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Assets, Possessions & Equipment Notes

Qualities to Choose From: Ambidextrous, Bad Tasting, Disease

Resistance, Gigantism, Haunting Beauty, Immunity - Smogs,

Ammunity - Toxins, Long Lived, Photographic Memory, Savant,

Strong Man, Synaesthesia.

Defects to Choose From: Accelerated Decrepitude, Albinism, Blind,

)

Melancholy, Midget, Mute, Uncontrollable Temper.
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