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“l've altered your molecusr structure, Delyado, to make you virtually

as dense as adamantium. What you lose in speed and agility, you'll
more than make up for in raw strength!”

-Chrome, Chris Claremont and Jim Lee’s X-Men, issue 1



Powered Heroes are living weapons, the
biological main battle tanks and next-gen combat
aircraft. Even the youngest, least experienced
Powered Hero is amatch for a platoon of baseline
human soldiers.

And the most experienced Powered Heroes
can do even more. If ayoung post-human can lift a
tank, a veteran Powered Hero can transmute its
molecules to dust and vapor. Low level
superhumansfire energy beamsthat can slice
through steel: high level Powered Heroes can alter
the flow of time. Complete mastery of gravity,
ownership of light, heat, kinetic energy, command
of space, time and the atomic structure
of matter. Ordinary Powered Heroes
are tanks. Powereds who master these  /
new abilitiesaregods. Fundamental !
Forcesisacollection of new,
cosmic Talent
Treesfor the
Powered Hero
BasicClass. )
These amazing N
new powers
are usable by
the heroes and
villainsof Otherverse
America and the Psi-Watch
campaign settings.
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Density Control
Force Manipulation
Genius

Healer

[llusionist
Luckweaver
Shapechanger
Shooter-Type Expansion
. Summoner

10. Superspeed

11. TimeManipulation
12. Transmuter

13. Warform Expansion
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Density Gontrol Talent Tree

Powered who manifest these talents can
alter their molecular structure at will, from
electrically charged mist to diamond hardness.
Depending on their temperament they might be
stealthy scouts or frontline tanks... or both.
Density Control: You can alter or decrease your
massin minor ways, giving you flexibility but not
great range. A number of times per day equal to 3
plus your Powered Hero class level, you can alter
your density, which has one of two effects, chosen
by you when you activate this power. Altering your
density inthisway isamove equivalent action.

Increased Density: Your weight seemsto

double, and your body becomes slightly more

durable and stronger. You receive a +2

enhancement bonus to your STR score for
N every three Powered Hero class levels, and
= receivea+1 natural armor bonusto
Defense for every two Powered Hero
classlevels.
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Decreased Density: You become as
light as an astronaut running on the
moon. You receive a+2
enhancement bonus to your DEX
score for every three Powered
Hero classlevels, and receivea
+1 bonus on melee attack rolls
for every two Powered Hero
classlevels. Whileyour
Density isdecreased you gain
the benefit of a permanent
featherfall effect.

Each timeyou alter
your density, the effects
last for 1d6+1 rounds.




Density Increase: You can increase your density electrical damage for every three Powered Hero
to diamond hardness. Whenincreasing your density  classlevels.
you gain Damage Reduction equal to 5 + your Prerequisite: Density Control, Density
Powered Hero class level. Decrease
Prerequisite: Density Control |
Phasing Touch: By spending an action point, you
Density Decrease: You can decreaseyour density  can partially phase your body and any melee

to the point you become vaporous. When weapons you are wielding, allowing them to pass

decreasing your density, you may choose to through natural and manufactured armor. For

becomeincorporeal. Whileincorporeal, yougaina 1d6+1 rounds after spending the action point, all

flight speed of 30 ft (average). mel ee attacks you made are resolved as melee
Prerequisite: Density Control | touch attacks.

Prerequisites: Density Decrease, Density

Disrupting Phase: Any non-living object youpass Control
through while phased suffers 1d6 points of
Force Manip I11: You can select this
talent from the Force Manipulation
talent tree, aswell aslater talents
that have Force Manip |11 astheir
prerequisite.

Prerequisites: Density Increase,
Density Control

Force Manipulation
Talent Tree

By manipulating gravity, one of the
fundamental forces of the universe,
the Powered Hero can dominate the
battlefield. Force Manipulationis
difficult to master, but with practice,
Powered Heroes specializing inthis
talent can achieve featsthat even the
most powerful telekinetics can't
match.

Force Manip |: You unconsciously
mani pul ate gravity in constant and
minor ways. You never takefalling
damage unless you are unconscious
or unableto use Psionic abilities, and
are constantly under an effect similar
to the featherfall spell. You gain
Force Resistance 10.

Prerequisite: Shooter-Type |
(Force energy blast)



Force Manip I1: You can use your control over
gravity and kinetic energy to move objects
telekinetically. Thisability functionsasthe
Telekinesisfeat with only afew minor exceptions.

You may move objectstelekinetically asa
standard action. You may move unattended objects
weighing ten pounds per Powered Hero class level.
You may utilizethisability at will, directing the
object (s) as a standard action, which provokes
attacks of opportunities.

You may perform Craft and DEX based
skillsusing telekinesis, but suffer a—4 penalty on
all skill checksdueto lack of sensitivity. You may
throw objectstelekinetically, but suffer a—4
penalty on attack rolls.

Thrown objectsinflict 1d4 points of
subdual damage per 10 Ibs. Hard or edged objects
inflict 1d4 points of lethal damage per 10 1bs.
Inhalation poison telekinetically throwninan
adversary’sface or noseinflictsa—2 circumstance
penalty on the unfortunate victim's FORT saves.
Telekinesis cannot be used directly against living
beings or objectsin another creature’s possession.

Telekinetic characters can affect all objects
within line of sight in a60 ft radius. Telekinetic
characters may simultaneously move anumber of
objects equal to their Powered Hero classlevel.

Prerequisites: Force Manip |

ForceManip I11: Your control of gravity allows
you to increase atarget’s mass to what it would be
on Jupiter.

By spending an action point as a standard
action, the Powered Hero can induce aHigh
Gravity environment (as described inthe D20
Future sourcebook) in an 100 ft radius around his
body. Thisfield moves with the Powered Hero
whileitisactive. Thisgravity field affects
everything within the radius, except the Powered
Hero himself, who can move and operate normally.
Thisfield remainsin effect until the end of the
encounter, the Force Manipulator chooses to
dismissthe effect, or the Commando dies, or falls
uNCONSCIiousS.

Prerequisites: Force Manip I, Forcemanip |

Force Manip 1'V: Just asyou can increase
gravity’spull, you can also negate it compl etely.
Instead of creating a High Gravity environment
with the Force Manip |11 talent, the character can
instead create a zone of zero gravity, which
functionsidentically to the high gravity
environment.

Prerequisites: Force Manip 111, Force
Manip I, Force Manip |

Gravity Hammer: You can increase the gravity in
atarget zonethat eventheair itself slams
downward, blasting into the earth like arail gun
shot. By spending an action point, you can create a
gravity hammer as an attack action.

The gravity hammer inflicts 10d6 points of
force damage plus an additional +1d6 points of
force damage per each Powered Hero classlevel
(max 20d6) to all targets within a 30 ft radius. You
may create the gravity hammer at any visible point
within 100 ft. Targetsin the gravity hammer’s
radius can attempt a REF Save (DC 10 + your
Powered Hero classlevel) for half damage.

Prerequisites: Force Manip 111, Force
Manip I, Force Manip |

Singularity: Increase gravity to the point where
nothing, not even light can escapeits pull. When
using your Gravity Hammer, instead of just
suddenly slamming thetarget with ultra-gravity,
you create amicroscopic singularity.

Your Gravity Hammer now completely
atomizes any creature or object destroyed by it,
and usually leaves abowl shaped, black glass
depression where it landed. Once created, the
Gravity Hammer remains active for 1d4 rounds,
inflicting full damage each round. The hammer’s
effect radius, and alarger 30 ft radius encirciling
the effect become completely black, asall lightis
pulled into the singularity. Normal vision and
Darkvision are usel esswithin this spherical radius.

Prerequisites: Gravity Hammer, Force
Manip I11, Force Manip I, Force Manip |




Genius Talent Tree

Your genetic and cybernetic augmentation
have pushed your mental abilitiesinto the post-
human range. You can process information with
the speed and accuracy of a supercomputer, slaved
to the insight and imagination of one of the
greatest geniusesin human history. Your mindis
your finest weapon.

