.

Benefit: When dealing with creatures that know of and respect 
the peace-keeping organization, you receive a +1 bonus to all 
Charisma-based skill checks. When dealing with those that fear 
the organization, you receive a +1 bonus to Intimidate checks. 

Note: Generally, only individuals who are involved in space 
travel will know of the organization.

Once per adventure, you may try to contact your superiors or 
fellow officers for assistance. The request must be related to 
upholding the principles of the peace-keeping organization. You 
can either ask for information or direct support, and in both cases 
must make a Diplomacy check. The DC varies by situation as 
listed below:

Situation Diplomacy DC
Information  10
Transportation  15
Medical Assistance  20
Combat Support  25
World-in-the-Balance  -5
Each add’l per year  +5

If the check succeeds, you receive the requested assistance. If 
you requested information, you receive the results of a specific 
Knowledge check with a skill bonus equal to triple your level. If 
you requested direct support, a number of members of the orga-
nization equal to your level arrive within 24 hours. These other 
officers are one level lower than you and are considered minions. 
(The GM may want to generate specific NPCs to serve this role, 
particularly if they are showing up regularly in the campaign.) 
These other peace officers will remain until the crisis is over or 
until their presence is no longer needed.

If you request assistance too frequently, you are likely to find 
these requests denied more often. Ultimately, abusing this 
resource could result in your being drummed out of the order for 
not being self sufficient enough.

You are assumed to have a means for communicating with your 
superiors, such as a telepathic link or subspace transmitter. This 
communication device is only to be used in emergencies and can 
only be used to contact your superiors.

You and your GM should determine the code of conduct for your 
character’s specific organization. Breaking the tenets of this code 
will result in being reprimanded and possibly removed from the 
ranks of the organization.

Interplanetary Warlord (Origin)
You are skilled in leading a great alien force.

Benefit: You get a +2 bonus on Intimidate checks. If you have 
the Minions / Followers type of feat, you get a +1 bonus to all 
your minions or followers rolls.  If you have the Leadership feat, 
you confer a +2 bonus on checks, instead of the regular +1 bonus.

Intrepid Adventurer (Origin)
You fear nothing—except maybe snakes.

Benefit: You are immune to all fear-based powers and effects. 
The DC to try and Intimidate you is 25.

Experimental Subject (Origin)
The engineered nature of your powers makes them resistant to 
neutralization.

Benefit: Select one power and change it duration to continuous or 
permanent. 
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Incomprehensible
Your thought process is so alien, or just so well hidden, that no 
one can truly understand you.

Prerequisite: none

Benefit: Sense Motive checks against you have their DCs raised 
by 2. The same penalty applies to characters using the power of 
Telepathy who are trying to read your thoughts or emotions.

Incredible Leaping
“I’ve never seen a martial arts movie with such good special 
effects! You can’t even see the wires!”

Prerequisite: 13+ ranks in Jump

Benefit: You can ignore the maximum distances listed for Jump 
checks.

Normal: Jump checks are normally limited by the character’s 
height.

Inhuman
By throwing away what others value in human nature you have 
become ruthless and uncaring.

Benefit: You have a +2 bonus on Intimidate checks, and a +1 
bonus on Will saves. These bonuses do not apply to your interac-
tions with anyone with the More Human Than Human feat.

Inspiring Arrival
Your presence alone inspires other heroes to fight to their fullest.

Prerequisite: Charisma 15+, Leadership, 10th Level, Any motion 
power (flight, teleport, swinging, etc.)

Benefit: On the turn you enter a fight you can use one of the 
following actions:

 •  +2 bonus to attack rolls and saving throws for the next two 
rounds

 • Immediately shake off the effects of a stunned condition.
 •  Gain an immediate new Will saving throw against a mental 

power affecting them with a +2 bonus.

You can affect a number of allies equal to three times your 
Charisma bonus.

Jam the System
You have a talent for rendering technology inoperable. You do 
not destroy a device. Rather, you tweak a switch, stuff a wad of 
paper in a heat sink, or otherwise disrupt its ability to function for 
a short period.

Prerequisite: Monkeywrencher.

