
Jaxon Milic
A clumsy Human gambler who always plays the odds (5d6)

HOMELAND Desert
-------------------------------
CAREERS 
Everyman (14 yrs)
Miner (3 years)
Gambler (3 years)
Miner (3 years)
Gambler (3 years)
-------------------------------
AGE 28

Biography
Jaxon Milic was raised in the Australian Northern Territories in a mining community. Jaxon 
followed his fathers footsteps and became a Manganese miner, making good money. Good isn’t 
great though… especially when you’re feeding a gambling habit. Jaxon would bet on horses, 
greyhounds, boxing and other sports events, like there was no tomorrow. He often traveled to 
the casinos in Macau, China, and dabbled in poker, blackjack and Fan Tan. After years of growing 
debt, and a failed marriage with a kid he couldn’t afford to support, his debt was called in. Jaxon 
became a line in Huo Zemin’s equity portfolio. When he arrived in Macau for a week of gambling 
he was met off the plane by local police and taken to Huo Zemin’s office. There, with an appointed 
lawyer present, he was shown the paperwork and informed that his services were being rented 
to the Chen Zua Corporation. Jaxon was to be shipped out to Lethe to work at some colony called 
Somerset Landing. He’d be given a basic allowance during his stay but all the rest of the income, 
plus dividends, would go towards paying off his debt and interest.

Attributes

Movement

Attacks Defenses

Skills
survival 3 (2d6)
gambling 3 (2d6)
engineering 1 (1d6)
carousing 1 (1d6)
mining 2 (1d6)
carrying 1 (1d6)
climbing 1 (1d6)
bluffing 1 (1d6)
persuasion 1 (1d6)

WEAPON ATTACK DAMAGE RANGE NOTES
-------------------------------------------------------------------
Brawling 2d6 1d6+2 blunt –– ––
-------------------------------------------------------------------
Pistol 3d6 2d6 ballistic 10 ––
-------------------------------------------------------------------

MELEE DEFENSE  10
RANGED DEFENSE  10
MENTAL DEFENSE  11
VITAL DEFENSE  11

Gear
pistol
1,000cr

HEALTH 20
SOAK 0
VULN none
IMMUNE none

Enduring. Jaxon gets +1 to any d6 rolls to 
shake off conditions.

Clumsy. Jaxon has been known to trip over 
from time to time. He’s so used to it, that 
when he falls, deduct 10' from the effective 
falling distance.

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

Reckless Act. Jaxon gains +1d6 to hit when 
he is not in cover or using a shield.

SPEED 4     CLIMB 3     JUMP 6'/5'     CARRY 140lb (max lift 250lb)

STR

5
(2d6)

AGI

3
(2d6)

END

8
(3d6)

INT

7
(3d6)

LOG

4
(2d6)

WIL

5
(2d6)

CHA

6
(3d6)

LUC

12
(4d6)

REP

0
(0d6)

Exploits and Traits
Ordinary. Able to blend in easily, Jaxon gets 

+1d6 when trying to pass unnoticed.

Mining Hazards. Jason gets +2d6 to perception 
checks made to spot hazards and traps.

Identify Substance. Jason can automatically 
identify a metal or mineral by sight.

Cheat. Jason knows a few tricks. In a game of 
chance, he may reroll any 1s in his dice pool.

Chancer. Once per day Jaxon may pause for five 
minutes and recharge his 4d6 LUC dice pool

INITIATIVE 3d6     PERCEPTION 3d6 (5d6 hazards and traps)        REACH 5-ft       ACTIONS 2


