TRAVELLER 2020

MERITS AND FLAWS
Below is a list of the Merits and Flaws that will be used in the game.  These are obtained at the time the character is created.  However, some (most notably psychological issues) may be obtained during the game (though not voluntarily).  The rating number next to each Merit is the number of Merit points needed to purchase it.  The rating number next to each Flaw is the number of Merit points you gain by taking that Flaw.  The only way to purchase Merits is to use Merit points.        

All characters start with 1 Merit point for free.  If you choose not to select a Merit then the point is lost.  You are not required to select Flaws; if you do not, then all you start with is the 1 free Merit point.  You may select as many Flaws as you like, but you may accumulate a maximum of 5 points worth of Merits (including the 1 free Merit point you start with), even if you have more than 5 Merit points accumulated.
Psychological

Higher Purpose (Merit 1)

You have a goal that drives and directs you in most everything.  This purpose sometimes drives you to behave in ways contrary to common custom.  Those with religious or moral convictions, for example, fall within this category.  You gain a DM+1 on most rolls that have anything to do specifically with this higher purpose.  Decide what it is in conjunction with the GM.

Compulsion (Flaw 1)

Your compulsion may be for cleanliness, perfection, bragging, lying, stealing, exaggeration, talking, making funny noises, or something else.  This is mostly a roleplaying trait.  A compulsion can be temporarily avoided by effectively roleplaying it away.  While you actively suppress your Compulsion you suffer a DM-1 on some Skill checks.  The GM can assist and advise when this would occur.    
Dark Secret (Flaw 1)

You have some sort of secret that if uncovered, would be of great embarrassment to you, possibly costing you your reputation (-1 or -2 to your SOC attribute if the secret were revealed to others).  This secret weighs on your mind.

Intolerance (Flaw 1)

You have an unreasonable dislike of a certain thing.  This may be an animal, a class of person, a color, a situation, or just about anything.  Discuss with the GM.  Dice rolls against the object of your Intolerance will usually suffer a DM-1 penalty.  
Phobias (mild / medium / severe) (Flaw 1 /2 /3)

You have an overpowering fear of something.  You illogically retreat from and avoid the object of your fear.  Common objects of phobias include animals, insects, crowds, open spaces, confined spaces, the dark, medical equipment (like needles), and heights.  Determine your phobia, but it must be a general type (not highly specific).  When in the presence of the object of your fear, you will take a DM-1 penalty (per severity level) on all Skill checks.  
Overconfident (Flaw 2)

You have an exaggerated and unshakable opinion of your own worth and capabilities; you never hesitate to trust your abilities, even in situations where you risk defeat.  On the plus side, whenever you use Leadership skill you gain a DM+1.  But, in all circumstances whenever you fail at a task or mission, you will find someone or something else to blame – usually a comrade or someone close at hand.  Should you ever be blamed for any failures, you will become angry at those that blame you.  These negative effects do not come with any DM penalties per se but will definitely have a negative roleplaying impact on the character for social interactions.  The GM will expect you to roleplay this or you will likely suffer DM penalties.    
Shy (Flaw 2)

You are distinctly ill at ease when dealing with people and try to avoid social situations whenever possible.  You will suffer a DM-2 penalty on all Skill checks involving any kind of social interaction (Admin, Carouse, Deception, Diplomat, Persuade, Steward, Streetwise).  This has no effect on Leadership skill, however.    
Soft-Hearted (Flaw 2)

You cannot stand to watch others suffer, because you dislike the intensity of emotion.  If you are ever the direct cause of suffering, and you witness it, you will experience grief and dejection.  You avoid situations where you might have to witness suffering and will do everything you can to protect others from it.  While in the proximity of suffering (e.g. someone nearby and in pain from gunshot wounds), you will take a DM-2 penalty to all rolls (including combat) as long as you are nearby and for a period of time after you leave.    
Low Self-Image (Flaw 3)
You lack self-confidence and don’t believe very strongly in yourself.  You suffer a DM-3 penalty when making social skill checks (Admin, Carouse, Deception, Diplomat, Persuade, Steward, Streetwise), as well as any usage of the Leadership skill.  

Insanity (Flaw 1/2/3)
You are insane.  Your insanity may not be one that manifests itself at all times, but you are most assuredly insane to some degree.  Work with the GM to determine the nature of scope of this mental illness.  The effects of this insanity will be a DM-1 to -3 penalty in effect some of the time – most assuredly in times of stress. 
Mental

Time Sense (Merit 1)

You have an innate sense of time and are able to estimate the passage of time accurately without using a timekeeping device, no matter where you are (even in Jump space).  You can accomplish this whether you are concentrating or not.

