Merits and Flaws

Introduction

Merits and flaws are designed to differentiate characters from one another. After all, variety is the spice of life. A merit is a positive modifier to a stat or skill, or a special ability, while a flaw is a negative modifier to a stat or skill, or a special disability. Merits and flaws are not all equally valuable, and have one of five levels of magnitude to reflect this. Higher magnitude for a merit means that it is more useful, and for a flaw signifies that it is more crippling.


Merits cost the amount stated in Chapter 2 (10 XP for magnitude 1, 30 for magnitude 2, 60 for magnitude 3, etc.), while flaws give the same amount. A GM might want to set some limits on the amount of flaws taken, and should not allow a character to receive XP for flaws that do not seriously affect him. With no limits, flaws are easily abused to create characters with massive starting XP. Players who do this are known as “munchkins”.


Merits and flaws can only be taken at character creation unless the description indicates otherwise. Flaws can be acquired naturally through play, a character could go on a killing spree and become wanted, for instance. They do not give XP when acquired in this way.


Flaws are not meant to be free XP. If the condition is cured or overcome somehow, or if it becomes clear that the player has handicapped something he knows he will never use, the experience gained by taking it must be paid back. If it is clear that a character will never use something that is being handicapped by a flaw from the get go, then he should not be allowed to take the flaw in the first place. If there is not enough available XP to pay, then 50% of XP earned will pay this debt until it is gone. Flaws obtained through misfortunes during the course of play are exempt.


Many merits and flaws are just higher magnitude versions of other merits and flaws. A person cannot take more than one merit or flaw that affects the same thing. So taking both the magnitude 1 and 3 versions of nearsighted, for instance, is not allowed, nor is a combination of hard of hearing and deaf, for another example.


Merits or flaws that give numerical bonuses or penalties can be taken more than once. For cost purposes, one merit taken twice gives double the bonuses, but is double the magnitude. Three times means triple the bonuses and the magnitude. For instance, one can take the resilient merit (magnitude 1) 5 times and receive +5 HP, but it costs the same as a magnitude 5 merit (150 XP).

Magnitude 1 Merits

Ambidextrous: The usual -3 penalty for using a weapon in the off-hand is waived.

Armor Expert: +1 Physique for the purpose of wearing armor. Can be taken up to magnitude 5.
Commanding Voice: A powerful, compelling voice. +1 command and intimidation.

Companion: The character is accompanied by a loyal friend who has a quarter of his starting XP. Can be an animal, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Contacts: The character is well connected. There is a 30% chance that he can find more information about a predicament from his contacts. Contacts will usually want something in return for the info. Can be taken after character creation.

Die Hard: +2 bonus on willpower rolls to avoid death. Can be taken up to magnitude 3.

Fast: +1 running speed, +2 sprinting.
Financially Secure: The character's finances are under control. He starts with $5,000 in cash and equipment, and gains $100 per session during play. Can be taken after character creation (relative could die and leave money to the character, character could win the lotto, etc.).

Handy: +4 bonus when attempting to fix, take apart, or put together something mechanical. Can be taken up to magnitude 3.

Keen Ears: Character has excellent hearing. +10 adjusted dB to all sounds. Can be taken up to magnitude 3.
Lie Detector: +4 bonus when attempting to determine whether someone is telling the truth.

Light Sleeper: Character awakens easily and is fully alert, making it almost impossible for anyone to sneak up on him in his sleep or go through his possessions unnoticed. Character receives a normal alertness roll to wake up. Normally sleeping characters suffer -30 adjusted dB.
Powerlifter: +2 physique for the purpose of lifting, carrying, or applying steady force. Can be taken up to magnitude 5.

Resilient: +1 hit points. Can be taken up to magnitude 5.

Specialty: +1 to a major skill or +2 to a minor skill. Can be taken up to magnitude 5 for the same skill. A character can only specialize in two different skills.

Strong Psyche: +2 bonus to willpower rolls against mental attacks. Can be taken up to magnitude 5.

Stubborn: +2 bonus willpower rolls against incapacitation. Can be taken up to magnitude 5.