Genius|: Any Powered Hero talent or Smart Hero
talent you select provides you with acumulative
+1 enhancement bonus to your Intelligence score.

Prerequisite: INT-Keyed Ability Push only,
at least one Smart Hero talent

Geniusll: Each day, you can reroll anumber of
failed Knowledge checks equal to your Powered
Hero classlevel + your INT modifier. Doing so
takes no additional time, and you may re-roll a
failed check as many times as necessary. If you re-
roll the same check more than once, you receive a
+5 competence bonus on the future rerolls of the
same check.

Prerequisite: Geniusl

Geniusll1I: Your disciplined mind allows you to
complete tasks more quickly than normal. When
performing any INT based skill check, reducethe
time necessary to perform the task by 75%, down
to aminimum of amove equivalent action.
Knowledge checks are always free actions for you.
Prerequisite: Geniusll, Genius|

Logic: Your supremely logical mind rendersyou
immuneto Psionic assaults and harmful mind
influencing effects. In addition, you add your INT
bonus as an insight bonus on W1 S-based skill
checks thanks to your extreme attention to detail
and keen observational skill.

Prerequisite: Geniusll, Genius|

Logicll: Your supremely logical mind assistsyou
in deprogramming allieswho have succumbed to
Psionic tampering or illusions. By successfully
using the Aid Another action, you can provide an
ally with asecond WILL Saveto over come any
mind influencing effect. In addition the aid another
bonus, the target istreated asif they possessed

your Logic, and gain the benefit of your INT bonus
on the save.

However, for non-Genius characters, being
‘talked down’ by an ultra-logical supermind can be
disturbing. If your aly successfully savesagainst
the mind influencing effect, he or sheisstill
considered shaken for a number of hours equal to
your INT modifier.

Prerequisite: Logicl, Geniusll, Genius

Never Unprepared: Your swift, computer-like
mind dramatically increases your reaction time.
You add your INT bonus as an insight bonus on
Initiative checks. You are never considered flat-
footed.

Prerequisite: Geniusl

Polymath: Your Powered Hero and Smart Hero
levels stack for determining how often you can use
talentsfrom either class, and how effective those
talentsare.

Prerequisite: Geniusl

Signaturelnvention: When using any Craft skill
to create a device, weapon, computer system or
vehicle (or using the Repair skill to modify or
upgrade such a device) you can personalize the
device so that it only functionsfor you. Such
personalized devices are designed to only function
when unlocked by your mental command and other
characters can’t easily usethem. Characters
wishing to use one of your signature inventions
must succeed on a Computer Use or Disable
Device check with aDC equal to 10 + your INT
Score + your Powered Hero classlevel. The
gamemaster determines which type of check is
made, based on the nature of the device.
Prerequisite: Genius|, Gearhead

Skill M emorization: You can perfectly duplicate
the expertise of specialists you encounter. Anytime
you see askill check successfully performed, asa
free action, you can memorize the procedures used
by spending an action point. Doing so allowsyou
to use the memorized skill check result rather than
rolling the dice when making checkswith the skill.



You can only have asingle skill memorized
at any given time. Once memorized askill
remains at your disposal for anumber of
hours equal to your INT score.
Prerequisite: Geniusll, Genius|

Healer Talent Tree

Powered Heroes built
as Healers use nano-reactive
bodily fluidsand precisely
measured exotic energy
dischargesto stimulate cell
regeneration. With atouch, a
dedicated Healer can do what
anentire, fully equipped
surgical suite cannot.

Healer |: Your neural gene-mods
make you an instinctive medic, and skil|
programs loaded into your frontal lobe give
thousands of gigabytes of medical expertiseto
draw upon.

You receive abonus on Treat Injury
checks equal to 5 + your Powered Hero class
level. In addition, you receive Surgery and Xeno-
Medic as bonus feats, thanks to your onboard
medical databases.

Prerequisite: INT-keyed, WIS-keyed or
CHA-keyed ability push

Healer |1: Engineered, purpose-grown organsin
your hands and forearms project exotic radiations
that can clot arterial bleeding and regrow shredded
muscle, bone and tissue. By touching adying
creature (reduced to -1 HP and dropping) as a
standard action, you can stabilize the creature,
preventing further HPloss. Thisability can also be
used to end ongoing damage from blood loss, such
as caused by aweapon with the wounding
property.

Prerequisite: Hedler |

Healer 111: The Healer’stouch can knit damaged
tissue back together. Asafull round action, the
Healer can touch awounded creature and restore
1d4 HP plus his Powered Hero classlevel. The
Healer can usethisability at will, however, if he

restores more than 20 Hit Points within the same

hour span, heis considered fatigued. If already

fatigued, the Healer becomes exhausted instead.
Prerequisites: Healer |1, Hedler |

Healer Plus. Each timethe healer choosesthis
talent, the Healer |11 talent restores an additional
+5 Hit Points. Each timethistalent is selected, he
amount of Hit Points the Healer can restore within
asingle hour before becoming fatigued or
exhausted increases by +10

Prerequisites. Healer |11, Healer 11, Healer |

Death Touch: Your healing giftsallow you to
reshape flesh and alter living tissue on the
molecular level. A slight change of emphasisand
intent, and these same gifts can be used to kill.




By spending an action point, you charge
your handswith lethal energies. By succeeding at a
mel ee touch attack, you can instantly kill aliving
target that failsa FORT Save (DC 10 + your
Powered Hero level). Targets who fail their save
drop instantly to -11 HP, beyond saving by normal
means. If the target successfully saves, the action
point islost without effect.
Prerequisites: Hedler I11, Hedler |1, Healer |

Remissive Touch: A number of times per day
equal to 3 plus your Powered Hero level, you can
touch a creature and cure any disease the creature
issuffering from. Using thisability isastandard
action.

Prerequisites: Healer |1, Hedler |

Restor ative Touch: A number of times per day
equal to 3 plus your Powered Hero level, you can
touch a creature suffering from ability score
damage. Your touch completely restores any
creature ability score damage the character is
suffering from

. By spending an action point when activating this
ability, you can fully restore acreature suffering
from permanent ability scoredrain.

Prerequisites: Healer |1, Hedler |

Resurrecting Touch: By spending an action point,
you can restore life to the slain. You may resurrect
aliving creature that has been dead for up to 1
hour per Powered Hero class level. Regardless of
the conditions of the corpse, you can restore it to
lifein acompletely intact state, so long asit has
not been compl etely atomized. Resurrected
creatures are restored to life with 1 Hit Point per
the Healer’s Powered Hero classlevel. Using this
ability requiresafull round action.

Prerequisite: Healer I11, Healer |1, Healer |

lllusionist Talent Tree

You can manifest convincing holograms,
auditory effects, and even illusory scent cues
thanks to your onboard projectors and weaponized
psi-viruses. You are a master of concea ment,
deception and a strange post-human kind of art.

[Hlusionist I : Your illusion casting abilities
allow you to control color and shade in spectacular
and primal forms. As a standard action, the
Ilusionist can excite the photons around her into a
dazzling pyrotechnic display. The lllusionist can
cast light or use prestidigitation to create a
dazzling light show at will, as a mage of her total
character level.

If the lllusionist chooses to spend an action
point while using this ability, she can create a
blinding, disorienting flash rather than aharmless
lightshow. Any sighted creature within 60 ft of the
Light Weaver must make a FORT save (DC 10 +
her Powered Hero class level) or be blinded for
3d6 rounds. If thistalent is used with Full Sensory
Illusion, the target is also deafened on afailed
save.