Lightning Calculator (Merit 2)
You have a natural affinity with numbers.  You gain a DM+1 when using certain Skills for certain specific tasks:  inventory control (Admin), calculating certain deals (Broker), computer use and remote ops (Electronics), many games of chance (Gambler), calculating distances and plotting courses (Astrogation/Navigation), certain types of complex drive calculations (Engineering M-drive and Power), some applications of the Science skill, and watercraft navigation of ocean and sail ships (Seacraft).  This bonus will not apply in all cases where the listed Skills are used – only in certain cases (GMO).  
Eidetic/Photographic Memory (Merit 2)

You can remember things seen and heard with near-perfect detail.  By succeeding at an INT roll, you can recall any desired sight or sound.  Task Difficulty (from simple to formidable) depends on how long you perceived the thing, and how far back.

Self-Confident (Merit 2)

You are courageous and you resist efforts at being intimidated.  You always gain a DM+1 whenever you use your Leadership skill.  Also, when making opposed social rolls (Admin, Deception, Diplomat, Persuade, Streetwise) you always gain a DM+1.  
Forgetful (Flaw 2)

All dice rolls involving INT suffer a DM-1 for task difficulties of Average and higher.  
Weak-Willed (Flaw 3)

You can be influenced by most anything, to the point of being annoyingly gullible.  Others using social skills (Deception and Persuade) on you will gain a distinct advantage (especially on opposed rolls), as you tend to believe most anything someone tells you.  This is GMO and will manifest in interesting ways.  You suffer DM-3 penalty on all Carouse rolls.  Also, you may not take the Leadership skill.  
Awareness

Acute Sense (Merit 1)

You have an exceptionally keen sense: choose hearing or sight.  You gain DM+1 to any Recon or Survival check having to do with your sharp sense.  You may take this merit only once.  

Bad Sense (Flaw 1/2)

You have defective sight or hearing (choose one).  Depending on the severity level you select, you suffer a DM-1 or DM-2 to any Recon or Survival check having to do with your bad sense.  You may counteract some of your bad sense and reduce your penalty to DM-1 (or DM -0) as long as you wear a specialized enhancement device (glasses or hearing aid of better than average quality).    

Color Blindness (Flaw 3)

Your eyes cannot distinguish between two or more colors – they appear either as gray, or as another color.  While seemingly innocuous, this can be dangerous when attempting to work a starship control panel and myriad other activities involving objects and devices that contain colors.  You will suffer DM penalties ranging from -1 to -3 depending on the circumstances (and GMO).    
Aptitudes

Ambidextrous (Merit 1)

You have a high degree of off-hand dexterity and can perform tasks with the off-hand at reduced penalty.  When using two weapons (p75) you only suffer a DM-1 on the attack rolls for both (instead of the standard DM-2).    

Crack Driver (Merit 1)

You have a natural affinity for driving motorized wheeled or tracked vehicles.  You gain a DM+1 on Drive skill checks.

Crack Pilot (Merit 1)

You have a natural affinity for flying vehicles (non-orbital, non-space).  You gain a DM+1 on all Flyer skill checks.  
Mechanical Aptitude (Merit 1)

You are naturally adept with all kinds of mechanical devices.  You gain a DM+1 on all Mechanic skill checks.  
Computer Aptitude (Merit 2)

You have a natural affinity with most electronic devices.  You gain a DM+1 on all Electronics skill checks.  
Fast Learner (Merit 3)

It takes you only 6 weeks (rather than 8 weeks) of continuous study to complete a Study Period, when working to raise a Skill by +1.  (See p52, Post Career Education.)  
Inept (Flaw 1-5)

You are not attuned to your natural aptitudes.  For each point in this Flaw that you take, you must permanently lower any one of your six characteristics by 1 point.  Up to 5 points in this Flaw may be taken.  Reducing your characteristics in this way can be significant, but it does provide you with Merit points to use.   
Physical

Flexible (Merit 1)

You are unusually supple.  You will gain a DM+1 or +2 bonus when attempting to free yourself from simple to average restraints.  You also gain a DM+1 on opposed Grapple checks (pp74-75).  
Fleet of Foot (Merit 1)

