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Attractive - The Attractive Trait comes into play whenever the character is doing something that their looks
can influence. As a Good Trait, the character will get a +2 bonus to any rolls that involve their stunning
good looks, from charming their way past guards to getting information out of someone.

Brave - The Brave Trait provides a +2 bonus to any Resolve roll when the character could get scared or
need to show their courage.

Code of Conduct - Martha tries to do good at most times, and are unable to harm another being unless it is
absolutely necessary and for the greater good.

Friends (UNIT) - Martha has many contacts through her work with UNIT that can supply reliable sources of
information.

Tough - Tough reduces the amount of damage that would normally be deducted from the character’s
Attributes by 2.