Prerequisite: CHA-keyed ability push only

[llusionist I1: lllusionists get can weave
stray photons like a craftsman weaves silk. Asafull
round action, the Illusionist can make a Craft



(visual arts) check to create astunningly realistic,
immobile hologram of any Gargantuan or smaller
object thelllusionistisfamiliar with, from buildings
and vehiclesto animmobile human being. The
hologram remainsin existence aslong asthe
[llusionist concentrates on it for 1d4 rounds after
she ceasesimagining the object.

Obvioudly, whiletheillusionisconvincing,
it has no tactile, audible or olfactory components,
nor does any object disguised with thisability have
itsfunction or properties altered in any way.
Creatures directly interacting with the hologram
can recognizeit asan obviousillusion withaDC
10 WILL save. More distant creatures can attempt
aWILL Savewith aDC equal to the Craft (visua
arts) check used to create theillusion.

Prerequisite: Illusionist |

[llusionist I 11: Creating mobile, real-timeillusions
ismentally taxing and only possiblefor experienced
[llusionists. A number of times per day equal to 3 +

her Powered Hero classlevel, the Illusionist can
cast any of the following spells change self,
glitterdust, invisibility or invisibility sphere asa
mage of her Powered Hero classlevel.
Prerequisites: Illusionist I1, Illusionist |

[Hlusionist 1 V: Experienced Illusionistslearnfine
control and real-time alteration of their illusions.
Controlling illusionsisafull round action that
provokes attacks of opportunity. Doing so allows
theillusory objectsto move and interact directly
with their audience. The WILL Save DC to pierce
acontrolled illusionisequal to 10 + the
[llusionist’s Powered Hero Class Level + her CHA
modifier.

Prerequisites: [llusionist 111, lllusionist 1,
[Hlusionist |

Damaging Illusion: You can create mobile
illusions that seem to attack your target. Those
who believe your holographic liestake very red
damage. You may use amobile, controlled illusion



to attack a single target within range as afull round
action. Thistarget is beset by an invincible, perfect
and lethal attacker conjured from your imagination.

The target must succeed at an additional
WILL Save (DC 10 + your Powered Hero Class
Level + your CHA modifier) or suffer 1d6 points
of damage per Powered Hero class level
(maximum 10d6). Thisdamageis psychosomatic
and as such is considered amind-influencing effect.
Each psychic attack also allows the target another
WILL Savetoignoretheillusion all together.

Prerequisite: lllusionist IV, lllusionist 111,
[Mlusionist 11, llusionist |

Full Sensory Illusions: Your illusions seem to
have a scent and you can add auditory
components, up to 100 decibelsto any hologram
you construct. You may need to make Perform
(sing, various instruments) or Disguise checksto
imitate specific sounds or voices, at the game
master’s option. The game master determinesif
thisadditional check is necessary and which type of
check based on the sound imitated.

Prerequisite: lllusionist |

Persistent I llusion: Your holographicillusionswill
remain in existence for 1d4x10 minutes after the
[lusionist ceases concentrating on it, as opposed to
1d4 rounds.

Prerequisites: lllusionist |

Targeted |llusion: You can tight-beam your
illusionsdirectly to the visual cortex of specific
targets. You can choose which characters within
the range of your effect see your illusions. You may
also choose to alow some characters to see the
actua illusion, and other characters (usualy allies)
within rangeto seea‘ghost image’ of theillusion.
Doing so alowsyour alliesto recognize you are
casting an illusion and its exact boundaries without
falling victim to the hologram or being distracted.
Prerequisites: lllusionist |

Luckweaver Talent Tree

Advanced quantum computers built into
your weapons allow you to alter reality on the sub-
atomic level. Push afew quarks here or there,
change the smallest piece of redlity, and the
changes cascade. You can alter luck, twist fate and
make the impossible acertainty.

Luckweaver |: You areincredibly lucky. You
receive a+1 luck bonuson all saving throws, and
luck bonuses aways stack for you.

Luckweaver I1: You have the ability to twist
probability in your favor. A number of times per
day equal to 3 + your Powered Hero level, you
may roll the next sizelarger dice whenrolling dice
for any reason. You may upgrade damage dice,
randomly rolled hit points, action dice, or attack
rolls. When upgrading a D20 you roll 3D10
instead. Your critical hit range increasesfrom the
normal range to 30, making critical hitsfar more
likely.

Prerequisite: Luckweaver |

Luckweaver [11: You can twist probability to
plague your enemieswith bad luck. A number of
times per day equal to 3 + your Powered Hero
level, you can bestow bad luck on any character
within 60 ft that you can clearly see and who does
not have total cover from you. Using this ability is
an attack action. For one minute after being
targeted, your opponent suffersa -5 penalty on all
attack rolls, skill checks and saving throws, and
cannot confirm any critical hit nor expend action
points.

If your target succeeds at aWILL Save
(DC 10 + your Powered Hero class level) he or she
merely suffersa-2 penalty on all attack rolls, skill
checks and saving throws for the same duration.
Prerequisite: Luckweaver |1, Luckweaver |

Failure Points: You can create improbable
mechanical stressesthat can destroy anything from
an AK-47 to a space shuttle orbiter. By spending
an action point, you can cause any Small or smaller
non-living, non-magical machinewithin 100 ft that
you can clearly seeto fail completely. The machine



will not work until repaired (Repair DC 20). Using
thisability isan attack action. You cannot affect
living machines, nor machinesdirectly connected
to living tissue, such as cybernetic implants.

You can affect larger machines with
correspondingly greater effort. By spending
additional action pointsthe size of the machine
affected increases by one category per point spent.
Spending additional action pointsinthisway isa
deliberate exception to the genera rule that you
can only spend one action point per round.

Prerequisite: Luckweaver |

FailurePoints11: When using your Failure Points
ability, you may affect anumber of targets of the
samegeneral type(al firearms, all cellphones, all
automobiles, ect) within 100 ft equal to your
Powered Hero class level. If you have spent
additional action pointsto affect alarger machine,
you may affect all machines of that size or smaller
of that general type within range.

Prerequisite: Failure Points|, Luckweaver |

Life Saving Luck: When the Powered Hero or
any ally within 30 ft is struck by any attack, the
Powered Hero can spend an action point to
mitigate the damage somehow. Some bizarre, one
inamillion coincidence savesthetarget’slife:
falling rubble blocks apistol bullet, alast second
misstep turns a sniper’skill shot into a bad wound,
asudden spray of water vapor refractsalaser, a
pocket Bible stops a hollow point from
penetrating.

Using thispurely mental ability isafree
action which may be performed as often once per
round. When you use this ability, you negate a
number of points of incoming damage equal to the
action dice result plus your Powered Hero level.

Prerequisite: Luckweaver |

Unbalanced Fate: You gain an even greater
control over probability and fate. Any timeyou
spend an action point to improve the result of any
attack roll, skill check or saving throw, all enemies
within a 30 ft radius of you suffer aluck penalty on
the same kind of die roll equal to the bonus you
received. This penalty stackswith the penalty from

the Luckweaver 111 talent, and if you spend
multiple action points during around, the effect is
cumulative (maximum -10 luck penalty). This
penalty remains until the end of the current
encounter.

Prerequisite: Luckweaver |1, Luckweaver |

Shapechanger Talent Tree

Shapechangers are creatures of malleable
form. They can alter their bodiesinto alimitless
number of new forms- from human facades
intended for espionage to powerful warforms
designed for combat. Shapechangers are the most
versatile breed of post-human, equipped for every
eventuality.

Shapechanger |I: Asafull round action, the
Shapechanger can reshape his or her body at will,
similar to amagic user casting change self. The
Powered Hero can transform itself into any
similarly sized humanoid creature of either gender.
You can alter your height and weight by up to 20%
when changing shape. Thisisan actual physical
transformation, not anillusory effect. You can
become pregnant in femal e gender, and cannot shift
gender while pregnant.