You have a natural ability to move quickly on your feet.  Your base movement score is 7 meters (rather than 6).  In combat this enhances your Movement ability minor action (p72).  
Fast Draw (Merit 1 or 2)

You are quick and fancy when whipping out your hand weapon for combat.  And you might also be fast in reloading it (if applicable).  If you take this Merit at 1 point you may Draw your hand-held weapon (p72) as a Free Action, rather than as a Minor Action.  If you take this Merit at 2 points, you gain the benefit of the quick Draw but you can also Reload your hand weapon as a Free Action, rather than as a Minor Action.  The Fast Draw only applies to handguns and blade/blunt weapons that are kept in a receptacle of some sort (holster, scabbard, belt, etc.).  The Fast Reload only applies to slug-thrower handguns (pistols and such).     

Large Size (Merit 3)

You are abnormally large in size:  7 to 8 feet tall (you choose) and between 300 and 400 pounds in weight (you choose).  You gain one additional point to both your STR and END.  This will not preclude your admission into any particular service or career, however it will be a hindrance when it comes to fitting into a vacuum suit or standard body armor.

Scar (Flaw 1)

You have one or more rather unsightly scars that couldn't be removed through conventional techniques.  It must be of a sort that is normally fully or partially visible.  You will suffer a DM-1 to some of your social interactions (Admin, Deception, Diplomacy, Persuade) – especially skill checks involving etiquette and formal discussions.  It is possible thru advanced medical means to remove the scar (GMO).   
Speech Impediment (Flaw 2)

You have a stammer or some other speech impediment which hampers verbal communication.  Most dice rolls involving social interactions (Admin, Deception, Diplomat, Persuade, Steward, Streetwise) suffer a DM-2 penalty for task difficulties of Average and higher.    
Weak Constitution (Flaw 3)

Your physiology is compromised in some way – it could be allergies, it could be a rare (and probably uncurable) ailment, it could be a recessive (but non-contageous) disease.  Whatever it is, it is highly unlikely you will be able to cure it.  Work with the GM to come up with whatever it is that ails you.  This ailment will manifest itself in the following ways:    

· Subtract -1 from your END rating until you find a cure
· Permanent DM-1 to all Athletics skill checks

· Natural Healing (pg79) slowed by -1 on the 1D roll  

Supernatural/Psi

Luck (Merit 1)

You were born lucky.  You can repeat 2 failed Skill check rolls per game session.  Only one repeat attempt may be made on any single roll.  

Danger Sense (Merit 2)

You have a sixth sense that warns you of danger.  When you are in danger (whether you realise it or not), the GM will make a secret roll to determine whether you sense the danger.  Sensing danger is an indirect and non-specific thing and may not necessarily grant any DM bonuses.  It is simply a safeguard method to provide advance warning.  It can also be helpful in avoiding Ambushes (p70).  
Psionic Resistance (Merit 3) 

You have a natural resistance to the effects of psionics used against you.  You are considered to have the psionic ability, Shield (p199) in effect at all times.  Unless you are trained in psionics, you cannot voluntarily lower your innate Shield ability – it is always in effect.  (If you subsequently learn psionics, this resistance Merit is effectively lost, and you do not get the points back.)    
Jinxed (Flaw 1) 

Once per game you will roll a 2 on a Skill check, guaranteed.  When and where that failure happens will not be up to you but will be purely GMO.  It can be on a task of any difficulty, and it may come at a very inopportune time.  The GM will decide which one of your Skill checks is affected and will turn your die roll into a 2.  You will still add any applicable DMs to your (2) roll.  
Device Bane (Flaw 2)

You just have a knack for fumbling and causing problems whenever you are operating most electronic or mechanical devices.  Whenever you make Drive, Electronics, Engineer, Explosives, Flyer, Gunner, Gun Combat, Heavy Weapons, Mechanic, Pilot and Seafarer skill checks you always suffer a DM-1 penalty.    

Ill Fate (Flaw 4)

The worst of the worst, your future holds in store some horrible fate.  This may take the form of an event of unforeseen nature (the GM will determine what happens and when).  While you may not suffer death or actual injury necessarily as a result of this terrible fate, the results will linger and affect you and/or those around you for a long time to come, and you may blame yourself in some way for the ill event.  Be assured this will come up during the adventure (perhaps more than just one time), when you least expect it, and will have adverse consequences for you and your team.  