Benefit: As a full action, you can make an attack against a 
device. The device’s Defensive Attributes is its user’s total Defen-

sive Attributes +5. If you succeed, the device’s current effective-
ness are cut in half, rounded down, until your next action. A 
device can only suffer this effect once per round. You cannot use 
this feat against a device already damaged by this feat.

Last of Species (Origin)
You are a survivor, determined and able to carry on the legacy of 
your kind.

Benefit: Calling on the strength of your ancestors, once per 
session you can eliminate all your combat effects or conditions 
like stun or shaken. 

Lightning Repair
You can fix things much faster than normal.

Prerequisite: Repair 4 ranks.

Benefit: You can make Repair checks in half the normal time. 

Magical Construct (Origin)
You have been crafted to resist a particular class of threats.

Benefit: You gain a +3 bonus to one saving throw type, chosen at 
the time of character creation.

Martial Artist (Origin)
You are a lethal weapon.

Benefit: One per session, you can make an attack roll you gain a 
+3 bonus to the re-roll. If the re-roll results in a successful attack, 
it is automatically a critical hit, regardless of the actual roll. You 
can use this ability against targets not susceptible to critical hits 
(such as objects).  If so, you still get the bonus to the re-roll, but a 
successful attack does not result in a critical hit.

Master Detective (Origin)
You can call on the pinnacle of your skills to crack a case.

Benefit: One per session, you can re-roll a Bluff, Forgery, Gather 
Information, Innuendo, Intimidate, Knowledge, Listen, Read 
Lips, Science, Search, Sense Motive, or Spot check you get a +5 
bonus to the re-roll.

Master of Skills (Origin)
When it comes to your chosen field, you have no equal.

Benefit: Your maximum skill ranks is equal to your level + 6. 
When you select the Skill Focus feat you receive a +4 bonus to 
the specified skill. 

Millionaire Crime-Fighter (Origin)
You can call on your vast resources to overcome any obstacle.

Benefit: One per session, you gain the use of any ordinary piece 
of equipment with a Wealth cost no greater than your level. The 
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item obtained must be a known piece of equipment and should 
not duplicate outlandish superpowers, though it can be the very 
best of its kind: infrared binoculars but not x-ray goggles, a 2005 
Aston Martin Volante but not a teleportation pod, a Glock 21C 
but not an anti-matter gun, etc.

Using this feat requires that you have access to your empire and 
that they have access to you. So, for example, you cannot use it 
while trapped in a cell behind enemy lines. The item is delivered 
to you within 10 minutes to 10 hours depending on the nature of 
the item requested and other factors, as determined by the GM. 
This ability may only be used once per adventure, and you must 
return the item at the end of the adventure.

Monkeywrencher
You have a knack for destroying technological items.

Benefit: If you choose to attack an item, such as a suit of power 
armor, a rifle, or a similar item, you gain a +2 bonus to your 
damage.

As a rule of thumb, this bonus only applies to mechanisms that 
have moving parts, require electrical power, or are fueled by a 
chemical reaction.

More Human than Human
You epitomize everything worth fighting for in humanity, and 
understand people well.

Prerequisite: None

Benefit: You receive +2 on any roll made to get someone to trust 
you or believe in you. These bonuses do not apply to your inter-
actions with anyone with the Inhuman feat.

Mutant Leader (Origin)
Mutants everywhere look up to you.

Benefit: You gain a +2 bonus on all Charisma-based skill checks 
involving mutants. Once per session, you can use one of the 
following:

 •  +2 bonus to attack rolls and saving throws for the next two 
rounds

 • Immediately shake off the effects of a stunned condition.
 •  Gain an immediate new Will saving throw against a mental 

power affecting them with a +2 bonus.

You may confer a benefit on a number of allies equal to your 
Charisma bonus + 1.

Mutant Rebel (Origin)
You will do whatever it takes to protect mutantkind.

Benefit: You gain a +3 bonus to Intimidate checks against non-
mutants.

You also gain a +2 bonus to attack rolls and Fortitude save DCs 
against agents of mutant oppression (government agents, anti-
mutant villains, etc.).

Mystic Protector (Origin)
You can sense those who invade our dimension.

Benefit: You gain the benefits of the Detect (extra-dimensional 
being) feat. You enjoy a +2 bonus on Spot checks to detect such 
beings.

