
Max von Galen
Human Noble Boarding school

Minimum Roll 5+

Bonus Dice 2

Destiny Dice 3

Rerolls 3

Euro 5000

Cent 0

Actions 3

Evasion 1

Minimum Roll 5

Concealment 4
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Apprehension 4

Charm 5

Conscientiousness 0

Education 3

Logic 2

Willpower 1

Attractiveness 4

Deftness 1

Endurance 3

Quickness 5

Resistance 1

Strength 3

Acrobatics (Deftness) 1

Communication (Education) 6

Driving (Deftness) 2

First Aid (Conscientiousness) 3

Hand to Hand Combat 

(Strength)

5

History (Education) 3

Mechanics (Logic) 2

Nature (Education) 3

Performance (Charm) 7

Shooting (Deftness) 8

Spell Casting (Willpower) 1

Throwing (Strength) 3

Courage (Willpower) 3

Deception (Charm) 5

Empathy (Charm) 4

Intimidation (Apprehension) 4

Investigation (Apprehension) 6

Magic Knowledge (Charm) 5

Orientation (Apprehension) 5

Perception (Apprehension) 4

Persuasion (Willpower) 4

Politics (Charm) 5

Religion (Conscientiousness) 0

Stealth (Conscientiousness) 0

Performance 2+7 Acrobatics 1+1 Communication 2+6

Empathy 2+4 Communication 1+6 First Aid 2+3





Weaponless 

Weaponless Attack 6  - 1 Meter 

 Hunting

knife 

Hand to Hand 6  Damage Potential 1

Piercing 1

- Meter

 Hatchet Hand to Hand 7  Damage Potential 2 - Meter

 Five-Seven Single shot 10 

Burst mode 12 

Damage Potential 2

Piercing 2

13 / 20 20 Meter

 Multirifle Flechette Burst 15 

High Energy Beam 15 

Low Energy Beam 13 

Damage Potential 5

Piercing 1

498 / 500 100 Meter

 Gauss

Rifle 

Single shot 14  Damage Potential 6

Piercing 2

4 / 5 500 Meter

 Bandages First Aid 3  3

 Flashbang Throwing 3  3

 Evade 1 

 Marksman Once per round any roll of 1 on a shooting dice roll can be rerolled

Requires shooting of 5 or more

 Critical

Hits 

The minimum roll to achieve for critical hits is reduced by one. This applies only to

critical hits, but not to megacrits.

 Dash Whenever the character uses the "Run" action in combat, he may make an acrobatic

throw to advance further meters. If this roll succeeds, he may move further than his

running range according to the successes. 

If the roll is unsuccessful, the character stumbles and is considered to be prone. He

must spend one action to get back on his feet or into the Hunkered stance.

 Inspiring

Leader 

As an action in combat you can roll on your Persuasion Skill. A party member gains

bonus dice equal to your successes or at least 1

 Walk You can perform an action while walking. The minimum roll for this

action is raised by 1. 

6 Meter

 Run You can't perform an action while running. 10 Meter

 Crawl Crawling is only possible while hunkered. 4 Meter

 Hunker Applies the "Hunkered" status effect. Hunkered characters have a 6+ cover and a +1

minimum roll for physis, attacks and skills. 



 Aim Reduces the minimum roll for critical hits by 1 per action. This is not possible when

using burst mode. The aim bonus is lost when the character is hit. 



Hunting knife
Damage Potential: 1 (Add 1 dice to the hit roll)

Piercing: 1 (The target's protection is reduced by 1 before

the wounds are determined.)

Preparation: 0 (The weapon requires 0 actions to ready it)

Hand to Hand - 1m

Hatchet
Damage Potential: 2 (Add 2 dice to the hit roll)

Preparation: 0 (The weapon requires 0 actions to ready it)

Hand to Hand - 1m

Five-Seven
Damage Potential: 2 (Add 2 dice to the hit roll)

Piercing: 2 (The target's protection is reduced by 2 before

the wounds are determined.)

Capacity: 20 (The weapon can fire 20 times before it needs

to be reloaded.)

Concealment: 1 (Describes how easy the weapon is to

conceal)

Range: 20 (The weapon can be used at a range of 20

meters)

Recoil Compensation: 1 (The recoil penalty is reduced by

1)

Single shot - 20m

Burst mode - 20m

Multirifle
Damage Potential: 5 (Add 5 dice to the hit roll)

Piercing: 1 (The target's protection is reduced by 1 before

the wounds are determined.)

Capacity: 500 (The weapon can fire 500 times before it

needs to be reloaded.)

