
Malik Morgan 

Race: Human, Class: Dragon Juicer 
 

Attributes 
Agility d10 
Smarts† d6 
Spirit d8 
Strength d8 
Vigor d8 

Pace: 14, Run: d8 
Parry: 5 (plus Uncanny Reflexes) 
Toughness: 18 (8) M.D.C. 
• Toughness out of armor: 9 (2) M.D.C. 
PPE: 10, Regen: 5/hour (1 per 12 min) 
 

Skills 
Athletics d6 
Battle† d4 
Common Knowledge† d4 
Fighting d6 
Intimidation d8+2 
Notice† d6+2 
Occult† d4 
Persuasion d4-1 
Psychology† d4 
Shooting d10 
Stealth d6 
 

Hindrances 

Death Wish (you’re more than willing to 
risk your life for a good reason) 

Drugged Tranquility (in low-stress 
situations, take -1 to all Smarts-
based rolls; they’re marked with †) 

Enemies (the C.S. and Fed. of Magic) 

Heroic (must help out the weak and 
unfortunate in genuine need) 

Loyal (to your teammates) 

Overconfident (we can do this!) 

Ugly (badly scarred) 
 

The Burn 

The dragon blood in your veins lets 
you add a d10 “burn die” (after the fact) 
to any Agility-, Strength-, or Vigor-based 
Trait roll. Your burn die cannot explode 
(ace) and cannot be rerolled via Benny. 

Your Burn Rating (BR) starts at 2. If 
your burn die rolls its max value, you 
drop to BR 1, which gives you a d12 
burn die! If it happens again, you drop 
to BR 0, lose the burn die completely, 
and will die (not immediately, but 
shortly). You should be familiar with the 
Blaze of Glory rule! 

Other Special Abilities 

Arcane Sense (can sense supernatural 
beings in your line of sight; spend 1 
PPE and roll Spirit to gain full detect 
arcana power for 5 rounds) 

Brawny (+1d Strength for figuring 
encumbrance and Min Str) 

Dragon Endurance (sleep 4 hours a 
night; +2 to resist any source of 
Fatigue; immune to disease and 
environmental cold/heat) 

Dragon Strength (any melee attack you 
make does M.D.) 

Infravision (halve darkness penalties 
against living beings) 

Quick* (Initiative Card must be 6+) 

Rabble-Rouser (once/turn can 
intimidate every enemy in an MBT) 

Regeneration (make healing roll daily) 

Split the Seconds (take 2 actions/turn at 
no penalty, or 3 actions at just -2) 

Uncanny Reflexes* (non-sneak attacks 
at -2 to hit you; +2 to Evasion rolls) 

* If the fight started suddenly, these 
don’t kick in until the second round. 

 
Weapons 

Fireburst Rifle (Range 24/48/96, 4d6 
dmg, AP 2, RoF 3, Shots 20, Each 
shot fills an SBT, 9#) 

 • Single Blast: Uses 1 shot. 
 • Full-Auto: Uses 10 shots. Roll 3 

Shooting dice. -2 to hit if you move. 
 • Costs 2 PPE to reload. Spend 2 PPE to 

do MD for 5 rounds 

Wilk’s 227 Laser Pistol (Range 15/30/60, 
3d6 dmg, AP 2, RoF 3, Shots 24, 3#) 

 • Single Shot: Uses 1 shot. +1 to hit. 
 • Three-Round Burst: Uses 3 shots. +1 

damage. +2 to hit. 
 • Full-Auto: Uses 10 shots. Roll 3 

Shooting dice. +1 to hit. 

Stun Gun (Range 5/10/20, 2d4 dmg, RoF 
1, Shots 10, roll Vigor at -2/-4 plus 
armor Toughness or Stunned, 2#) 

Vibro-Sword (Str+d10 M.D., AP 10, 4#) 

Armored Spikey Punch (Str+d4 M.D.) 
 

Other Gear 
200 credits 

Dragon Skin Combat Armor (20#) 

Two clips each for pistol and stun gun 

NG-S2 Survival Pack (communicator and 
+1 to various outdoor checks, 20#) 

Encumbrance: 58# (limit 80#) 
 

Backstory 
It’s easy to feel weak in a world with 

dragons, mecha, and demons, especially 
when bandits and monsters slaughtered 
what family you had. That’s why you 
were willing to spend everything you 
had on a procedure that would kill you 
in a few years and make you dependent 
on the rarest blood in the world. 

Best. Decision. Ever. 
You walked out of that lab a super-

hero. Seriously, you can laugh off small-
arms fire to the face, are fast as hell, 
and can do anything physical. You saved 
a dozen people’s lives from threats in 
the first week. Seemed right to keep this 
up as part of the Tomorrow Legion. 

 
Personality and Tactics 

You’re here for a good time, not a 
long time, and you’ve made peace with 
that. Your perfect day is saving a family 
from monsters, a hearty lunch, and then 
wiping out a bandit camp before bed. 

Tactically, you’re a gunner, likely to 
stand in place mowing down the enemy 
with multiple full-auto attacks. Don’t 
overlook how useful Intimidation is for 
softening up your opponents! If you do 
engage in melee, remember you can 
add a burn die to Strength for damage. 

If a physical roll fails, you can spend 
a Benny to reroll it, add your burn die to 
it, or both! (But you can’t spend a Benny 
to reroll your burn die.) Late in the 
game, don’t hesitate to go out in a Blaze 
of Glory like a true hero. 

  



Malik Morgan 

Character Build Details 

Hero’s Journey Rolls 

Experience & Wisdom: 10, Alertness 

Training: 15, any Combat Edge, chose 
Rock and Roll! 

 

“Hidden” Edges 

Alertness 

Menacing 

Rock and Roll! 

 

Trait Notes 

Pace is doubled as per the normal Juicer 
rules. This is canonical for the 
Palladium O.C.C. though technically a 
house rule for the Savage Rifts 
version. Feel free to change it to 8 to 
match Savage Rifts canon. 

Psychology is a house rule, but a 
necessary one. Without it, Savage 
Worlds has no “social awareness” 
skill (unless you use Notice, which is 
already overtaxed as a skill). 

 

Burn Notes 

For a one-shot adventure, normal Juicer 
Burn starts at 4, but a Dragon Juicer 
then reduces this Burn by 2. 

Having Burn drop if you roll max value 
(instead of if you roll a 1) is a house 
rule that really helps take the sting 
out of losing Burn. It’s easily changed 
if you prefer to stay canonical. 

 

Gear Notes 

Traded laser pistols with the Glitter Boy 
Pilot 

Traded special weapons with the Crazy 

Bought stun gun 

 

.  