Suave: +1 persuasion, command, and empathy when dealing with a member of the preferred sex. Can be taken up to magnitude 5.

Magnitude 2 Merits

Connected: The character has lots of friends in knowledgeable places. There is a 60% chance of being able to gain information about his situation from them.

Friend: The character is accompanied by a travelling companion who has half the starting XP as he does. Can be an animal, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Gifted: +1 to a stat. Can be taken up to magnitude 4 for the same stat. Increasing different stats does not count against this limit.

Lucky: Character receives two action points per session instead of one.

Hand to Hand Journeyman: +1 base damage for hand to hand combat.
Photographic Memory: Character remembers things exactly how they happened, and can often (50% of the time) recall small details that would be helpful to the situation.

Wealthy: The character has substantial monetary resources to draw on. He starts with $15,000 in cash and equipment, and receives $300 per session. Can be taken after character creation.

Magnitude 3 Merits

Bodyguard: The character is accompied by a loyal guard who feels obligated, because of money or other reasons, to protect the character. He has the same amount of starting XP as the character. Can be an animal, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Hand to Hand Adept: +2 base damage for hand to hand combat.
Networked: The character has lots of friends in knowledgeable places. There is an 90% chance of being able to gain information about his situation from them.

Perfect Vision: Character has 20/20 vision. All spotting and sighting distances divided by 2. Stacks with all similar bonuses.
Rich: The character’s got a lot of what it takes to get along. He starts with $50,000 in cash and equipment, and receives $1,000 per session. Can be taken after character creation.

Magnitude 4 Merits
Charmed: Character receives three action points per session.

Filthy Rich: A vivid imagination is required to spend all of the character’s money. He starts with $150,000 in cash and equipment, and receives $3,000 per session. Can be taken after character creation.

Hand to Hand Expert: +3 base damage for hand to hand combat.
Retinue: The character is accompanied by 2 to 6 loyal followers whose combined XP is equal to twice the character’s. Can be animals, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Magnitude 5 Merits
Hand to Hand Master: +4 base damage for hand to hand combat.
Opulent :The character is sickeningly wealthy. He starts with $500,000 in cash and equipment, and receives $10,000 per session. Can be taken after character creation.

Posse: The character is accompied by 4 to 12 loyal followers whose combined XP is equal to four times the character’s. No follower can have more XP than the character. Can be animals, but an animal empathy roll must be passed for a creature to be allowed. Can be taken after character creation.

Magnitude 1 Flaws
Addiction: The character is addicted to a substance. It could be something as common as caffeine, but if he does not get it daily, then he suffers -2 to all rolls that day, and each day until he has his fix. Substance costs $10 per day.
Die Easy: -2 penalty to willpower on rolls to avoid death.

Farsighted: The character has trouble seeing and distinguishing objects that are close to him. Without glasses, he cannot read, and spot rolls closer than 10 m suffer a -4 penalty. Hand to hand combat rolls suffer a -2 penalty.
Fragile: -1 hit points. Can be taken up to 5 times.

Fumbling: -1 persuasion, leadership, and empathy when dealing with a member of the preferred sex.

Hard of Hearing: Poor hearing or the loss of hearing in one ear. -10 adjusted dB. Can be taken up to magnitude 3.
High Three: The character has lost one to three fingers on one of his hands. All rolls involving dexterity suffer a -3 penalty. Non-dexterity rolls involving that hand suffer -1. This can be taken twice if the character has lost fingers on both hands.

Nearsighted: The character has trouble seeing and distinguishing objects that are far from him. Spotting and sighting distances are multiplied by 2. Can be corrected with glasses.
No Nose: The character’s nose has been severed or amputated. He cannot smell or taste food, and will be oblivious to the prescence of poisons or the buildup of gases. Also, -1 to command and argumentation.
Poor: The character starts with only $500 in cash and equipment. Can only be taken at character creation.

Slow: -2 sprinting speed, -1 running speed.
Speech Impediment: The character has a speech impediment. People are annoyed, and many do not like him. -1 to all persuasion skills except for empathy.

