Trait Name: Absent Minded
Cost: -3
Description: You tend to forget things. In fact unless explicitly stated, your character will not necessarily perform an action unless that action is habitual or vital to immediate survival. Reloading weapons, keeping appointments and other such trivialities require an Intelligence check to be remembered. The less relevant the task, the bigger check.

Trait Name: Absolute Direction
Cost: 1
Description: You can retrace your steps very well. By making a Moderate Intelligence check you can backtrack your steps or where you’ve been taken, even without external reference points. Reference points or other helpful clues will reduce the check accordingly. 

Trait Name: Absolute Timing
Cost: 1/Level
Description: You have a perfect internal clock. While you don’t automatically know what time it is, you can infer the time if you have had any reference point. You can also automatically gauge any length of time without any reference. The level refers to the degree of accuracy. A second for the first level a tenth for the second, or ten seconds for the second. And so on. You may choose one, when you pay, but it is possible to buy both separately. 

Trait Name: Albino
Cost: -2
Description: Your white. Your skin, hair and eyes have no color to it. You stick out in a crowd and never tan. In fact when exposed to direct sunlight you char. For each hour you spend outside you take 1 dice of damage cumulative. For the first hour, 1d4, the second 1d6 and so on. 

Trait Name: Alternate Identity
Cost: 3/1 / ID
Description: You are not only you, but you are someone else too. For a single point you have a fake ID, which unfortunately won’t check out in a thorough check. For the three-point trait, your ID will check out under all but the most in-depth checks. With this your ID is registered with the officials and will come up during a check. It is possible to have multiple ID’s just remember which one is which.

Trait Name: Ambidexterity
Cost: 2/4
Description: The ability to use your off hand with only a small penalty, half the usual. The more expensive version confers total ambidexterity, no penalty for using either hand.

Trait Name: Amnesia
Cost: -2/-5
Description: Basic amnesia simple means your character cannot remember most of the events that have happened to him. With this trait, you create your character using only half your normal skill and trait points. The GM gets to fill out the rest. You keep one sheet while the GM keeps a fully filled copy. With big amnesia you get to assign only your physical appearance. The GM determines everything else. You don’t know what most of your skills are, but you can still attempt to use them. 

Trait Name: Animal Empathy
Cost: 1/2 / 1
Description:  With a touch you can determine to a fair degree of accuracy, the emotional state of a non-sentient intelligent creature. This means basic needs – hunger, fear, and others. At a distance of a few feet, the player can determine only the basic emotional needs. With the more costly version the player can also convey emotions at the same range. Calming down wild animals, showing urgency, etc…. The second cost is if the Psionic trait has already been bought. 

Trait Name: Arcane Magic
Cost: 2/Level

Description: Spells. This is the basic requirement for a spell. Note that this is the basic rate for starting characters in a magical world.

Trait Name: Area Attuned
Cost: 6
Description: You are specifically attuned to a particular area. All your attributes are +1, while your skills are doubled. You receive a negative penalty for being away from your habitat. –1 to all attributes and your skills are halved away from your environment. 

Trait Name: Bad Luck
Cost: -12
Description: For each luck point you spend, the GM gets to spend 2. 

Trait Name: Bad Temper
Cost: -2
Description: Little things anger you. Anytime a PC or NPC provokes you, you must make a willpower check or fight back. The difficulty is based on the manner of threat. This doesn’t always mean you draw a sword or blaster. If the assault is verbal the character may fire back with a few stinging barbs of his own. 

Trait Name: Berserk
Cost: -3
Description: The character is unable to break away from a fight. A progressive stability check must be made each round of combat. Failure means the character goes berserk and attacks anything perceived as an enemy with as many action points as possible each round. The Berserk lasts for as many rounds as the check was failed by. The character may not put any extra action points into hit or damage. The attacks will be made with whatever weapon he is most proficient in, or whatever is most available. Note that an attempt to restrain by a friend will change the berserker’s views of him/her to an enemy. This does however convey with it a few bonuses. Health gains a +5 for the remainder of the fight. Also the character feels no pain during combat and takes no penalty from damage. After the fight the character must make a Fatigue Check at one level higher then the last one. To get out of the berserk early, the character must make a Willpower check in level equal to the number of rounds they were in berserk. (1 round - 3d4, 2 rounds – 3d6, etc…)

Trait Name: Bloodlust
Cost: -2
Description: The character is unable to refrain from killing for any reason. Though not berserk, every combat must end in death. If unable to make a kill, then the character must make a Extreme (3d12) Stability check or go Berserk until the kill is made. 