You can also ater your physical featuresin
less obviousways, such asinstantly changing hair
or eye color, growing or retracting your hair, or
similar feats. You can change the tone, pitch,
timbre and accent of your voice by altering your
vocal cords.

If you usethis ability to craft adisguise,
you receive a +10 bonus on the Disguise check.
You can attempt to duplicate another humanoids
retina patterns, fingerprints or other biometric data
by succeeding at a DC 40 Disguise check.

You maintain your altered physique
indefinitely, and return to your natural shape when
knocked unconscious, or killed, and whileyou
sleep. Your body physically changes, though your
clothes, equipment and carried items are not
affected. You gain the Shapechanger subtype.

Prerequisites: CON-keyed or CHA-keyed
ability push only




Shapechanger I1: You can
assume new guisesin the
blink of the eye. Your
Shapeshifter | talent
improves greatly, and you
can assume the form of
monstrous humanoids as
well ashumanoids.
Assuming anew formisa
free action, and you can
change forms as often as
once per round.
Prerequisite:
Shapechanger |

Shapechanger I11: Your
metamorphic versatility
increasesgreatly. A number
of times per day equal to
three plus your Powered
Hero classlevel you can
shape changeinto virtually
any creature. Doingsoisa
full round action which
provokes attacks of
opportunity. You can
maintain your altered form
for anumber of minutes
egual to your total
character level.

Your new form may
be of the same type as your
natural form or any species
with thefollowing types:
aberration, animal, giant, humanoid, magical beast,
monstrous humanoid, ooze, or vermin. You
transform into astatistically typica member of the
emulated species, though you can scul pt the minor
details of your change-form’s appearance (such as
hair and eye color, facial features, gender and age)
asdesired.

Your assumed form cannot have Hit Dice
or Challenge Rating equal to more than seventy-
five percent (75%) of your total character level.
You cannot assume aform smaller than Tiny nor
larger than Huge, nor can you assume any
incorporeal or gaseous form.

Your type and subtype (if any) change to
match the new form. You retain your class abilities
and feats while shapechanged. If you can wear or
use your weapons, equipment, clothing and armor
inyour new form, they remain in place and provide
the usual benefit. Otherwise your gear meldsinto
your new form and becomes usel ess.

Upon changing, you regain lost hit points
asif you had rested for anight (though this healing
does not restore temporary ability damage and
provide other benefits of resting; and changing
back does not heal the subject further). If dain, you



revert to your original form, though you remain
dead.

You gain the STR, DEX and CON scores
of the new form but retain your own INT, WIS and
CHA scores. You also gain al extraordinary
attacks and abilities possessed by the form but not
supernatural or spell like abilities.

Prerequisite: Shapechanger 11,
Shapeshifter |

Y -

Shapechanger 1V: Asyour shapeshifting
talents mature, you can assume more powerful and
complex forms. When using Shapechanger 111 to
assume anew form, you can assume the form of a
creature with a Challenge Rating or Hit Dice equal
to your total character level.

Prerequisite: Shapechanger Iil,
Shapechanger 11, Shapechanger |

Dragonform: You can assume the form of the
most powerful creaturesin the multiverse. You can
assume the Dragon type to the list of creatures
whose form assume.

Prerequisite: Shapechanger Iil,
Shapechanger 11, Shapechanger |

Elementform: You can assume the form of the
most powerful creaturesin the multiverse. You can
assume the Elemental or Construct typeto the list
of creatures whose form assume.

Prerequisite: Shapechanger 111,
Shapechanger 11, Shapechanger |

Outsiderform: You can assume the form of the
most powerful creaturesin the multiverse. You can
assume the Outsider type to the list of creatures
whose form assume.

Prerequisite: Shapechanger 111,
Shapechanger 11, Shapechanger |

Shooter-Type Talent Tree
Expansion

13

Thebasic abilities of Shooter-Type Talent
Tree are described in the Powered Hero Basic
Class. Asimpressive asthetalents of ordinary
Shooter-Types are, the most powerful metahumans
of the breed have transcended the limitations of
flesh. No longer mere energy projectors, these
evolved Shooter-Types have become beings of
pure energy.

Bright Flesh: With aprimal scream of passion,
rage and ecstasy, the Powered Hero can transform
her meat-body into raw energy. Each day, the
Powered Hero can transform herself into anearly
invulnerable energy being asamove equival ent
action.

The Powered Hero can remain in energy
form for anumber of minutes equal to her
Powered Hero class|evel before needing to begin
making WILL Savesto resist returning to human
form. The save DCis 15 + the number of rounds
she has maintained her energy form past her initial
limit. The Powered Hero is considered fatigued for
the duration of the current encounter when she
returns to human form.

As an energy being, the Powered Hero
gainsahost of immunitiesand special abilities. She
becomesimmuneto all non-magical physical harm,
suffocation and hard vacuum, poisons, disease and
critical hits. Any unarmed or mel ee attacks she
makeswhileintangibleignore Natural Armor and
Equipment bonuses to Defense. As an energy
being, the Powered Hero gains a Flight Speed of
100 ft (perfect maneuverability).

Prerequisites. Shooter-Type |, Shooter-
Type Plus, any other Powered Hero talent




Corona: You can manifest an energized aura
around your body. Thisenergized sheath inflicts
+1d6 points of additional energy damage to any
melee attack you make. Thisadditional damageis
of the same type as your Shooter-Type talent.

You can manifest or deactivate your energy
coronaas a move equivalent action.
Prerequisite: Shooter-Type |

Energy Reflection: You can absorb energy blasts
directed at you and blast them back at the shooter.
Any timeyou are hit by an energy blast, you can
absorb an amount of damage equal to your 5 plus
your Powered Hero classlevel. If the energy blast
is of the same type as your Shooter-Type talent,
you can absorb the entirety of theincoming
damage.

You can store the incoming damage until
the end of the current encounter. You can add the
absorbed damage as bonus damage on any attack

made

with any Shooter-Type talent. You must declare the
use of thisability beforerolling to strike.
Prerequisite: Shooter-Type |

Energized Regeneration: Rather than firing
absorbed damage from energy blasts directed at
you, you can use it to heal yourself. The processis
inefficient. For every two points of absorbed
energy you expend in thisway, you recover one
HP. Using thisability isamove equivaent action.
This healing can not raise your HP total above your
normal maximum.

Prerequisite: Energy Reflection, Shooter-
Type |, any other Shooter-Type talent

Har d-Ener gy Weapons: Forcefield and magnetic
bottle technology built into the Shooter-Type's
central nervous system allows her to imagine
energy-based melee weapons and usethemin
battle. As afree action, the Shooter-Type can call
an energy duplicate of any one handed melee
weapon desired.

The energy weapon is made of shaped

forcefields, and inflicts damage equal toits

mundane counterpart, though the damageis
of the same energy type as the Shooter-
Type'sblast. This weapon cannot be
disarmed, though it can be sundered.
The Shooter-Type can reactivate a
destroyed or dismissed energy
weapon as afree action on his
turn. The Powered Hero
must have proficiency with a
summoned weapon type to
seit effectively.
7 Prerequisite: Shooter-Type
I

Instinctive Upshift: The

~ Powered Hero can
transition to energy
-ingtinctively, in responseto
athreat. Aslong asthe

- Powered Hero is
conscious, she may spend
an action point to briefly
go intangible, enabling her
to ignore the effects of any



single assault. The Powered Hero does not need to
be consciously aware of the attack, and she can
even usethis ability when helpless or flatfooted, so
long as the enemy hasn’t found some way to
negate her powers.

Prerequisite: Bright Flesh

Summoner Talent Tree

With athought, asummoner can call small
platoons to fight on his behalf. Some summoners
teleport in cloned troopers and genetically
engineered combat beasts from distant stasis tubes,
while others reach through the multiverse to find
proxy warriors, and still others use gene-twisting
nanotech to instantly forcegrow strike teams from
bacteriaand ambient bio-mass.

Summoner |: You can summon alliesfor a short
duration to fight on your behalf or otherwise serve
you. A number of times per day equal to 3 + your
Powered Hero classlevel, you can summon allies
as astandard action. You may summon any number
or combination of allieswhosetotal challenge
rating is equal to your Powered Hero class level
plus+3. Thus, afirst level Powered Hero using this
ability could summon one CR 4 creature to aid
him, or any combination of weaker creatures
whose combined CR equals 4.

The summoned creatures can represent any
combination of classlevels, templates and monster
Hit Dice, though most summoners usually stick to
aspecificthemewhen calling allies- cybernetically
uplifted Lifer infantry troops, genetically
engineered oozes able to eat through metal, or
robotic constructs to name just afew possibilities.
It's recommended that you stick to summoning
creaturesthat are already statted out and available
to you, to avoid slowing gameplay while you
create a unique creature. Your summoned
creatures appear with typical gear for members of
their type, typically with any equipment mentioned
in their stat block. Summoned creatures
cannotspend action points.

Summoned creaturesremain in existence
for anumber of rounds equal to 3 plus your

Powered Hero classlevel, unlesskilled or
dismissed earlier. You do not have any specid
awareness of your summoned creatures, nor link to
them, though they will follow your commands to
the best of their ability.

Prerequisites. INT-Keyed or CHA-Keyed
ability push only
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Summoner |1: Your summoned creaturesremain

in existence for the remainder of the current

encounter unlesskilled or dismissed sooner.
Prerequisites: Summoner |

I nformation Web: You share ahivemind with the
creatures you summon, can command them at any
distance. You are instantly aware of anything your
summoned minions are thanksto your
telepathiclink.

Prerequisite: Summoner |

Reactive Summons. When badly damaged, your

body responds by automatically callinginallies.

Any timeyou suffer acritical hit, you receivean

additional daily use of your summoning talents.

You must use this summons before the end of the

current encounter or it islost without effect.
Prerequisite: Summoner |

Summoner Plus. Each time you select thistalent
the total maximum CR of the creature or creatures
you summon increases by +2. You may select this
talent multipletimes.

Prerequisites: Summoner |

sSuperspeed Talent Tree

Powered Heroes who explore this talent
tree become the fastest mammals on the planet,
capable of outracing aTokyo bullet train or hitting
an adversary athousand timesin the blink of the

eye.

Super speed |: Your overland movement speed
increases to supersonic levels. Given aclear and
unobstructed path, you can cross North Americain
afew hours. You require several hundred mostly
clear yards of smooth ground to build up speed,
and asimilarly clear areato decelerate.




This speed increase has no effect on your
tactical movement rate or speed in melee combat.
You are considered fatigued for 1d4 hours after
traveling at superspeed.

Prerequisite: DEX-keyed ability Push,
Increased Speed Fast Hero talent

Superspeed I1: Your superspeed becomes more
efficient, and you gain the ability to use super
speed tactically. A number of times per day equal
to 3 + your Powered Hero classlevel, you can
cover adistance of up to 5,000 ft as afree action.
You may use thistactical superspeed as often as
once per round.

You may move normally over obstructed or
difficult terrain whiletraveling at superspeed, and
can even run on water or over ice without 10ss of
speed. However, you must |eap chasms or move
around barriers normally, costing you some of your
maximum potential movement.

Prerequisite: Superspeed |

Combat Super speed: Not many enemies can
stand up to ten thousand punches delivered in less
than 0.14 seconds. Humans are usually reduced to
bloody red smears, and even tank armor tends to
bend after the thousandth punch.

By spending an action point after a
successful melee attack, you caninitiate aflurry of
superspeed punches. Roll damage for the first
attack normally, and then add that same amount of
damage for each point by which your attack roll
beats the target’s Defense score. For example, if
your attack roll is 20 and your target’s Defense is
17, you would apply the damage from your attack
two additional times, for atotal of three effective
attacks, representing hundred or thousands of
glancing blows and punches. You are considered
fatigued for the remainder of the encounter after
using thistactic.

Prerequisite: Superspeed |

Combat Phasing: When using your Combat
Superspeed attack you can vibrate your molecules
at such great speed that your blows seem to pass
through the rough matter of your enemy’s armor.
Once you activate your Combat Superspeed talent,

your number of bonus attacks are calculated as a
melee touch attack, allowing you toinflict several
more blows on asuddenly vulnerable adversary.

Prerequisite: Combat Superspeed,
Superspeed |

Reflexive Super speed: Any timeyou fail aReflex
save for any reason, you can activate your
Superspeed |1 talent and must travel at least 1,000
feet rather than suffering the effects of thefailed
save. You are treated as if you had succeeded on
the saving throw.

Prerequisite: Superspeed |1, Superspeed I,
Evasion

Speed Theft: You can control kinetic energy and
velocity, leaving your opponents mired in quantum
mud, moving like old men as you dance between
raindrops. A number of times per day equal to 3 +
your Powered Hero class level, you can steal up to
100 ft of movement in asingle round. You may
afflict any number of targets within 100 ft who are
clearly visible to you and do not have total cover.

Affected targets do not receive a saving
throw unless they have at least one talent from this
tree. In that case, they may attempt aWILL Save
(DC 10 + the Powered Hero's class level) to ignore
the effect. If atarget successfully savesthedaily
use of thisability isstill wholly or partially
expended.

If you reduce a creature's base movement
rateto O ft, it is paralyzed until the next round.
Creaturesfrozen inthismanner remainintheir
current state- even if paralyzed while airborne they
do not fall or change position.

Prerequisite: Superspeed |1, Superspeed I,
at least one other Superspeed talent



Time Manipulator Talent Tree

Your advanced systems allow you to
manipul ate time on atactical level. Onboard
guantum computers allow time manipulatorsto
accelerate their personal timeline, slow others, or
create areas of null time more than amile wide.

TimeManip |: You have the ability to greatly
accelerate your personal timefield. You can act as
hasted for a number of rounds per day equal to 10
plus your Powered Hero classlevel. You may
activate this ability as afree action on your turn,
and maintain the hasted state in one round
increments. These rounds need not be consecutive.
Prerequisite: INT-keyed or DEX-keyed

ability push only to slow the subjective time frames of your

adversaries. You may cast Sow as aMage of your

total character level anumber of times per day

equal to 3 + your Powered Hero class level.
Prerequisite: TimeManip|

TimeManip I1: Just like you can greatly
accelerate your own time flow, you gain the ability




TimeManip I11: Your ability to slow time
becomesthe ability to completely pause the
timestream in alocalized area. By spending an
action point, you create alocalized area, up to one
mile in diameter, where the ordinary flow of time
seems to abruptly stop.

You are free to act normally for 1d4+1 rounds of
subjectivetime. Fires, cold, gasand thelike can
still harm you whiletimeis paused. Whilethetime
stop isin effect, other creatures are invulnerable to
direct attacks and Psionic abilities. You cannot
target a creature with any attack or power.

If you begin an effect that has alonger
duration during the time stop, it remains active
oncetimeresumes normally. Most time
manipulators can use the additional time granted by
this power to improve their tactics or defenses,
summon allies or flee from battle. You cannot
move or harm items held, carried or worn by a
creature stuck by the time stop, but can affect
unattended items. You are undetectable while time
is stopped, and cannot be recorded or detected
through technol ogical meanswhiletimeis stopped.

Prerequisite: TimeManip I, TimeManip |

TimeManip I'V: When you pause time, you can
designate anumber of allieswithin 100 ft equal to
your INT Modifier. These allies can act asfreely as
you can during the time stop.

Prerequisite: TimeManip I11, TimeManip
[, TimeManip |

Entropic Assault: A thought from you can
accelerate an enemy’s personal time-flow to the
point where years —decades- passin picoseconds.
By spending an action point, you can make a
ranged touch attack against any target within 30 ft.

