Absent Minded (2): The character has a short attention span and many times strays from his task at hand. He has to make a willpower check to keep his mind on any duty he is doing that has a completion time of over a minute.

Age (2): character is middle aged

Albino (3): The characters skin has no pigmentations, and as a result is sheet white. Also the characters eyes appear to be pink due to the eye actually being transparent where most have color. As a result of this fair skin, the character burns from the sun easily, and every full 8 hours spent in the sun causes the character to suffer a level 1 physical well being wound.

Bad Temper (2): The character is very easy to anger. The author may force him to make a willpower check to avoid getting irate at minor things. Also this character is at -10 when trying to resist being taunted.

Battle Confusion (4): The character gets confused and is not in his nature when confronted by a battle that has him facing multiple opponents. He is at -10 penalty when facing multiple foes.

Blind (10): The character cannot see at all, which makes many tasks he wishes to do impossible. However, his other senses receive +1 Dice when making perception rolls with them.

Bloodguilt (3): The character is very remorseful when he kills someone, and it affects him for several days, as he struggles to overcome his guilt. If the character ever is involved with someone dying he suffers a -5 penalty to every action for the next d10 days due to his guilt. This does not include monsters, unless the character for some reason believed the monster to be non-aggressive in nature. Consult the author to see if humanoid monsters are included in this.

Bloodlust (2): The character once engaged in combat goes for the throat. He must make a willpower check vs. 15 if he wishes to break off combat before his opponents stop moving. Also this character must make a willpower check vs. 10 to do any maneuver that is not in the author’s opinion the one he feels is most effective for incapacitating his opponent. I.e. using the flat of his blade, pistol-whipping as opposed to shooting, etc.

Breaker (2): any items which may break when used, or whenever the character has a chance of breaking an item, his odds of breaking it are effectively doubled. (1/2 or double dice as appropriate)

Chivalrous (2): The character follows the codes of chivalry, and never breaks the laws of chivalry, etiquette and fair play.

Code of Honor (1): The character has his own codes of ethic he follows very closely, and does not break. These codes should be set forth by the player or author before the game so everyone is clear exactly what the characters "rules" are that he follows. His family, or profession, or even swordsman style may predetermine these, but the code of honor the character has must be flushed out prior to the story start.

Cold Sensitive (1): Character suffers a -5 penalty to all actions when he is in a cold environment.

Cold Blooded (5): the Character suffers heavy minuses in very cold conditions, when his body begins to slow. In these conditions he is at -10 to all actions, and +2 recovery time to every action he performs.

Deaf (4): The character has no sense of hearing. The character may be able to read lips, and can feel the reverberation of very loud noises, but cannot actually hear anything.

Deep Sleeper (2): activities around the character cannot wake him out of a slumber. However if he is being moved, he may make a perception roll vs. a 15 to wake. If the character is being woken up by another character, he will awake. In any case upon first waking up, the character will still be out of his wits for 10 seconds after waking instead of the usual recovery time of 5..

Fearlessness/recklessness (2): The character has little regard for his well-being, and prefers to charge ahead. Planning and recon are foreign concepts to this character and prefers to blunder ahead, than sitting and waiting. This character will even go to the point of leaving his comrades behind and move ahead on his own if he has to. The character can make a willpower check vs. a 15 to go along with his comrades for a time.

Fear of Magic (2): The character has a deep fear of Abilities/Powers/Spells, and when facing any trap or obstacle of pure magical origin they must make willpower check vs. 15 or completely avoid the obstacle.

Glutton (1): The character loves food, and will gorge himself if able to. The character consumes 50% more food per day, if he can. IE he does not require the extra food, but will eat it if it is available to him.

Greedy (2): The character is always thinking of himself materialistically, and will take advantage of any situation which presents itself that will allow him to accrue materialistic wealth. The character must make a willpower test vs. a 15 to willingly share anything that he doesn't absolutely have to per an agreement or such, and if he can conceal any materials gained so that he doesn’t have to share he will. Note this does not make him necessarily dishonest, but he may conveniently or subconsciously "forget" he acquired something. Note that if he has entered an agreement to share whatever he has acquired he does not have to hide what he has found, this is for items which is not covered by an agreement but if he made known was found others may want a share of.

Heat sensitive (1): The character is very sensitive to the heat, and suffers a -5 penalty to any action he takes in a very hot environment.

Impulsive (2): The character is spur of the moment type of guy and doesn't like to plan on things or wait. He just rushes off to do things. He must make willpower check vs. a 2 to avoid just rushing into things that present themselves to him.  He will also try to urge companions to just go and do something when they seem content to wait or plan.

Kleptomaniac (3): The character has a need to simply take things he likes or wants if he can. This is even on a subconscious level and he must make a willpower check whenever around things that he has access to that perks his interest vs. a 15 to avoid picking something up and trying to get away with it. Even things he has no interest in sometimes sets off his kleptomania, and if the author wishes can make him roll a willpower check vs. a 10 to avoid trying to take things.

