
Remy LeBlanc 

Race: Human, Class: Glitter Boy 
 

Attributes 
Agility d10 
Smarts d6 
Spirit d8 
Strength d6 
Vigor d8 

Pace: 6, Run: d6 
Parry: 6 
Toughness: 13 (6) 
• Toughness out of armor: 6 

(See below for stats in Glitter Boy) 
 

Skills 
Athletics d6 
Common Knowledge d4+2 
Electronics d6+2 
Fighting d8 
Hacking d4+2 
Intimidation d4+1 
Gambling d4 
Notice d6 
 • +2 and ignore darkness in Glitter Boy 
Persuasion d6+1 
 • Reactions start at one level higher 
 • -1 (just d6) in Glitter Boy 
Piloting d8 
Psychology d4 
Repair d4+2 
Research d4 
Shooting d10 
 • Ignore darkness and ignore -2 in 

other penalties when in Glitter Boy 
Stealth d4 
 • -8 when in the loud, shiny Glitter Boy 
Taunt d6+1 
 • Free reroll each time you use it 
 

Hindrances 

Arrogant (you want to show off and be 
the one who takes out the “boss,” 
not just the mere minions) 

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

Habit (Carousing and celebrating, any 
chance you get) 

Loyal (to your teammates) 
 

Special Abilities 

Cyberware (several attribute and skill 
bonuses already factored in, plus a 
20-mile radio, compass, and clock) 

Provoke (once/turn, when you get a 
raise with Taunt, you can also give 

that foe -2 to attack any other target 
except you; lasts until next Joker) 

 
Personal Weapons and Gear 

0 credits (all spent on cyber and booze!) 

Wilk’s 320 Laser Pistol (Range 15/30/60, 
3d6 dmg, AP 2, RoF 1, Shots 20, +2 
to hit, 2#) 

Vibro-Knife (Str+d6 M.D., AP 6, 2#) 

CA-S Light EBA armor (9#) 

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

Encumbrance: 34# (limit 40#) 
 

T-550 “Cyclops” Glitter Boy 

9’ tall, 1,700# (Size +2) 

Strength d12+4 (load 0.5T, max 2T) 

Pace: 14+d8 (60 MPH), Swim Pace: 6 

Toughness: 38 (24) M.D.C. 
 • Half damage and AP from most lasers 

Environmental Crew Compartment 
(immune to cold, heat, disease, 
drowning, electricity, poison, 
radiation) 

Jet Boosters (+6” horizontal, +3” 
vertical jump distance) 

Sensor Targeting Suite (20-mile radio, 
360° radar, thermal, 50x magnifica-
tion, audio to 100 yards) 

Weapon Systems 

Retractable Vibro-Sword, right forearm 
(Str+d10 M.D., AP 10) 

Boom Gun, right shoulder (Range 
250/500/1K, 4d12+4 M.D., AP 24, 
RoF 1, Shots 100) 

 • Cannot be fired on the same turn as 
the Glitter Boy moving. 

 • Activating/deactivating stabilization 
is an action. Firing without it active 
knocks you back 2d6” and you are 
Stunned. While it’s active, you can’t 
move, may aim within 180°, and 
others have +2 to hit you. 

 • Causes sonic boom in LBT around 
you. Everyone there rolls Vigor, at -2 
unless they have Hard of Hearing or 
protected hearing. Failure leaves 
them deaf for 3d6 minutes and 
Shaken (Stunned on Critical Failure). 

 • If skill die rolls 1-2, a nearby innocent 
bystander (if any) is hit instead. 

Anti-Personnel Laser, left shoulder pop-
up turret (Range 75/150/300, 4d6 
M.D., AP 5, RoF 1, Unlimited Shots) 

Recessed Mini-Missile Launchers, lower 
legs (Range 100/200/400, 5d6 M.D. 
in SBT, AP 8, RoF 4, Shots 12, May 
aim within 45°) 

 
Backstory 

The nation of Free Quebec is famous 
for their unique “Cyclops” Glitter Boys, 
but only the most skilled are trained in 
their use. And you were among the 
most talented they’d seen. But you 
were very unhappy about being drafted. 
It took you three months to figure out 
how to disable the tracking unit, and 
the next day you were gone. 

You headed far south, using your 
newfound power to do some “heroing” 
along the way. You didn’t believe the 
Tomorrow Legion’s “good guy hype” at 
first, but gradually came to accept that 
they were worth joining … voluntarily. 

 
Personality and Tactics 

Half of the good you do is because 
it’s right – but your ego is the other half. 
You want to save the day, have a party 
thrown in your honor, and find a lovely 
person (or people) to share your bed. 
After all, who is more deserving than a 
French Quebec hero, no? 

You’re nearly indestructible in your 
Glitter Boy – one of the reasons you 
provoke enemies via Taunt – but you 
aren’t at all afraid to hop out. Many 
actions (sneaking, fine manipulation, 
social, etc.) work better when you do. 

 

  



Remy LeBlanc 

Character Build Details 

Hero’s Journey Rolls 

Cybernetics: 10, Range Data System, but 
due to lack of prerequisites this 
became Core Electronics Package 

Education: +3 skill points, Smarts skills 
only 

Cybernetics (from Rich): 15, Synthetic 
Organ Replacement 

Cybernetics (from Rich): 4, Cyber-Wired 
Reflexes 

 

“Hidden” Edges 

Humiliate 

Power Armor Jock 

Rich 

 

Skill Notes 

Without cyberware: 

• Common Knowledge, Electronics, 
Hacking, and Repair lose their bonus 

• Research is d4-2 

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). 

 

Gear Notes 

Traded laser pistols with the Dragon 

Juicer 

Bought Bionic Strength Augmentation 1, 

Cyber-Wired Reflexes +1 (total 2) 

Strain: 5 (max 6) 

 

. 

 

  


