Mikal Antoliovich

Player: Cameron Johnson

Height: 5'11”

Weight: 230 lbs

Age: 25

Features: Mirrorshades, goatee

Clothing: Edgerunner/Dark

Concept: Cold Russian Mercenary

Conformity: -4

Morality: -8

Physique: 5 (+4)

Balance: 6 

Coordination: 6 (+10)

Willpower: 5 (+6 vs. Psi)

Awareness: 7 

Charisma: 6 

Dexterity: 7 

Aptitude: 6 

Languages: Russian (2), English (2), Spanish (1)

Profession: Covert Operative

Major Skills:

Combat:

HtH combat (Knife) – 6

Ranged combat (Pistol, Rifle, Grenades, Heavy
) –12

Education:

General Eduction – 5

Minor Skills:

Persuasion:

Command – 5

Argumentation – 7

Manipulation – 7

Empathy – 6

Intimidation – 6

Hand-eye:

Alertness – 8 (+12)

Spot –  8 (+28)

Security – 8

Stealth – 8

Sleight of hand – 7

Driving – 6

Pilot (VTOL) – 2

Medic – 5

Repair (concentrations) – 5

Tracking – 0

Animal empathy – 0

Climbing – 6

Smithing – 0

Music – 0

Demolitions - 8

Disguise - 8

Cryptography – 5

Abilities:

Second Language, English (10)

Second Language, Spanish (5)

Runner (cyber)

Fast Aim (cyber)

Quick Draw (20)

Slippery (20)

Lip Reader (20)

Whirlwind (50)

HP: 10

FP: 

Natural Resistance: 5

Armor Resistance: 18, 14, or 7 (Light grafted armor: +6)

Special Resistances:

Immune to sickness, infection

No KO from blunt trauma

-2 severity to lungs, heart

Damage: 3

MV: 2

Available XP: 0

Earned XP: 160

Starting XP: 700

Money: $31,000

Inventory: 

Average SMG (MP7): $500

Average SMG (G36C-7): $500

Average Pistol: $200

Good Shotgun: $350

X-Light Armor: $50

Grenades (x14): $140

WP Grenades (x4): $200

Therm Grenades (x2): $100

Smartchip (x4): $120

Silencer (x3): $150

Motion Sensor: $200

Ammo: 

MP7 (Medium): 600 FMJ ($60), 200 HP ($60), 100 AP ($30), 100 EFMJ ($30)

Total MP7 Cost = $180

G36C-7 (Cheap): 500 FMJ ($10), 150 HP ($15), 150 AP ($15), 150 EFMJ ($15)

Total G36C-7 cost = $55

USP 45 (Medium): 250 FMJ ($15), 200 HP ($60), 100 AP($30), 100 EFMJ ($30)

Total USP cost = $135

USAS-12 (Medium): 200 Buckshot ($60), 100 Birdshot ($30), 100 Slug ($30)

Total USAS-12 cost = $120

	Weapon
	ROF
	Dam
	Rng
	AT
	Size

	MP-7
	15
	4
	32
	
	MSMG

	G36C-7
	10
	6
	54
	
	LSMG

	USP 45
	S
	8
	20
	
	MP

	USAS-12
	6
	8*10
	10
	
	LR

	Knife
	-
	3
	-
	
	Combat

	Grenade
	-
	10*3d6
	20*
	
	

	WP Gren
	-
	30
	20*
	
	

	Therm Gren
	
	
	
	
	


Notes:

	Armor
	Res
	Weight
	Balance
	Alertness

	Special Forces
	12
	5
	
	1

	L2 Vest
	8
	4
	
	

	Leather Jacket
	1
	2
	
	

	Military Armor
	16
	6
	-2
	2

	Heavy

Armor
	20
	7
	-4
	4


Notes: 

	Merits
	Magnitude
	Effect

	Cyborg
	3
	150,000 worth of cyber

	
	
	


	Flaws
	Magnitude
	Effect

	Favor
	1
	Someone needs help

	Enemy
	2
	Someone has a grudge


Pain Filter (No Pain)

Audio Processor Mk3 (+12 Alertness)

Visual Processor Mk3: (+12 Spot)

Smartgun Processor (Fast Aim)

Psychic Inhibitor Mk3 (+6 Willpower vs. Teep)

Circulatory Regulator (Runner)

Internal Armor Mk2 (Covert Grafted Light Armor)

Cybermuscles Mk2 (+4 Physique)

Supersoldier Eyes Mk2 (+4 Coordination, +16 Spot)

· Night Vision: Allows the user to ignore penalties for low-light conditions (but not totally dark). Bright flashes will blind the user for 2d6 rounds.

· Thermal Vision: Allows the user to see warm bodies under totally dark or low-light conditions, but cannot perceive things very well (Spot -4).

· UV vision: No penalties for low light and total darkness, and no blinding risk, but strong UV lights can make the scene look like a kaleidoscope

· Dimmer: Automatically dims vision when there is a potentially blinding flash, sparing the user from blindness.

