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Assets 

Hardy Constitution (d4)  

You have the constitution of an ox. You 
can eat and drink almost anything with no 
ill effects. Add your Trait die to rolls to 
resist the effects of alcohol, drugs, 
poisons, radiation, toxins, and dangerous 
atmospheric conditions. 
 
Higher Education (d8) 

You gained the full benefit of a university 
degree, guild training, or some other form 
of study—meaning you sat up straight, 
paid attention, and retained what you 
learned. You may add your Trait die when 
recalling information that you may have 
studied in school. It needs to relate to 
your education background and be 
approved by the Game Master. 
 
Talented (d4) 

You have a knack for a certain type of 
action or ability. Pick two thematically 
related Specialty Skills (not General 
Skills); the Game Master must approve 
your choices. Whenever rolling any of 
these Skills, add your Trait die. 

 Archaeology 
 Linguistics 

 

Complications 

Glory Hound (d2) 

You hog the spotlight, even if you don’t 
deserve it or won’t survive in it for long. 
You want everyone to know how 
impressive you are, and you’ll do stupid 
stuff to make sure they do. While this is 
principally up to you to role play, you may 
wind up pissing people off or overlooking 
the consequences of your actions. When 
appropriate, add your Trait die to the 
Difficulty of rolls this Trait might interfere 
with. 
 
Insatiable Curiosity (d6) 

It drives you crazy when something’s 
going on and you don’t know everything 
about it. You are driven to dig when a 
mystery presents itself, even when the 
investigation or the answer could be 
potentially hazardous to your health. 
Mysteries must be explored, be they 
mundane (which Vice President is the 
new girl in the office sleeping with?) or 
fantastic (where did the street gang get 
their hands on plasma-based weaponry?). 
This is primarily a role playing Trait, but 
you must add the Trait die to the 
Difficulties of mental and social actions 
when you are attempting a new or recent 
mystery.  It’s distracting you because you 
can’t get it out of your head! 
 
Overconfident (d4) 

You’re overconfident. It isn’t just a desire 
to show off—you actually believe you can 
handle almost anything. This is primarily 
a Trait for you to role play, but once per 
situation, the Game Master may add your 
Trait die to any Difficulty or opposing roll, 
to represent a possibly fatal hesitation at 
that moment when you realize you just 
bit off more than you can chew. 