Also, you get a +1 bonus to attack rolls and Fortitude save DCs 
against extra-dimensional beings.

Noble Thief (Origin)
Like a shadow in the night, you escape detection.

Benefit: You can move at full speed when making Hide or Move 
Silently checks. When making a Hide or Move Silently check, 
any roll lower than a 7 is treated as a 7.

Outcast Noble (Origin)
You were once the proud sovereign of an alien kingdom.

Benefit: When acquiring ranks in Diplomacy, Gather Informa-
tion, Innuendo, Intimidate, or Taunt, you get two ranks for the 
cost of one rank.

Planetary Explorer (Origin)
You spend your days crossing the galaxy.

Benefit: You get three bonus languages at character creation. 
These languages may be alien or terran in origin. You get a +2 
bonus to all untrained Knowledge and Science checks.

Power Armor Warrior (Origin)
In combat, you are the master of your metal skin.

Benefit: While wearing your power armor, you get a +1 bonus to 
attack rolls, initiative rolls, and total Defensive Attributes.

Rabble-Rouser (Origin)
You are known throughout the galaxy as an unparalleled trouble-
maker.

Benefit: You are immune to Mind Control and similar powers 
and effects that would result in direct and complete control over 
you. You get a +1 bonus to saving throws against other powers 
or effects that would curtail your freedom, such as Paralysis and 
Snare. This bonus is only effective against powers that affect you 
directly, not something that indirectly affects you such as a wall 
of fire blocking a doorway.

However, your reputation precedes you. You suffer a -2 penalty to 
Charisma-based skill checks other than Intimidate and Taunt. The 
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GM may reduce or eliminate this penalty if you have undertaken 
heroic actions in the eyes of those opposing the check.

Redundant Organs
Your body has a built-in backup system.

Prerequisite: Constitution 13+

Benefit: If you fail your saving throw to resist a power that 
directly affects your body, such as Fatigue or Suffocate, you get 
another Fortitude save one round later. If this save is successful 
you shrug off the effects completely. You only get this one extra 
chance to overcome the power.

Reflexive Phasing
You have the knack for phasing in or out of solidity at just the 
right time.

Prerequisite: Incorporeal type ability

Benefit: If you fail your saving throw to resist a power that relies 
on your ability to nimbly escape by use of Dexterity, you get 
another Reflex save one round later. If this save is successful you 
escape the effects completely. You only get this one extra chance 
to overcome the power.

Resurrect Device
With a length of baling wire, duct tape, and a few dollops of super 
glue, you can patch together a shattered device.

Prerequisite: Repair 4 ranks, Lightning Repair.

Benefit: Once per session, you can immediately repair a 
destroyed or badly damaged device, construct, or other gadget 
with a successful Repair check. This item’s ranks are restored to 
half their maximum value. 

Robotic Transplant (Origin)
Your robotic body has its advantages.

Benefit: You get a +1 bonus to Fortitude saves.  Also, if you are 
disabled, you may perform strenuous actions without your condi-
tion changing to dying.

Runaway Mutant (Origin)
You’ve honed your abilities to stay one step ahead of your 
pursuers.

Benefit: You gain a +1 bonus to all Bluff, Disguise, Escape 
Artist, Forgery, Hide, and Move Silently checks.

Also, once per adventure, you may cause one NPC or a single 
group of NPC’s (such as a pair of motorcycle cops) to automati-
cally fail a Listen, Search, or Spot check. You must decide to use 
this ability before the results of the check are announced.

Seeker of Vengeance (Origin)
You will not rest until you taste the sweet nectar of revenge.

Benefit: With the assistance of your GM, identify your sworn 
enemy. You get a +1 bonus to your Fortitude and Will saving 
throws, your attack rolls, and your total Defensive Attributes 
against your sworn enemy and his minions.

Sentient Automaton (Origin)
Your CPU enables you to process thousands of calculations in an 
instant, increasing your combat effectiveness.

Benefit: You get a cumulative +1 bonus when fighting the same 
opponent in subsequent battles. At the time you take the feat, you 
select either an offense oriented CPU or a Defensive Attributes-
oriented CPU. If you select an offense-oriented CPU, you get 
a +1 bonus to attack rolls. If you select a Defensive Attributes-
oriented CPU, you get a +1 bonus to your total Defensive Attri-
butes. The bonus is cumulative for each additional combat against 
that same opponent. So, the second time you fight that particular 
opponent, the bonus is +1; the third time, the bonus is +2, etc. 
The maximum bonus against any single opponent is +5.