Tick: Character has a nervous tick that he does without realizing it. This makes it impossible to conceal his identity from anyone who has been around him any length of time.

Weak Psyche: -4 penalty to willpower against mental attacks.

Magnitude 2 Flaws

Addiction: Same as magnitude 1, but the substance fulfills one of the following criteria:

1. Illegal, restricted by prescription, or expensive ($50 per day).
2. Very harmful withdrawal symptoms. Instead of the normal +2 DF, +5 DF is added to all rolls, and this penalty increases by +1 each day that the substance is not taken.

Clumsy Shooter: The opposite of the precision abilities, the character suffers -5 on called shots.
Deep Sleeper: Character will not awake from his slumber before he has had a good night’s sleep unless he is shaken, physically injured, or the noise is exceptionally loud and sharp, like a gunshot in close proximity. -100 adjusted dB while sleeping. Even after being awoken, he is sluggish for about 5 minutes, suffering -2 to all rolls.

Dirt Poor: The character has virtually nothing. He starts with only $150 in cash and equipment.
Indebted: Character owes $10,000 to a powerful, ruthless individual. If he cannot raise the money within 10 sessions, then this flaw becomes the enemy flaw.
Lazy Eye: One of the character’s eyes does not focus, causing depth perception problems. Most people close one eye for sighting, anyway, but spotting distance is doubled. Cannot be corrected.
Legally Blind: The character has penalties for both farsighted and nearsighted. Can be corrected with glasses.
Righty: The character has lost his inferior hand. (Left hand for a right handed person.) Tasks that normally require both hands suffer a -4 penalty. They may even be impossible. A hook or plastic hand can make these tasks possible, but they still suffer the -4 penalty.

Lame: One of the character’s legs was broken or damaged and did not heal properly. The character cannot sprint, and suffers -2 to HtH combat rolls. Can also represent a character who has lost a foot.

Mute: The character cannot speak. He suffers -4 to all persuasion rolls except empathy, assuming he can find a way to communicate at all.
Stunted (Any stat): -1 stat. Same rules for knack apply.

Wanted: The character is wanted for a felony. Police will recognize and try to arrest him. There is a 20% chance that any given citizen will recognize him on sight. Upstanding citizens will report him.
Magnitude 3 Flaws

Addiction: Same as magnitude 2, except that the substance fulfills both criteria, instead of just one.

Alcoholic: A special instance of addiction, this flaw is like a mag. 2 addiction that costs $50 per day, but the character’s constant low-level inebriation also impairs his reflexes and mental abilities. -1 to all rolls, except for those related to willpower and physique. +1 willpower. These penalties (and bonus) are not suffered if the character stops drinking, but he starts racking up withdrawal penalties.
Annoying: Because of an abraisive personality, a condescending tone, and irritating voice, or another characteristic, the character gets under peoples’ skin and infuriates them easily. Normal people are likely to shun the character or shout at him, and violent types are likely to throw punches. Thieves and other undesirables also tend to single the character out. -2 command, argumentation, manipulation.
Farsighted: Same as Magnitude 1 flaw, but for some reason the condition cannot be corrected.

Hemophiliac: Character’s blood does not clot, and he will not stop bleeding without special medical care. A medic roll against difficulty 20 is needed to get him to stop.

Infamous: More severe than wanted. Any given citizen has a 50% chance of recognizing him, and there is a $5,000 reward on his head.

Lefty: Character has lost his primary hand. (Right for a right handed person). Normal -3 penalties apply for using the off hand, in addition to difficulties listed under “righty”.

One Arm: Character has lost his secondary arm. (Left for a right handed person). Penalties are similar to “righty”, but a hook or synthetic hand cannot mitigate the penalties.
Nearsighted: Same as Magnitude 1 flaw, but for some reason the condition cannot be corrected with lenses or surgery.

Unlucky: The character receives zero action points per session instead of one.

Magnitude 4 Flaws

Addiction: Same as Magnitude 3, except that the substance fulfills one of the following criteria:

1. The substance devastates its user. Every 3 months, the character loses 1 point in all of his normal stats. When physique reaches 0, he dies.

