Ernesto Vega

Player: Alan “Velis” Vicioso 

Height: 6’1”

Weight: 225

Age: 31

Features: Goatee, shades

Clothing: Dark

Concept: Cuban Merc

Conformity: -5

Morality: -10

Physique: 6 [10 for strength purposes]

Balance: 9 (7 w/ armor)

Coordination: 10 [20]

Willpower: 6 [12 vs Telepathy]

Awareness: 8

Charisma: 3

Dexterity: 3

Aptitude: 3

Languages: Spanish (fluent), English (fluent, accent)

Profession: Threat Removal Agent

Major Skills: (XP cost: 2 x new value)

Combat:

HtH combat (knife) – 5

Ranged combat (pistol, rifle, grenade, heavy) – 15

Minor Skills 

Hand-eye:

Alertness – 8 [28]

Security – 8

Spot – 8 [36]

Stealth – 8

Driving – 5

Persuasion

Command – 5
Augmentation – 5
Empathy – 1

Minor Skill

Mechanic – 5
Medic - 6

Demolitions – 6

Tracking - 5

Abilities:

Quick draw: Draw and fire in same round

Precision x2: Upgrades severity by 1 on every shot

Wilderness Survival: find water and food while avoiding poison in the wilderness.

Second Language (English): Fluency in English.
Expert Targeting (Smart targeting system): Targeting penalties halved.

Direction Sense always knows which direction is North. (does not get lost easily)

HP (2 x Body): 12

FP:  

AP: 1

Natural Resistance: 6

Armor Resistance (Armor): 32

Special Resistances: -1 severity for torso shots, -2 for heart shots. Immune to inhaled toxins. Immune to natural illness.

Damage: 5

MV: 2

Available XP: 5
Earned XP: 410

Starting XP: 450

Money: $1,175 cash ($28,500 in account)

Inventory: 

28 grenades ($200)

8 WP grenades ($500)

3 Smart chips ($90)

2 silencers ($100)

50 rounds of .454 Casull EFMJ ($15)

100 rounds of.454 Casull ($30)

400 rounds of 7x41mm ($120)

200 rounds of 4.7mm AP

200 rounds of 4.7mm HP ($40)

Really old 1965 Ford Mustang ($200)

Really old A-Team Van ($200)

150 rounds of steel cored rounds 7x41mm ($45)

150 rounds of EFMJ rounds

7x41mm ($45)

PSG-1 (good)

200 rounds of AP ammo

RPG launcher (good) and 9 rockets.

	Weapon
	Dam
	Rng
	ROF
	AT
	Size

	MP7 (average)
	4
	38
	15
	35
	Large pistol

	Grenade
	6 * 3d6
	20
	
	35
	

	WP Grenade
	20
	20
	
	35
	

	RB .454 (good)
	10
	53
	Semi
	35
	Large pistol

	G36 - 2012 (average)
	15
	120
	13
	35
	Med rifle

	Combat Knife
	3
	S
	
	12
	

	PSG-1
	18
	249
	Semi
	35
	Large rifle

	RPG
	100
	120
	Single
	35
	Small cannon

	RPG w/ anti-personnel
	8 * 3d6
	120
	Single
	35
	Small cannon

	AG36
	6 * 3d6
	80
	Single
	35
	Med rifle

	SVD Druganov
	18
	203
	Semi
	35
	Large rifle

	USAS-12
	24
	90
	5
	35
	Large rifle


Notes: 

MP7: Armor piercing

Grenade: Radius 5, 15

WP grenade: Radius 3, 9

G36: 

PSG-1: Armor piercing

RPG: Armor piercing (4)

AG36: Radius 3, 9

USAS-12: Armor piercing

	Armor
	Res
	Stealth
	Weight
	Balance
	Alertness

	Light subdermal armor MkII
	8
	
	
	
	

	Leather
	1
	
	2
	
	

	Kevlar
	8
	
	4
	
	

	Mil Armor (Poly)
	24
	-2
	6
	-2
	-2


Notes: X-Light ($50), Light arm guards, helmet ($100)

	Traits
	Magnitude
	Effect

	Cyborg 
	3
	$150,000 for cybernetics

	Contacts
	2
	80% chance of knowledge

	Connected
	2
	people in right places

	Ambidextrous
	2
	Use both hands equally well


	Weaknesses
	Magnitude
	Effect

	Favor 
	1
	Owes a big favor

	Enemy   
	1
	Character has enemy that wishes to cause harm

	Fumbling        
	1
	-2 to per, emp, lea, against women.


Cybernetic upgrades:

Pain Filters ($2000) [+2 to willpower/combat only restricted]

Audio Processor mk3 [+12 to alertness]

Visual Processor mk3 [+12 to spot]

Super Solider Processor mk3 [+6 to coordination]

Smartgun Processor ($10,000) [eliminates aiming penalty for snapshots]

Smart Targeting System [Gives precision and expert targeting abilities]

Psychic Inhibitor mk3 [willpower +6 for resisting telepathy]

Circulatory Regulator ($1000)

Cybermuscles mk2 $($50,000) [+4 to for strength purposes]

Internal Armor mk2 ($50,000) [+10 resistance body]

Super Soldier Eyes Mk2 [+4 coordination, +16 to spot]

-Night Vision

-Thermal Vision

-UV Vision

-Dimmer

-Zoom

-X-ray Vision

Super Soldier Ears ($5,000) [+8 to alertness, 200 feet hearing range, sub-sonic and super sonic hearing range]

Replacement Heart ($500) 

Replacement Lungs ($500) [hold your breath for 30 mins]

Nasal Filter ($500) [immunity to airborne bacteria and germs]

Replacement Immune System ($500) [immune to all natural sickness]

Lie Detector ($2,000) [+8 to empathy against lie attempts]

Metal Ribcage ($2,000) 

Advanced Voice Box ($2,000) [+1 persuasion]
Cyberbrain processor: Works in tandem with the brain, helping it process information. Allows the user to take an extra action each round without suffering the normal Multiple Action penalties, and extra two actions suffer penalties as if it were only one. Cost $100,000. Restricted.

