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Cappelli, Corone, Diademi,Elmi
Fasce, Filatteri

NOME DEL PERSONAGGIO
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Viso [

Lenti, Maschere, Occhi, Occhiali
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CoLLo [

Amuleti, Collane, Medaglioni,
Ninnoli, Pendenti, Sciarpe,

Q)

]SCHIENA

Cappe, Coprispalle, Mantelli
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Conpo[

Abiti, Armature
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