If the ranged touch attack is successful,
your opponent ages by 1d4+1 age categories. Your
target immediately suffersthe physical effects of
aging, but does not receive the mental ability score
bonuses for age and wisdom. If your target is
moved past venerable, he diesimmediately, rapidly
rotting away to rotten bones.

Prerequisites: TimeManip II, TimeManip |

Spacefold: Your mastery of spacetime allowsyou
to create wormhol es capabl e of traversing galactic
distances. By spending an action point, you can
create awormhol e capable of passing any
Gargantuan or smaller vehicle or object. Your
wormhole can traverse several hundred light years
of distance, allowing for rapid galactic travel,
equivalent to atop of the line starship. Your
wormhole cannot be used for direct travel within
the same solar system. However, thetime
manipulator can make an indirect jaunt, by
teleporting to a point outside the solar system and
then spend a second action point to return to
another point on the planet of origin. Your
wormhole remains open for aslong as you
maintain concentration on it, and for one minute
thereafter.

Prerequisite: TimeManip Il, TimeManip |

Temporal Annihilation: By rewriting avictim’s
personal timeline, you erase him from history.
Such an assault is one of the riskiest forms of
temporal warfare, as removing atarget from the
time line may have profound and unintended
conseguences.

By spending an action point you improve
your Entropic Assault ability. A target who is aged
to dust by your Entropic Assault effect is
effectively erased from history. Thiserasureis
haphazard at best. All Research, Gather
Information and K nowledge checks made about
the erased character have their DC increased by
+1d20, and most NPCs simply forget the
character’sexistence. Even parents, lovers, friends
and other intimate associates of the character
remember nothing of the erased character
consciously, but may attempt aWILL Save (DC 25
+ your Powered Hero class level) to recall
individual incidentsinvolving the erased character.

Non-magical, unattended physical artifacts
associated with the erased character fade out of
reality. Cars, homes and weapons owned by the
character simply disappear, though items
signifigant to the erased character (such asa
favorite weapon or the like) might remain, lost
somewhere on the planet where the erased
character operated most frequently.



Any significant known actions of the erased
target made within an hour of the temporal
annihilation, including theslaying of the Time
Manipulator’sallies or major destruction caused by
the erased character are wiped from history, similar
to the Time Manipulator’s Tempora Rescue ability
but on amuch greater scale. The Time Manipulator
and allieswithin 100 ft remember the existence of
the erased character and hisor her actions, even if
the rest of the world has forgotten.

Prerequisites: Entropic Assault, Time
Manip I, TimeManip |

Timeline Duplicates. You can reach into the
infinity of parallel timelinesand pull duplicates of
yourself to fight at your side. By spending an
action point, you can summon 1d4+1 temporal
duplicates asamove equivaent action. These
parallel versions of yourself areidentical to your
current state in game play terms, with two
exceptions exception. These temporal duplicates
only have asingle hit point, and vanish back into
the multiverse when they take any amount of
damage. In addition, these temporal duplicates
cannot use action points.

These temporal duplicates have the same
gear and abilitiesyou do. They can freely use
limited use abilities, expend their anmmunition and
perform other tasks without affecting your
equipment or powers. Your duplicates may be
exact duplicates of you or asradically differentin
appearance and style- after all, the multiverseisa
big, confusing placefilled with aninfinity of
possibilities.

Temporal duplicatesremain in existencefor
anumber of rounds equal to 3 + your Powered
Hero classlevel once summoned, unlesskilled
sooner or dismissed. Temporal duplicates serve
you loyally and share the same basic knowledge
you do, but you don’t have any special link or
awareness of aduplicate sactions.

Prerequisites: TimeManip I11, Time
Manip I, TimeManip |

Temporal Rescue: By creating a pocket of
guantum uncertainty, you can save those beyond
normal help. By establishing atempora anomaly
something like avideo game save point, you can
bring fallen allies— or even yourself — back from
death or critical injury.

By spending an action point, you can
establish atemporal rescue point as afree action.
Make arecord of your current condition and a
number of allieswithin 100 ft equal to your INT
modifier. No matter what occurs during a 24 hour
period after the temporal rescue point is
constructed, you can choose to revert yourself and
your alliesto the state they were in when the
temporal rescue point was established.

No matter what condition you arein, even
if you or your allies are destroyed on amolecular
level, you can revert to the rescue point’s status. If
you aredlain, you and your alliesautomatically
revert to the rescue point’s status. You and your
aliesretain awareness and memoriesof all
experiences during the time between when the
rescue point is made and the timeisit used,
including memories of their death if it occurred.

If the temporal rescue point is not activated
within 24 hours of it’s creation, it fades without
any effect.

Prerequisite: TimeManip I11, Time Manip
[, TimeManip |

Transmuter Talent Tree

Your entire body islaced with rapid
fabrication nano-coloniesthat allow you to alter
molecular structure with atouch. You can turn lead
into gold, the dream of ancient alchemists, but can
do so much more.

Catalyzer: Your onboard nano-colonies can speed
or inhibit chemical reactions, providing youwitha
variety of useful talents. You may use any
Catalyzer talent anumber of times per day equal to
3 + your Powered Hero classlevel.

By catayzing or inhibiting chemical
reactions you can produce any of the following
effects.




Permanently raise or lower the radioactivity
of an object or 10 ft square area by one
degree per round.

Increase or decrease the size category of a
fire by one category per round.

Rust unattended, non-living metallic
objects, permanently reducing its Hardness
by 5 points per round. You may affect one
non-living, non-organic object of Size
Large or smaller, or a5 ft section of a
larger ferrous object per round.
Permanently reduce the Armor Bonus to
Defense of any non-living armor or shield
by -2 per round.

Increase or decrease the FORT Save
associated with a specific chemical or drug
dose by +2 per use of the power.

Receive a+10 circumstance bonus on any
Craft skill or INT-keyed check (such as
Repair or Disable Device) where the game
master rules that exact control over
chemical reactionswould prove useful,
such as Craft: chemical, Craft:
pharmaceutical or thelike.

Prerequisites: INT-keyed Ability Push

Transmuter: You use your onboard nano-
colonies to transmute objects by touch. A
number of times per day equal to 3 + your
Powered Hero classlevel, you can transmute
any unattended, non-living, non-organic object
of size Large or smaller into virtually any other
object of size Large or smaller. You could
transmute a computer system into alaser pistol,
turn adesk lamp into aruby the size of ababy’s
fist, or mold pollution and dust into afine crysta
goblet.

To craft complex or artistic objects, you
must succeed at a Craft check, the DC of whichis
determined by the complexity of the object. For
most commercial electronicsand mechanical
devices, agood rule of thumb for acreation DC is
theitem’s Purchase DC + 1d6. The transmuter
must be familiar with adeviceto createit. Creating
objectsfrom ahigher progresslevel isespecially
difficult: add +5 to the DC for each progress level

above your native progress level the device comes
from. Transmuting an object isafull round action.

By expending an action point, you can
create objects of great natural value, such as
deposits of diamond, platinum or ruby. The
resulting item has a Purchase DC equal to the Craft
check used to createit plus 7.

Prerequisite: Catalyzer

L ethal Transmutation: You can use your
Transmutation ability to kill- turning an opponents
blood to phosphorus, or turning his heart to vapor.
By spending an action point, you can directly
attack any living creature of Size Huge or smaller
who does not have total cover within 60 ft.

Your opponent must succeed at a FORT
Save (DC 10 + your INT modifier + your Powered
Hero classlevel) or fall to -11 HPand die. If the
target succeeds on the save, he merely suffers 2d6
points of temporary CON damage as vital organs
arebriefly transmuted within their body.