Character background/description:

Ernesto Vega was born in the outskirts of Villa Clara in Cuba. He was born in October 3rd, the fourth child and third boy of the family. His mother distinctly remembered that he was crying angrily with both hands balled into fists as he came into the world. His parents were farmers, dividing their land between cash crops such as tobacco and fruit trees and other consumables. Ernesto's early childhood was bare but satisfactory, and while his family did not have much they had each other. By the age of seven, Ernesto was helping his father on the field planting and toiling the land. Life began to become exceedingly difficult when Corporate eyes began to covet the land around Villa Clara. In the eyes of the Corporations, the land could be purchased and used far more efficiently than the local peasant farmers. However, the Corporations met stiff resistance from the local land owners. Rather than lose months if not years through negotiations, the Corporations financed their assets within Cuba to push aside the families around Villa Clara in anyway they could. Some families were removed from their land through legal technicalities; others were bought out under the threat of the gun. The remaining families understood that they could not resist these efforts individually, and formed a loose coalition to fight back against those that threatened their homes and land. 

At the age of eleven, Ernesto and various other children of his age began to life in a state of war. The struggle for liberty as it became to be known in the surrounding area lasted four years, and achieved little more than delay the inevitable and cause casualties on both sides. In the 16th of May, months before his sixteenth birthdate the corporation backed fighters and a few corporate AV-9's attacked the headquarters of the farmer guerilla forces. How they managed to ascertain the location of the HQ was not known, but the attack severed the head of the resistance. Within two weeks, the conflict was over and the survivors were scattered to the wind. The last few series of attacks left Ernesto's father dead, and all his siblings either maimed or killed. Ernesto's mother survived the cessation of hostilities and took him to her brother's house in Cienfuegos. By his sixteenth birthdate Ernesto began to do odd jobs around the area in order to support himself. He discovered that the best tools he had to offer where his guns, an AK-47 given to him during the conflict against the corporations and an American berretta he had taken from a dead corporate stooge. 

Ernesto spent the next years working as mercenary, hiring himself and his tools in whatever conflicts he could find. His view towards education was ambivalent, and although he could read he realized that there would always be conflict, and thus there would always be employment for those that were capable of surviving it. By the age of twenty one, he had earned himself a reputation as tough "hombre" who was tough as nails and a decent shot. He exploited this reputation as much as he could, and followed only a single rule. He would not work for the company that led to the death of his father and siblings. Other than that however, almost everything else was negotiable. Time passed and Ernesto sharpened his working skills, while spending whatever free time he had expanding his education. By the time he was twenty five years old his education was comparable to a GED. His experience in dealing with his trade however, was substantial and he found that he was in demand. This led towards an event that would force him to leave the island he had called home. 

The cause for Ernesto's decision to leave Cuba revolved around an offer he could not refuse. He was approached by his usual "agent" and offered a task that was very appealing. The money was right, the risk was acceptable but he could not do it alone. He was asked to work with another professional, a Russian by all accounts who was known to be a devil for cleverness in the shadows of Cuba. Ernesto did not overly like the idea of working with an outsider, but he liked what he heard and the price was too good to pass. Mikhail as the Russian came to be known turned out to be a solid associate, but there was something...odd about their task. The more he thought about it, the more he felt that something was not quite right with the arrangement. He spent a bit of time inquiring about the source of the job through some unusual sources and came to understand that the party behind the job was the company he had sworn not to work with. Furthermore, the mark happened to be a Cuban army spook and apparently a vocal critic of the corporate agenda within the island. After informing Mikhail of the information he had found out, both agreed that they were being setup. The only way that Ernesto could see a way out, was by leaving the country and managed to pull a few favors for that end. Ernesto and Mikhail broke off then and took of in their own paths, although they have worked with each other since then from time to time. 

Ernesto's outlook towards life and other people as a whole has been influenced by his life. A childhood as a farmer and then two decades as a free-agent has shaped his persona. In his eyes, people come and people go. People live and people die. A simple man at heart, Ernesto breaks people down into two simple categories. The first is that of the inner circle, and is generally composed of family members, friends and people he owes debts too. The second category is that of outsider. Inner circle members are worthy of his respect, attention and by in large are people that Ernesto will kill for or defend with everything he has. Outsiders are by and large disposable and are people that Ernesto would not place himself at risk in order to defend or assist. By and large, Ernesto is not social by nature and feels uncomfortable around women. The reason for this may be tied down to his luck in love, during which women he has grown attached to have ended up missing or dead. Ernesto is at his best when given a task to complete and allowed to complete it in anyway he chooses. Once a catholic, Ernesto no longer believes in a higher power. His religion forgotten in the jungles and towns of Cuba. He asks for little of life, food to eat, a place to sleep and the chance to work his trade are his primary requirements in life.