Lack of Range (2): The character cannot perceive depth well, and as such effective ranges on everything is halved for him for purposes of modifiers.

Lecherous (2): The character is overly fond of the opposite sex, and is easy manipulated by them. Seduction attempts made against this character automatically succeed, and if it is a particularly dangerous thing to be involved with the person seducing, the character can make a willpower check vs. a 10 to resist as a normal character. Also this character makes advances on members of the opposite sex frequently and feels a need for their company, as if they are not complete without someone of the opposite sex to show his affection towards. I apologize if I have offended anyone by the heterosexual assumption in the description of this flaw. In the case of characters who are attracted to their own sex, this of course can be taken and of course the effects would be geared towards the sexual orientation of the character.

Overconfident (2): The character never ever feels he is outclassed or outmatched, he truly believes he can take on any obstacle that confronts him. This character has one gear, and that gear is forward. He will not flee, will not back down from any challenge, unless it is completely not in his field. (i.e.: an overconfident football player will not accept a chess challenge from a chess master, that is not his game, but he feels there is nothing he cannot accomplish on the field)

Pacifism (4): This character has an aversion to violence. He simply does not like it, or does not believe in it. If confronted, or attacked, he will defend himself, but if in this it results in someone's death, he will suffer from the same effects as if he had bloodguilt.

Paranoid (2): Just because the character is paranoid, doesn't mean everyone ISN'T out to get him. This character truly believes that everyone he encounters has a hidden agenda, and trusts no one to his goals or his back. He tries to watch everyone like a hawk and truly believes that everyone and anyone would turn on him at the drop of a hat.

Poor concentration (3): The character can not keep track of many of his Abilities/Powers/Spells at once, and as a result can have one fewer active Ability/Power/Spell up at a time. Also the author may have this character make willpower rolls when attempting any task that requires concentration especially in a distracting environments.

Poor Eyesight (2): Character chooses whether he is nearsighted or farsighted. If nearsighted, he suffers a -10 penalty for all things that require distance vision, from perception to ranged attacks. If the character is farsighted, then he suffers a -10 penalty for all close ranged things, such as melee combat. These penalties can be corrected with vision correction items and such, but these items must be able to fall off or be damaged easily, or this flaw is only worth half.

Power burn (6): The character takes damage for using his Abilities/Powers/Spells. Damage taken is equal to 2 plus 2 times the power level(rank) of the Ability/Power/Spell.

Queasy (2): This character reacts to blood, injuries, and sickness very poorly. He simply has a weak stomach. When presented with a scene of disgust he must make willpower check vs. 15 or be incapacitated for 5 seconds as he wretches. And for an additional 10-20 seconds after that he is suffering penalties for his actions as he is still vomiting. The penalty will be decided by the author based on what exactly the action is he is doing.

Sadist (3): This character has a fetish for causing pain. This is not a particularly heroic flaw, and can cause problems if it is given to a character that is supposed to be heroic. This means that the character causes pain in others whenever opportunity presents itself, and will push it if he is able to, sometimes to the point of causing death. This is the person who kicks the puppy who gets to close, and has his own brand of "interrogation".

Short of Breath (1): Penalties for exhaustion are as if the exhaustion level was one worse. Note the character must have at least 1 level of exhaustion to suffer penalties.

Slow Healer (3): The character recovers from injuries slower than other characters. Heal time for all wounds are doubled.

Stubborn (1): This character believes his way is the way to do things for him. He may not necessarily think that he has the best way, but damn it he will do it his way anyhow. This character must make a willpower check vs. a 15 to change any of his rituals of doing things to a way someone else suggests.

Stutter (2): The character stutters when speaking. This can be a problem for public speaking, disguising oneself, and for getting information to the party. It is strongly recommended the player try to role-play this and stutter when speaking for his character.

Superstitious (1): this character believes in a myriad of superstitions on what brings luck, bad luck, fame, fortune, etc. He will avoid any act that causes bad luck, such as breaking a mirror, crossing a black cat, or walking under a ladder. Each genre will have its own superstitions, and each culture in each genre also will probably have its own. It is up to the author and character to work to an understanding on what kind of superstitions the character believes in.

Tired Legs (2): The character has a hard time standing and walking for long periods of time, and must take a break and rest if he is on his feet for a duration of 4 hours. The break can be as short as 10 minutes. Also the character on a journey by foot must restrict him to the walking movement rate.

Truthful (1): This character does not lie. He simply tells the truth on instinct. The character is able to lie, he simply never does. In dire circumstances that involve his or a friend’s well-being he can try to lie if he succeeds on a willpower check vs. a 10. If he fails, he simply blurted out the truth before he could think twice. Even if he does lie, any attempt to see if he is lying through any skill or Ability/Power/Spell is at +10 to try.

Vulnerable to <type> (3) <type> is usually a broad range such as magic, poison, etc. This character is affected more easily by this type of influence, and the roll to affect him receives a +5 bonus.