Prerequisite: Catalyzer, Transmuter,
Transmutational |mprionment

Spell Available Spells

Level
Create WWater, Jump, Powvver

Ast Device, Ray of Fatigue
Delay Poison, Enhance

2nd Ability, Resist Energy., WWeb
Fireball, Remove Disease,

3Brd WWater breathing

ath Restoration, Stoneskin
Cloudkill, Wall of 1 ron, WwWall

5th of Stonme

Science as M agic: Your transmutational talents
are so finely honed you can perform super-
scientific feats so amazing aprevious age would
regard them as magic.

Each day, you can cast a number of spell
levels, in any combination, equal to your Powered
Hero classlevel plusyour INT modifier. If this
total isten, for example you can cast 10 first level
spells, two fifth level spellsor any other
combination that totals 10 spell levels.




Each time you select the Transmuter
Plustalent, you can cast an additional
+5 spell levels. Spellscast by you are
not considered inherently arcane or
divine, rather they are considered
Psionic abilities. Your magelevel is
considered equal to your Powered
Hero classlevel for determining spell
effects.

Prerequisites: Catalyzer,
Transmuter, any other Transmuter
talent

Transmuter Plus: You can use any
Transmuter talent an additional 3
times per day, and all saves
associated with your Transmuter
talents have their associated DCs
increased by +2.

Prerequisite: Catalyzer

Spacefold: You gain the Spacefold
talent from the Time Manip talent
tree, and may select abilitiesthat have
Spacefold asthelr prerequisite.
Prerequisite: Catalyzer,
Transmuter, Science asMagic

Transmutational | mprisonment:
You can transmute pollution into
manacles, turn an opponent’s clothes
into steel sheeting, or otherwise
capture your foes thanks to your
molecular control talents.

As an attack action, you can
use your Transmuter ability to
imprison any opponent who you can

clearly see within 60 ft. You create some kind of
bonds, which have Hardness 10 and 50 Hit Points
and render the opponent hel pless. These bonds
have an EscapeArtist DC of 25 and a Break DC of
30. The opponent can attempt a REF Save to leap
clear of the molecular bonds asthey form, evading
the effect. The REF Save DCisequal to 10 + the
Transmuter’s INT Modifier + his Powered Hero

classlevdl.

By spending an action point when using
this power, you can make the bonds air tight and
extremely durable. These bindings have Hardness
25 and 100 Hit Points, and until they are reduced
to half HP or fewer, remain air tight, potentially
suffocating the creature trapped inside.

Prerequisite: Transmuter



Transmutation |mmortality: Your body
automatically transmutesitself to survive any
hardship, and instantly restoresitself, rendering
you immune to the ravages of age. You become
effectively immortal, and have no maximum age,
nor do you suffer penaltiesfor aging any longer,
though mental bonuses for age and wisdom still
accrue. You become immune to suffocation,
starvation, disease, hard vacuum and radiation.
Prerequisite: Catalyze

Twenty-second century Americanstill
exchangerings as part of the marriage ceremony,
but the forms those rings take have changed
dramatically. Gold, silver, diamonds and other
precious stones and metal s can easily and cheaply
be synthesized in thelab, or be grown instantly by
the post-human elite. Some Powereds can alter
molecular structure with athought, and can create
aflawless diamond the size of abasketball, afact
that has fundamentally altered the world economy.

Raw commodities, unlessthey have an
obvious use in and of themselves (such as oil or
grain) have little value to a 22™ Century consumer.
Finished materials, particularly hand-crafted items
and art objects have value, as does information,
skilled service and labor. Commoditiestrading isa
thing of the past.

Precious stones and metals are an order of
magnitude cheaper than their 21% Century
equivalents, and jewelry has mostly fallen out of
fashion. Modern rings and gems, even those that
would have sold for thousands of dollarsin an
earlier century, are attractive but ultimately
disposabletrinkets. The one exception isheirloom
jewelry, which is bought and given morefor a
sense of history than raw material value. Many
young brides are presented with aring that has
been inthe groom’sfamily for generations.

Jewels more than a century old have value
egual or greater than to their previous raw material
cost. Fragile, difficult to care for gems that degrade
over the years have much greater rarity, and thus
greater value than durable stones like diamond.

Few 22" Century betrothal rings are diamond,;
many of the priciest are heirloom opal or jade.

Many metahumans prefer gemsand metals
created by one of their own kind. Wearing
‘organic’ gemsisastatus symbol, and atangible
reminder of the beauty and universe-altering power
the Powered race possesses. As a part of many
post-human weddings, the participants use their
powersto actually create their rings, before the
eyes of the assembled crowd.

Naturally, gems that combine both traits-
heirloom ‘organic’ gems -are some of the most
valuable art objects on Earth. Many of theseitems
date back to the mid 2030s, when Powereds first
began emerging asasocial force, and have names
and heritages almost as legendary asthe
metahuman soldiers who produced them. The
Nakamoto Slivery, the Raxwire Opals, the
Rhinehart Blue Set, and many others are family
heirloomsworth millions. These unique gemsare
handed down exclusively among the descendants
of early post-human legends.

Warform Talent Tree Expansion

Warform Powered Heroes are some of the
most visually impressive, intimidating post humans
in existence. A specia few are something more
than just biological tanks- they have mastered
aspects of their changed anatomies that lesser
Warforms have never imagined.

Ambient Matter: Your elemental body constantly
renewsitself from matter collected nearby, with
your composition altering slowly over time. If you
areinjured, you can restore yourself from
unattended matter, absorbing anything from parked
carsto graffiti strewn rubble.

Asamove equivalent action, you can touch
anon-living, unattended item of size Large or
smaller and absorb it into your body, replacing
mass lost to damage. Doing so restores 1d8 Hit
Points per 10 points of the object’s Hardness. Your
appearance changes cosmetically, reflecting the
ambient matter you absorb, but these visual



changes have no effect on your game-play
statistics.
Prerequisite: Warform |, Elemental

M alleable Bodyform: Your elemental body is
composed of trillions of inorganic particles
contained and controlled by the Psionic energy
network of your consciousness. Your malleable
form allows you to slide through any non-airtight
or non-watertight opening, and return to humanoid
form on the other side. Whiletravelinginsuch a
manner, your base speed is reduced to 5 ft per
round, while you can travel through pipes, or slide
under doors, it is not a quick process.

As afree action you can shape your hands
and forearmsinto any Large or smaller, unpowered
melee weapon you desire, such as blades,
hammers, or flails. You cannot use atransformed
limb to hold objects or perform skillsuntil it
returns to its normal state.

Prerequisites: Warform |,

Elementa

Molecular Absor ption: Witha
touch, you can absorb the property

of non-living matter, gaining its
strength and durability. By

spending an action point while
touching any non-living

object, you gain Hardness P
egual to the object’'sand a
number of bonus Hit
Points equal to the
object’s (or of the 5 ft
section you are
touching, in the case of
large objects such as
wallsor skyscrapers).

Youadsogana
number of
temporary Hit
Points equal to the
object’s. The
temporary Hit
Points and
increased
Hardness

remainin place until the end of the current
encounter. Your elemental body changes
appearance, becoming similar to the object
imitated.

Prerequisites: Warform |, Elemental

2:

Self Detonation: You can explode the strange
matter that makes up your body, turning your
artificial bio-massinto killing shrapnel. Asan
attack action, you can detonate yourself, inflicting
damage on all creatures within a 30 ft radius.

Your detonation damages you
badly. You suffer enough damageto
reduce you to 1 Hit Point. All
creatures within the burst

radius suffer damage equal \_ﬁ
to the amount of Hit :
Points you lost . /\“l o
when

detonation,




and can attempt aDC 15 REF Save for half
damage.

Prerequisite: Warform |, Elemental, any
other Warform talent

A selection of new feats allow Powered
Heroesto refine their control, to focus on lesser
known but still valuable aspects of their abilities.