Sentient Power
One of your powers has a mind of its own.

Prerequisite: Any superpower

Benefit: Your superpower has a mind of its own. It can activate 
in emergencies without you doing anything to turn it on, and will 
do so if it would save your life. It also has its own feelings, and 
possibly its own agenda, and there may be some targets it refuses 
to affect. GMs should remember that this is meant to be a benefi-
cial feat, not a weakness. Good examples would be intelligent 
viruses (for the Drain power), symbiotic Armor, or a band of 
living energy that gives its host Energy Control / Manipulation.

Shaman (Origin)
You have an unbreakable bond with the forces of nature.

Benefit: You may speak with normal animals. You can ask the 
animals questions and understand their answers, but they may be 
simplistic or difficult to fully comprehend. Most animals will be 
favorably disposed towards you, unless there is a specific reason 
to the contrary, e.g., a trained guard dog. Even in such cases, you 
may make a Diplomacy check, DC 15, to improve their disposi-
tion to favorable.

Soldier of Fortune (Origin)
You can size up your enemies.

Benefit: As a half action, you can determine the Defensive Attri-
butes and Fortitude saving throw bonus of any target within 30 
feet.
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Star-Spanning Mercenary (Origin)
You’ve fought everything the galaxy has to offer and lived to tell 
the tale.

Benefit: You get a +1 bonus to your base attack bonus and your 
base Defensive Attributes. 

Super-Genius (Origin)
Your brilliance covers up for your shortcomings.

Benefit: Once per session, you may use your Intelligence bonus 
(plus any bonus in your hyper-Intelligence of any type, if any) 
in lieu of any other ability bonus on an attack roll, saving throw, 
skill check, or ability check.

Technical Analysis
Your scientific training allows you to quickly determine how a 
device functions.

Prerequisite: Science (any) 4 ranks.

Benefit: With a half action, you can study a device or an oppo-
nent and make an Intelligence check. You learn the abilities and 
ranks of every device or power that has the sciencitific source as 
long as the result of your check equals or exceeds that device’s 
abilities + 10. You make the check once, but you may learn about 
some or all of the target’s devices with that one roll.

You can use this feat once per encounter per device or opponent.
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O P E N  G A M E  L I C E N S E  V E R S I O N  1 . 0 A  

The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative Mate-
rial” means copyrighted material including derivative works and transla-
tions (including into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, compilation, abridg-
ment or other form in which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute; (d)”Open 
Game Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not 
embody the Product Identity and is an enhancement over the prior art 
and any additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically 
excludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product iden-
tity by the owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) “Trademark” means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) “You” or “Your” means the licensee in 
terms of this agreement. 

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any 
Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content distributed using 
this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content. 

5.Representation of Authority to Contribute: If You are contributing orig-
inal material as Open Game Content, You represent that Your Contributions 
are Your original creation and/or You have sufficient rights to grant the 
rights conveyed by this License. 

6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content You are copying, modifying 
or distributing, and You must add the title, the copyright date, and the copy-
right holder’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 

in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content origi-
nally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You 
may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License. 

14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make 
it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, 
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. 
Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary 
Gygax and Dave Arneson. 

Super Powered Origin Feats Copyright 2007, Louis Porter Jr. Design, Inc.

1st Appearance: Luminous, Copyright 2004, Blue Devil Games; Authors 
Lee Hammock and Justin D. Jacobson

1st Appearance: T.O.M.C.A.T.S, Copyright 2004, Blue Devil Games; 
Authors Wayne Ligon and Justin D. Jacobson

Above and Beyond, Copyright 2003, Colin Fredericks

Algernon Files, Copyright 2004, Blackwyrm Games; Authors Aaron 
Sullivan and Dave Mattingly.

A Matter of Family, Copyright 2003 Chris Aylott. Published by Ronin Arts, 
www.roninarts.com.

Mutants & Masterminds RPG, Copyright 2002, Green Ronin Publishing; 
Author Steve Kenson


