
Danny Garvin
A spendthrift Jovian drifter who escaped organized crime (5d6)

HOMELAND City
-------------------------------
CAREERS 
Street Tough (14 yrs)
Street Thug (6 years)
Bouncer (2 years)
Gangster (4 years)
Drifter (2 years)
-------------------------------
AGE 28

Biography
Danny Garvin grew up on the streets of the hi-gravity world of New Detroit. He ran odd jobs to scrap by 
until he came to the attention of the Korels Family due to his size and strength. Jab Korels recruited Danny 
as a bouncer for one of his clubs. In addition to his job he was tasked with keeping out rival drug dealers 
and ‘dealing’ with any that were spotted in the club or its surrounds. Danny made good money, and was 
brought deeper in to the Korels Family organization. Shane (youngest son of Jab) and Danny became firm 
friends. Shane took over a number of the families clubs and operations, with Danny making sure that any 
fallout was silenced. Other members of the Korels Family organization were unhappy with the amount of 
power Shane was gathering around himself, and the ever present Danny. Danny uncovered a hit on Jab, 
which Shane was going to be framed for. Informing Shane they heading straight over to the family HQ, 
but arrived to find a bloodbath had already occurred. Shane’s presence only helped flame the accusations 
and soon the Korels Family was at war with itself. Business suffered as months of violence passed, and 
Shane was becoming more paranoid by the day. Shane started to suspect Danny had been in on the plot 
to assassinate his father and had taken him to the scene “just that bit too late” to help pin the blame on 
him. Tensions rose until Shane confronted his former most trusted friend in a heated argument that led to 
the two brawling and Danny knocking Shane out stone cold. Danny fled the apartment, not knowing if his 
friend was alive or dead, but knowing Detroit was no longer safe… Shane would want his head, and the 
rest of the family were also more than happy to have it delivered to them. He was alone. He gathered up 
some of the money he’d hidden in safe houses over the years, left town, and signed up using fake papers to 
join the colonist program. They always needed strong hard workers in the colonies and Danny reckoned 
that should hopefully be enough distance between the Korels Family and him that he might be safe.

Attributes

Movement

Attacks Defenses

Skills
hardy 1 (1d6)
gambling 1 (1d6)
carrying 1 (1d6)
brawling 1 (1d6)
intimidation 1 (1d6)
pistols 2 (1d6)
carousing 2 (1d6)
driving 1 (1d6)
dodging 1 (1d6)
bureaucracy 1 (1d6)
high-g 2 (1d6)

WEAPON ATTACK DAMAGE RANGE NOTES
-------------------------------------------------------------------
Brawling 4d6 1d6+3 blunt –– ––
-------------------------------------------------------------------
High Quality Pistol 5d6 2d6 ballistic range 10 ––
-------------------------------------------------------------------

MELEE DEFENSE  15
RANGED DEFENSE  15
MENTAL DEFENSE  13
VITAL DEFENSE  11

Gear
high quality pistol
300cr

HEALTH 32
SOAK 5 (Jovian, street tough)
VULN none
IMMUNE none

Spendthrift. Danny often spends money 
without even realizing he’s doing it. Once 
per day he may pull from his pockets one 
item he’d forgotten he’d purchased. The 
item cannot have a value in credits greater 
than his LUC check (3d6).

Sturdy Frame. Jovians are short and 
powerful. Danny gain +2d6 HEALTH and 
natural SOAK 3 (included in his stats, 
above).

Crushing Environment. Jovians gain high-g 
as a natural movement rates, gaining that 
speed equal to their regular SPEED.

Set in their Ways. Jovians are serious, 
almost dour, and hard to change. Something 
about high gravity results in inflexibility of 
mind in humans, and Jovians display this in 

SPEED 6     CLIMB 3     HIGHG+ 6     JUMP 8'/8'

STR

8
(3d6)

AGI

4
(2d6)

END

7
(3d6)

INT

7
(3d6)

LOG

3
(2d6)

WIL

3
(2d6)

CHA

9
(3d6)

LUC

6
(3d6)

REP

1
(1d6)

Exploits and Traits
abundance. Jovians gain +2 MENTAL 
DEFENSE (included in his stats, above).

Hard to Move. When a Jovian would 
normally suffer forced movement (from a 
push, knockback, or similar attack), they 
can spend a LUC die to remain in place.

Inexhaustible. Like all Jovians, Danny is 
immune to the Fatigued condition.

Fell off a Truck. Danny got his starting gear 
for half price. It fell off the back of a truck, 
you know. As a consequence he starts play 
with more money than most of the other 
pregenerated characters.

Street Tough. Life on the streets toughened 
Danny; he gains +2 SOAK (already included 
in his stats, above).

INITIATIVE 3d6     PERCEPTION 3d6     CARRY 160lb (max lift 400lb)   REACH 5-ft       ACTIONS 2

Immovable Object. As a bouncer, Danny 
knew how to block the way. He can spend a 
LUC die to ignore forced movement.

Heavy Drinker. During his years as a drifter, 
Danny gained a surprising tolerance to 
alcohol. While he can still get drunk, he 
does not suffer the Drunk condition for 
drinking alcohol.

Aim. By spending an action aiming, Danny 
gains +1d6 to a subsequent ranged attack.

Protector. Danny can intercept an attack 
meant for an adjacent ally. If the attack hits 
his ally, he takes the damage instead. If he is 
using a shield, the ally also benefits from 
the shield’s defensive bonus.