Alter Bio-Chemistry (Psionic)

Your transmutational control isfine enough
that you can synthesize drugs or toxinsfrom a
target’s blood. Depending on the transmuter’s
desires, this power can be lifesaving or it can bea
death sentence, based upon the chemicals chosen.

Prerequisite: Catalyzer, Craft
(pharmaceutical) 5 ranks

Benefit: By spending an action point, you
can create virtually any drug or chemical you
desire within the blood stream of atarget within 30
ft. Thistarget must be clearly visible and haveless
than total cover from you. You must succeed at a
Craft (pharmaceutical) check whose DC is equal to
5 plusthe chemical’s Purchase DC.

If the check fails, the action point islost
without effect, and the desired reaction does not
occur. If the check succeeds, the drug or chemical
immediately takes effect, without allowing asaving
throw.

Bio-Metric Imitation (Psionic)

Your control over your form is so fine you
can imitate fingerprints, retina patterns, alter your
bone structure and even fool most gene scanners.

Prerequisites:. at least one talent from the
Shapechanger talent tree, Disguise 4 ranks

Benefit: You recelve a+20 racial bonuson
Disguise or Bluff checks made to fool advanced
biometric sensors or imitate the biometric
signatures of other characters.

Forced Evolution (General)

L et lesser breeds of post-human learn the
skills homo sapiens need to survive. You much
prefer to explore your unique post-human
evolutionary path.

Prerequisite: Powered Hero level one

Benefit: Instead of gaining aclass based
bonus feat every even numbered Powered Hero
classlevel, you instead gain an additional Powered
Hero talent. Each additional Powered Hero talent
gained from thisfeat providesyou with a
cumulative +1 increase to the Saving Throw DC
for al Powered Hero taents.

Special: You cannot choose both this feat
and Undirected Evolution.

L ethal Uplift (Psionic)

Your touch can re-write genetic codes,
bestowing more power than an unmodified human
body is able to handle. You can transform your
aliesinto powerful post-humansbut at a cost: their
minds and bodies quickly burn out under the strain
of their bestowed abilities.

Prerequisites: At least one talent each
from either the Transmuter or Healer and Booster
talent trees

Benefit: By spending an action point and
touching awilling, living creature of size Huge or
smaller you transform that creature into a
superhuman. The new superhuman can use any
Powered Hero talent, Psionic Feat or Psionic
Precursor you possess, including racial abilities, at
will, for the duration of the effect.

However, the transformed superhuman’s
body begins breaking down cataclysmically. Each
minute, the transformed character suffers 1d2
points of permanent CON drain. Only aDC 40
Treat Injury check, requiring accessto afully
equi pped genetics laboratory, will stop further
CON drain and remove the bestowed, lethal
powers. However, any CON lost prior to this point
remainslost.

Post-Human Ver satility (General)

The same modifications that make you
more then human give you the ability to learn
faster, to absorb the elite military training it takes
pure human soldiersalifetimeto learn.

Prerequisite: at least one Powered Hero
classlevel

Benefit: Any timeyou are eligibleto select
a Powered Hero talent, you can instead select any
feat for which you meet the prerequisites. For
every two feats you gain in this manner, you
receive a permanent +1 bonus to your Base Attack



Bonus, as aresult of the elite
combat skillsliterally bred into
you.

Skin Shifter (General)

You'velearned
mani pul ate the color, texture and
composition of your dermal layer,
transforming your metamorphic
tissue to the softest silk or the
densest, most durable Kevlar I1.

Prerequisite: at least one
talent from the Shapechanger
talent tree

Benefit: You can mimic
ordinary clothing and even body
armor using your Shapeshifter |
talent. Mimicked clothingisa
dead, bloodless part of your
body, and can be damaged
without causing pain or harm to
you. You receive a+20 racial
bonus on disguise checks made to
pass your atered flesh off as
ordinary clothing.

You may aso mimic any
form of body armor you are
proficient with. At the beginning
of any encounter, you may
choose what (if any) body armor
you are mimicking. You gain the
benefits of the penalties of the
associated armor, including its
equipment bonusto Defense, max
DEX bonus and armor check
penalty. Oncethisdecisionis
made, you cannot mimic any
other type of body armor for the duration of the
encounter.

Mimicked clothing or armor cannot have
electronic or mechanical components, nor can it
have gadgets. You cannot mimic powered armor of
any kind.

Undirected Evolution (General)
Instead of the neat and predictable
evolution of most military-grade superhumans,

your powers evolvein unpredictable and
dangerous ways.

Prerequisite: Powered Hero level one

Benefit: Instead of gaining Powered Hero
talent every odd level, you instead gain any Psionic
Feat or Psionic Precursor of your choice that you
meet the prerequisites for. Each Psionic Feat or
Psionic Precursor you gain in this manner provides
you with a+1 bonus on one saving throw of
choice; this can be cumulative or applied to
different saving throws.
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1. Definitions: (a)” Contributors’ meansthe copyright and/or trademark
ownerswho have contributed Open Game Content; (b)” Derivative Material”
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed or adapted;
(c) “Distribute” meansto reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)” Open Game Content”
means the game mechanic and includes the methods, proce-dures, processes
and routinesto the extent such content does not embody the Product | dentity
and isan enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work
covered by thisLicense, including transl ations and derivative works under
copyright law, but specifically excludes Product I dentity. (e) “ Product
Identity” means product and product line names, logos and identifying marks
including trade dress; arti-facts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, symbals,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and
descriptionsof characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilitiesor effects, logos,
symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludesthe Open Game Content; (f)
“Trademark” meansthelogos, names, mark, sign, motto, designsthat are
used by a Contributor to identify itself or its products or the associ-ated
products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” meansto use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” meansthelicenseein terms of thisagreement.

2. TheLicense: ThisLicense appliesto any Open Game Content that

contains anoticeindicating that the Open Game Content may only be Used
under and interms of thisLicense. You must affix such anoticeto any Open
Game Content that you Use. No terms may be added to or subtracted from
thisLicense except as described by the Licenseitself. No other termsor
conditions may be applied to any Open Game Content distributed using this
License.

3.0ffer and A cceptance: By Using the Open Game Content You indicate
Your acceptance of thetermsof thisLicense.

4, Grant and Consideration: In consideration for agreeing to usethisLicense,
the Contributorsgrant You aperpetual, world-wide, royalty-free, non-
exclusivelicense with the exact terms of thisLicenseto Use, the Open Game
Content.

5.Representation of Authority to Contribute: If You are contrib-uting original
material as Open Game Content, You represent that Your Contributionsare
Your original creation and/or You have sufficient rightsto grant therights
conveyed by thisLicense.

6.Noticeof License Copyright: You must updatethe COPY RIGHT
NOTICE portion of thisLicenseto include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add thetitle, the copyright date, and
the copyright hold-er’snameto the COPY RIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product | dentity,
including asanindication asto compatibility, except asexpressly licensedin
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 awork
containing Open Game Content except asexpressly 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 achallenge to the ownership of that Product Identity. The owner of
any Product I dentity used in Open Game Content shall retain all rights, title
and interest in and to that Product | dentity.

8. ldentification: If you distribute Open Game Content You must clearly
indicate which portions of thework that you are distributing are Open Game
Content.

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

10. Copy of thisLicense: You MUST include acopy of thisLicensewith
every copy of the Open Game Content You Distribute.

11. Useof Contributor Credits: You may not market or adver-tise 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 itisimpossible for You to comply with any of the
termsof thisLicense with respect to some or all of the Open Game Content
dueto statute, judicial order, or governmental regulation then You may not
Useany Open Game Material so affected.

13. Termination: ThisLicensewill 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 survivethetermination
of thisLicense.

14. Reformation: If any provision of thisLicenseisheld to be unenforceable,
such provision shall be reformed only to the extent necessary to makeit
enforceable.

15. COPYRIGHT NOTICE
Open Game Licensev 1.0a Copyright 2000, Wizards of the Coast, Inc.
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