2. Withdrawal symptoms are deadly. DF increases by +2 per day instead of +1, and if the character has not had his fix in a week, he dies. Also, it costs $200 per day to maintain the habit.
Deaf: The character cannot hear. -10 alertness, all hearing rolls automatically fail, and character cannot be communicated with verbally unless he has lip reading. Deaf characters are assumed to be proficient in a form of sign language.

Enemy: The character has a powerful enemy that would like to kill him. The enemy is too powerful for the character to strike back at, and there will be an attempt on the character’s life every 1d4 sessions. This is almost always a targeted attack against that particular character while the group is already engaged in a battle. For maximum effect, GM’s should plan the hit squad beforehand and plan the battles in that session without regard to the squad’s presence. The hit squad will not kill members the rest of the group, except in self defense.

Legally Blind: Same as Magnitude 2 version, except that it cannot be corrected.

Most Wanted: Similar to infamous, but everyone will recognize the character, and the reward is $50,000.
One Arm: See Magnitude 3 flaw, except that “lefty” penalties are used.

One Leg: One of the character’s legs was severed or amputated. The character can stand on his remaining leg, but must use crutches to walk, and then only at a speed of ½ meter per round. He can hop around on his one leg, but only at a speed of ¼ meter per round. He suffers a HtH combat penalty of +6 DF.

Magnitude 5 Flaws

Addiction: Same as magnitude 4, except that the substance fulfills both of those criteria.
Blind: The character cannot see. All spot rolls automatically fail, hand to hand combat or other hand-eye coordinated tasks suffer a -4 penalty, and ranged combat receives -10, but only if the target’s square is correctly guessed. Otherwise, a miss is automatic. The blind shot ability can mitigate this, but it is still not as good as sight, since the target must be making a lot of noise. If the character cannot hear him or only dimly, then he cannot know where he is.

No Arms: Both of the character’s arms were severed or amputated. If he has synthetic arms, all tasks with them suffer -4 penalties, and anything requiring fine manipulation or finger dexterity is impossible.

No Legs: Both of the character’s legs were severed or amputated. He can walk with crutches or move with a wheelchair, both at 1 meter per round. HtH combat suffers a -10 penalty, and he is considered to be a stationary target in all instances where that may apply.
Sealed Fate: The character will die after 1d6+6 sessions, and there is nothing he or anyone else can do to stop it.

Traits

Traits are like merits and flaws, but they neither give nor cost XP. Instead, there is a benefit and a drawback to each trait. Like with flaws, a GM should disallow a player from taking a trait if it is clear that the drawback does not seriously effect him.

Detail Oriented: The character notices fine details more easily than the situation around him. +4 investigation, -2 alertness, -1 spot.
Female: The character was born with female characteristics. -1 damage, -1 physique for carrying capacity, +2 HP, +1 willpower for avoding pain penalties.
Left-Handed: The character is left-handed, and suffers -3 penalties with his right hand.
Male: The character was born with male characteristics. No modifiers.
Menacing: Something about the character makes him more menacing than his mere physical prowess might indicate, but their heightened alertness makes it hard for him to bluff effectively. People are also much more likely to assume that the character is hostile in the event of a misunderstanding. For instance, someone the character meets in a dark alley might assume that he is a mugger and shout for help or pull a pistol. +4 intimidation, -4 manipulation.

Middle-Aged: The character’s years are starting to catch up with him, but he is more experienced. -1 athleticism, -1 coordination, -1 awareness, -1 dexterity, +100 starting XP.

Old: The character is elderly, with all of the life experience and feebleness that this implies. -1 physique, -3 athleticism, -3 coordination, -3 awareness, -3 dexterity, -1 aptitude. +300 starting XP.
Right-Handed: The character is right-handed, and suffers -3 penalties with his left hand.
Young: The character is young and fit, but lacks life experience. +1 athleticism, +1 coordination, +1 awareness, +1 dexterity, -100 starting XP.
