Dirk Harrison

Player: Gerard_Paloma

Ethnicity: Caucasian
Height: 6’3”

Weight: 200

Age: 39

Features: Salt and pepper hair, grey eyes, 5 o’ clock shadow, eternal sneer

Clothing: Camo pants, army boots, black shirt, leather trenchcoat

Concept: Ex-military man, AWOL.

Conformity: -3

Morality: -9
Combat 6

Body: 6 (Internal armor: 8 for HP, Right SS arm: 8)

Coordination: 9 (SS processor: 12 one hand, 11 two hands)

Willpower: 6 (Psychic inhibitor: 8 vs Telepathy)
Non-Combat 1

Awareness: 7

Charisma: 6

Talent: 3
Aptitude: 5
Languages: English

Profession: Mercenary
Tier 1 Skills: (2 * n XP per point)
No relevant Stat:
Ranged – 8
Education – 0

Tier  2 Skills: (n XP per point)

Coordination:

Handgun – 6

Rifle – 8
Heavy – 0

Long range – 0

Hand to hand – 0

Throwing – 8
Pilot (automobile) – 5
Pilot (specify) – 

Charisma:

Leadership – 2

Persuasion – 4

Empathy – 3
Awareness:

Alertness – 0

Spot – 0

Talent
Security – 0

Stealth – 0

Sleight of hand – 0

Aptitude:
Hacking – 

Medic – 

Engineering – 

Law – 

Tier  3 Skills: (1/2 * n XP per point)

Talent:
Mechanic (specify) – 
Aptitude:
Music – 

Field of study (specify) – 
HP(2 x Body): 16

FP(4 x Body): 24

AP: 1
Impact Resistance(1 x Body + Armor): 16 (SS right arm: 26)

Lethal Resistance(Armor): 10 (SS right arm: 20)

Special Resistances: 2x thresholds between hips and shoulders, 4x thresholds heart. 2x thresholds head vs. Impact. Immune to inhaled toxins.

Damage: 3 (SS right arm: 4)

MV: 2
Available XP: 3
Earned XP: 52
Starting XP: 150
Money: $450 in locked box, $25 cash
Inventory: Motion Sensor, 60 rounds of .44 magnum steel core, 400 rounds of .30-06, all carried in a large canvas equipment bag.
	Weapon
	Dam
	Rng
	ROF
	Recoil
	AT

	M1918 BAR (average)
	4d6
	60
	10
	2(4)
	19

	Ruger Redhawk (average)
	2d10
	35
	2
	5
	18


Notes: BAR – Cap 20+1, Heavy, Not concealable
Ruger – Cap 6, Conceal Trenchcoat ($200)
	Armor
	Res
	Stealth
	MV
	AT
	Alertness

	Spectra
	10
	-4
	-10%
	
	


Notes: Spectra Vest, Spectra Leggings ($100)
	Traits
	Magnitude
	Effect

	Decked Out
	+2
	$25,000 worth of cyber implants.


	Weaknesses
	Magnitude
	Effect

	Wanted
	-2
	Wanted criminal.


Cybernetic upgrades: SS Processor Mk1 (Coord +2),  Psychic Inhibitor Mk1 (Will +2 vs Telepathy), Internal Armor Mk1 (+2 Body for HP), Right SS Arm (Coord +1, Body +2, +10 impact and lethal Res), Metal Ribcage, Cranial Shock Absorbers, Nasal Filter
Character background/description: Dirk is a grizzled veteran of WWIII, as well as many battles with his own personal demons. He killed his commanding officer and went AWOL. His military training allowed him to make good money as a mercenary, which he used for several “upgrades,” besides those he got in the war. For the past few years he’s been constantly on the move, driving from place to place, but never getting anywhere.