Trait Name: Bully
Cost: -2
Description: The character will take every opportunity to be cruel to those weaker then him. This doesn’t necessarily make him a bad person, just mean. 

Trait Name: Clumsy
Cost: -6
Description: Your character is just plain clumsy. At any time, usually once per play session, your GM may impose a Dexterity check of any slightly unreasonable level, whenever he or she chooses. 

Trait Name: Code of Honor
Cost: -1/-2/-3
Description: 

Trait Name: Color Blind
Cost: -1/-2
Description:  You cannot see colors. The lesser means that you cannot see only certain colors. While the other means you can’t see colors whatsoever.

Trait Name: Combat Paralysis
Cost: -3
Description:

Trait Name: Combat Reflexes
Cost: 3
Description:

Trait Name: Common Sense
Cost: 2
Description: For impulsive characters, this ability grants a second chance. The GM may at any time allow a Wisdom check to determine whether the character’s last action is dangerous. A failure means the character goes on his happy way unaware of what might happen. Success means that the GM warns the character that his actions could be a bad thing.

Trait Name: Compulsive Behavior
Cost: -1/-2/-3
Description:

Trait Name: Compulsive Generosity
Cost: -1
Description:

Trait Name: Compulsive Lying
Cost: -3
Description:

Trait Name: Cowardice
Cost: -2
Description:

Trait Name: Curoius
Cost: -1-2/-3/-4
Description:

Trait Name: Danger Sense
Cost: 3
Description:

Trait Name: Dark Vision
Cost: 5
Description:

Trait Name: Delusions
Cost: -1/-2/-3/-4
Description:

Trait Name: Double Jointed
Cost: 1/Level
Description:

Trait Name: Dwarfism
Cost: -3
Description:

Trait Name: Dyslexic
Cost: -1/-3
Description:

Trait Name: Eiditic Memory
Cost: 6/5
Description:

Trait Name: Elemental Magic
Cost: 8/4
Description:

Trait Name: Empathy
Cost: 4/2
Description:

Trait Name: Endurance
Cost: 1/Level
Description:

Trait Name: Epilepsy
Cost: -6
Description:

Trait Name: Eunich
Cost: -1
Description:

Trait Name: Fanaticism
Cost: -3
Description:

Trait Name: Fat
Cost: -2/-4
Description:

Trait Name: Flashbacks
Cost: -1/-2/-4
Description:

Trait Name: Gigantism
Cost: -2
Description:

Trait Name: GloryHound
Cost: -3
Description:

Trait Name: Gluttony
Cost: -1
Description:

Trait Name: Good Luck
Cost: 10
Description:

Trait Name: Greedy
Cost: -3
Description:

Trait Name: Gullibility
Cost: -2
Description:

Trait Name: Heavy Sleeper
Cost: -2
Description:

Trait Name: Heightened Sense
Cost: 3
Description:

Trait Name: Hemophilia
Cost: -6
Description:

Trait Name: High Metabolism
Cost: 

Description:

Trait Name: High Pain Threshold
Cost: 2
Description: Due to a masochistic streak or some other means, the character doesn’t receive the normal penalties for pain. Damage dealt has no effect on Battle Dice.

Trait Name: Honesty
Cost: -2
Description: Cannot tell a lie. Though careful omissions of details are possible with a willpower check. 

Trait Name: Impulsive
Cost: -2
Description:

Trait Name: Impulsive
Cost: -2
Description:

Trait Name: Infravison
Cost: 3
Description:

Trait Name: Internal Compass
Cost: 4
Description:

Trait Name: Intolerance
Cost: -1/-2
Description:

Trait Name: Intuition
Cost: 3
Description:

Trait Name: Iron Will
Cost: 4
Description:

Trait Name: Jealousy
Cost: -2
Description:

Trait Name: Jinxed
Cost: -4/-8/-12
Description:

Trait Name: Kleptomania
Cost: -3
Description:

Trait Name: Lack of Skill
Cost: -2
Description:

Trait Name: Lame
Cost: -3/-5/-7
Description:

Trait Name: Language Talent
Cost: 1/Level
Description:

Trait Name: Law Enforcement
Cost: 1/2/3
Description:

Trait Name: Laziness
Cost: -2
Description:

Trait Name: Legal Immunity
Cost: 1/2/3/4
Description:

Trait Name: Light Sleeper
Cost: 8
Description:

Trait Name: Lightning Calculator
Cost: 1
Description:

Trait Name: Long Sleeper
Cost: -3
Description:

Trait Name: Low Light Vision
Cost: 2
Description:

Trait Name: Low Metabolism
Cost: 

Description:

Trait Name: Low Pain Threshold
Cost: -2
Description:

Trait Name: Low-light Sensitivity
Cost: -3
Description:

Trait Name: Low-light Vision
Cost: 5
Description:

Trait Name: Lusty
Cost: -3
Description:

Trait Name: Maniac-Depressive
Cost: -4
Description:

Trait Name: Math Ability
Cost: 2
Description:

Trait Name: Megalomania
Cost: -2
Description:

Trait Name: Military Rank
Cost: 1/Level
Description:

Trait Name: Miserliness
Cost: -2
Description:

Trait Name: Missing sense.
Cost: -10/-5/-2
Description: The character has no sense whatsoever. This means the character was born without sense organs, or just had them removed, or disabled. The character can no longer use the sense for anything. If sense is the character’s primary sense, then the character will gain over the next several months a +2/+1 bonus to the secondary and tertiary sense, and a +1/0 to the fourth and fifth sense. If it is a secondary sense, then they receive the +1/+0 bonus to the third and fourth sense, and no bonus to fifth. 

Trait Name: Musically Declined
Cost: -1
Description:

Trait Name: Musically Inclined
Cost: 2
Description:

Trait Name: Mute
Cost: -5
Description:

Trait Name: No Sense
Cost: -1
Description:

Trait Name: No Sense Of Humor
Cost: -2
Description:

Trait Name: Obsession
Cost: -1/-2/-3
Description:

Trait Name: Odious Persional Habit
Cost: -1/-2/-3
Description:

Trait Name: One Arm
Cost: -4
Description:

Trait Name: One Eye
Cost: -3
Description:

Trait Name: One Hand
Cost: -3
Description:

Trait Name: Ordained
Cost: 3+
Description:

Trait Name: Overconfidence
Cost: -2
Description:

Trait Name: Overweight
Cost: -1
Description:

Trait Name: Pacificism
Cost: -3/-6
Description:

Trait Name: Paranioa
Cost: -10
Description:

Trait Name: Party Animal
Cost: -1/-2
Description:

Trait Name: Perfect Balance
Cost: 4
Description:

Trait Name: Perfect Pitch
Cost: 2
Description:

Trait Name: Peripheral Vision
Cost: 3
Description:

Trait Name: Photographic Memory
Cost: 12
Description:

Trait Name: Pryomania
Cost: -1
Description:

Trait Name: Psionics
Cost: 8
Description:

Trait Name: Rapid Healing
Cost: 1
Description:

Trait Name: Resistance to Disease
Cost: 5
Description:

Trait Name: Sadism
Cost: -3
Description:

Trait Name: Secret
Cost: -1/-2/-3/-4
Description:

Trait Name: Sense of Duty
Cost: -1/-2/-3/-4
Description:

Trait Name: Short Sleeper
Cost: 6
Description:

Trait Name: Shyness
Cost: -1/-2/-3
Description:

Trait Name: Skinny
Cost: -1
Description:

Trait Name: Social Stigma
Cost: -1/-2/-3/-4
Description:

Trait Name: Speed Reader
Cost: 2
Description:

Trait Name: Spendthrift
Cost: -1/-2/-3/-4
Description:

Trait Name: Split Persionality
Cost: -2/-3
Description:

Trait Name: Stubborn
Cost: -5
Description:

Trait Name: Stuttering
Cost: -2
Description:

Trait Name: Super Skills
Cost: 3
Description: The character begins play with a particular skill learned at one level easier then it would normally be.

Trait Name: Tone Deaf
Cost: -1
Description:

Trait Name: Trademark
Cost: -1/-2/-3/-4
Description:

Trait Name: Truthfulness
Cost: -1
Description:

Trait Name: Unfazable
Cost: 3
Description:

Trait Name: Unlucky
Cost: -2
Description:

Trait Name: Unusual Background
Cost: 2
Description:

Trait Name: Voice
Cost: 2
Description:

Trait Name: Vow
Cost: -1/-2/-3/-4
Description:

Trait Name: Weak Will
Cost: -2/Level
Description:

Trait Name: Weakened Attribute
Cost: -3
Description:

Trait Name: Weakened Sense
Cost: -2/-1 / level

Description: A sense you have is weakened somewhat. Though not totally missing, they do not function as normal. For –2 your primary sense receives a –2/-1. For –1 your secondary sense receives the same penalty. 

Trait Name: Wierdness Magnet
Cost: -3
Description:

Trait Name: Zeroed
Cost: 2
Description:

