MERITS AND FLAW


Flaws can only give bonus points, but not Nova points.  They can also give points for Merits.  Remember, if a Flaw doesn’t actually cause you difficulty, it’s not a Flaw and you don’t get points for it!!  Also, extra dice can very useful when combined with Mega-Attributes.
MERITS:

PHYSICAL: 

1 point-Acute Senses: +1 die to a specific sense
1 point-Ambidextrous: Suffer no off-hand penalty
4 points-Huge Size:  Extra bruised health level, +1 stamina (for soak only)
MENTAL: 

1 point-Concentration: Ignore some difficulty penalties
1 point-Internal Compass:  Sense of direction1`
1 point-Time Sense: Almost perfect time sense
2 points-Devotion: Attempts to sway you are at +3 difficulty
2 points-Lightening Calculator: Obvious
1 point-Speed Reading:  Read 4x as fast or faster
3 points-High Pain Tolerance: Reduce wound penalties by 1
3 points-Photographic Memory:  Perfect recall
6 points-Iron Will: Spend a point of Willpower to shake off control
SOCIAL:

1 point-Natural Leader: +1 or +2 dice to lead
1 point-Sexy:  +2 dice to influence people is certain circumstances
FLAWS:
PHYSICAL: 

1 point-Short: ½ running speed an other possible complication
1 point-Speech Impediment: Must make a roll for people to understand you under stress
1 point-Weak Sense: +2 difficulty to specific sense
1-7 points-Dependence: Require a specific substance or suffer damage
2 points-Mute: Cannot speak
2 points-One Eye:  +1 difficulty to ranged attacks and dodge rolls and +2 difficulty to perception rolls
2-4 points-Addiction/Compulsion: Increase difficulty to all actions until addiction/compulsion is satisfied
2-4 points-Lame: Levels of immobility
3 points-Deaf:  Obvious
3 points-Disability: Some physical defect
3 points-Disfigured:  0 Appearance and automatically fail some social rolls
6 points-Blind:   Obvious
6 points-Quad/Paraplegic:  Cannot walk and suffer penalties accordingly
MENTAL: 

1 point-Intolerance: +2 difficulty in social rolls vs. a group
1 point-Lusty: Easily seduced
1 point-Overconfidence: +1 difficulty to back down from a challenge
1-4 points-Pacifist:  Spend Willpower to enter a fight or cause lethal damage
2 points-Obsession: Spend Willpower to avoid your obsession
2 points-Overwhelmed:  +1-+3 difficulty in confusing situations (good for mega perceptions)
2 points-Phobia: Willpower roll at +1 difficulty or run away
2 points-Vengeful:  Willpower roll at +1 difficulty or seek revenge
3 points-Combat Paralysis: Roll two initiatives and take lowest
3 points-Flashback:  Willpower roll at +1 difficulty or suffer from effects
3 points-Low Pain Threshold: Increase wound penalties by 1 level
SOCIAL: 

1-3 points-Bad Vibe: +1 difficulty to social situations per point