Range: 100 (The weapon can be used at a range of 100

meters)

Flechette Burst - 100m

High Energy Beam - 100m



Low Energy Beam - 100m

Gauss Rifle
Damage Potential: 6 (Add 6 dice to the hit roll)

Piercing: 2 (The target's protection is reduced by 2 before

the wounds are determined.)

Capacity: 5 (The weapon can fire 5 times before it needs to

be reloaded.)

Range: 500 (The weapon can be used at a range of 500

meters)

Recoil Compensation: 1 (The recoil penalty is reduced by

1)

Single shot - 500m

Normal clothing
Protection: N

Encumbrance: 0

Concealment: 0

Heavy ballistic vest
Protection: N N N N N N N C C

Encumbrance: 4

Concealment: 4

Max von Galen ist Zögling eines sehr

alten Adelsgeschlechts, welches bis zu

den Carolingern zurück geht. Seine Eltern

sind bei einem Skiunfall verstorben als

Max 14 Jahre alt war. Sein Großvater

kümmerte sich von nun an um Ihn und

weihte ihn in die Familiengeheimnisse

ein. Die Familie "von Galen" ist Hüter von

dunklen alten Geheimnissen.

he/him

No languages.

No contacts.



1x Lighter

1x Smartphone

1x Universal Communicator

1x Pocket watch

1x Compass

1x Historic Bible

3x Bandages

1x Intercoms

3x Flashbang



Piezoelectric Walk Generator — 

A series of pressure-sensitive components are layered along the bones of the feet and shins or integrated

directly into the soles. Each footfall causes these elements to discharge a pulse of electrical energy. This

energy is captured with every step and is generated solely through walking or running.

Biostrain: 2 Energy: +2 / -0 mA

Stress: 3 / 6

No quirks.



Human

  Bonus dice +2
  Rerolls +2

Noble

Vanity: You are vain beyond measure and like to show it often.

  Charm +2
  Empathy -1
  Shooting +1
  Persuasion +2
  Riding +1
  Etiquette +2

Boarding school

Wealth: Your family has amassed a significant fortune that you
can comfortably draw on for many years to come.

  Education +2
  Apprehension +2
  Communication +2

Shooting Club

  Bonus dice +1
  Attractiveness -1
  Shooting +1

Cult Membership

  Rerolls +1
  Destiny dice +1
  Bonus dice -2

Riding

  Driving +1
  Riding +2

Art

  Performance +2

Stalwart

  Max health +2

Rational

  Logic +1

Dandy

Vanity: You are vain beyond measure and like to show it often.

  Attractiveness +2
  Charm +1
  Communication +1
  Etiquette +1

Reactionary

The char is not very tolerant towards "strangers", "new things"
and tends toward extremely conservative views of life and even
more reactionary world views.

  Charm -1

Egoistic

  Destiny dice +1
  Conscientiousness -1

Likable

  Attractiveness +2
  Charm +1

Masterful Fighter

  Actions +1

Good shooter

  Shooting +1

Trained sword arm

  Strength +2
  Hand to Hand Combat +1



Leader

The character may give an action to a fellow character every
combat round, instead of using it.

  Bonus dice +1
  Endurance +1
  Apprehension +1

Medicine

  First Aid +1
  Medical science +2

Well equipped

The character may spend a wound to take any item from his
backpack, even if he doesn't possess it. To do so, the character
takes a wound and the player rolls a d6:

1-2: The desired item doesn't exist in the backpack
3-5: A similar item could be found in the backpack
6: The exact desired item could be found

• 
• 
• 

Xenos Knowledge

  Xenos Knowledge +3

Elder Knowledge

  Elder Knowledge +2

Investigation

  Investigation +2

Gunslinger

  Quickness +1
  Shooting +2

Warhorse

  Hand to Hand Combat +1
  Shooting +1

Evade

  Evasion +2
  Quickness +1

Marksman

Once per round any roll of 1 on a shooting dice roll can be
rerolled

Requires shooting of 5 or more

  Orientation +1
  Shooting +1
  Warfare +1

Runner

  Quickness +1
  Endurance +1

Critical Hits

The minimum roll to achieve for critical hits is reduced by one.
This applies only to critical hits, but not to megacrits.

Dash

Whenever the character uses the "Run" action in combat, he
may make an acrobatic throw to advance further meters. If this
roll succeeds, he may move further than his running range
according to the successes. 

If the roll is unsuccessful, the character stumbles and is
considered to be prone. He must spend one action to get back
on his feet or into the Hunkered stance.

  Quickness +1

First Aid

  First Aid +2



Inspiring Leader

As an action in combat you can roll on your Persuasion Skill. A
party member gains bonus dice equal to your successes or at
least 1

  Charm +1
  Persuasion +1

Loss of a family member

  Destiny dice +1
  Courage +2



Der Zikadenvorvall

  Xenos Knowledge +2
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