· X-ray Vision: User can see through normal, non-reinforced walls to a distance of 10 squares. Vision isn’t too clear, however (Spot -8 and DF +2 for attacks).

· Zoom: Vision can be magnified, allowing non-scoped weapons to behave like they had a scope, and giving a further +4 bonus to spot.

· Detachable: Can be removed and still seen through up to a distance of 50 squares.

Cranial Shock Absorbers (Protect my brain)

Advanced Voicebox (+1 Persuasion)

Replacement Immune System (Flu shots?)

Replacement Heart

Replacement Lungs

Supersoldier Processor Mk3 (Coordination +6)

Cyberbrain Processor (Extra Actions)

Character background/description:

Subject: Mikal Antoliovich

Known History:


Born an only child in Saratov, parents were poor, grew up in a combat zone.  Survived by learning how to avoid detection, lie, and steal.  Had little or no adult supervision as a child.  Eventually, he joined the Russian Military and was accepted into the newly-formed Cybernetic Special Forces, where he received the vast majority of his upgrades.  Missions involved everything from recon to assassination.  Areas of operation include numerous locals from all over the world, Germany, Italy, England, Japan, India, and the Americas.  Due to recents events, the Russian CSF branch has apparently disintigrated, leaving numerous operatives stranded in the field.  Like many other agents, Mikal found little trouble in finding a way to survive when he found himself without support in Central America.  When his line of work in Cuba turned sour, he made plans with his associate Ernesto Vega to make a strategic withdrawl from the island before they both ended up dead.  Vega called in a marker and got both of them out of the country before their double-crossing employer knew what had happened.  Following that brush with death, Mikal and Ernesto went their seperate ways. Both had matters to attend to, and by splitting up they would make it much harder to track either of them.

Psycholigical Profile:


Mikal describes himself as flexible, being able to fit his way into and out of just about any situation.  He has his own sense of honor, and always keeps his word once it is given.


His regard for human life is based more on personal convenience than regard for human life.  If he feels that you are better off to him dead than alive, then it is merely a matter of time before he is better off.  Fortunately, his criteria and his base regard for human life (however little it may be) are high enough that he does not deteriorate into a mass murderer.  Too many deaths lead to unwanted attention from all the wrong places, and are thus killing is to be avoided as much as possible.


There are only a very few people who have earned the right to be called a friend by Mikal.  Only slightly more can be considered trustworthy and reliable comrades.  The rest tend to be catagorized as aquaintences, contacts, or team members.  Enemies quite often do not survive long enough to warrant remembering in any detail, with one or two occasional exceptions.

Method of Operation:


Stealth, subtlety, and tact are the S.T.O.P. for Mikal in most situations.  Should he become detected or if his cover has been blown, he will blow smoke and try to disappear into the shadows, killing any with the skill to follow.  Very early in his solo career in North America, he ran into some situations that impressed on him the need for more flexibility in his arsenal, which he has since achieved to some limited success, though he lacks the training to properly use heavy weapons and demolitions.


Perhaps the most important point is that he adjusts his behavior based on the percieved threat of the situation.  A common street punk warrants little more than a broken nose or a few cuts.  Someone with a drawn gun is upgraded to three shots to the head, and once Mikal is looking down the barrel of a gun, it is survival of the fittest-and it's hard to be fit with a several dozen bullets tearing through your body.  If the opposition outclasses him, he has no shame in running away and leaving a trail of nasty traps behind him. In case of extreme heat, he has additional plans to avoid capture and death.


Living Conditions:


Lives in a moderately sized studio apartment as his primary residence.  Also has a rat-hole crash pad in another part of the city, in case he needs to lay low for a while.  The crash pad has a store of additional ammunition, food, water, clothes, etc., and was purchased under a different name over the phone.


His standard apartment appears somewhat spartan, but to Mikal it is a palace.  Clean, running water, electricity, a connection to internet, and even a working elevator in the aging building. His security system is tight but largely unnoticable from the outside.  It is rare that any “work” associates are allowed to visit, much less know the location of his apartment.  Instead, he has made it very clear that all potential employers may contact him either on his cellular phone, Post Office Box, or via encrypted email.  From there, he agrees to meet at a predetermined location, usually a bar of some sort.  Public enough for eyewitnesses, private enough that most people don't care about conversation.  Attempts to actively impress Mikal tend to backfire on potential employers, as Mikal will either increase his rates, refuse the job, or silence the prospective employers through one method or another, depending on the severity of the offense, the stupitity of the employer, and the potential risk of the job being “requested”.  Mikal recognizes that most such employers tend to be overly controlling, and thus not good for business, often preferring to kill their “agents” once the job is done and their services are no longer required.


In addition to his guns and such, Mikal has additional supplies and tools at both his apartment and his crash pad, including lockpicking and electronic bypassing kits, smoke pellets, smoke “bombs”, a makeup artist kit, numerous sets of clothing, cameras, audio recorders, etc.

