
Sergeant Scruffy 

Race: Dog Boy, Class: Commando 
 

Attributes 
Agility d10 
Smarts d8 
Spirit d8 
Strength d12+1 
 • Strength d4 without armor 
Vigor d8 

Pace: 8 (6 without armor), Run: d6 
Parry: 6 (7 with L-20 Rifle) 
Toughness: 17 (6) M.D.C. 
• Toughness out of armor: 7 
 

Skills 
Athletics d8 
 • +2 to climb 
Battle† d4 
Boating† d4 
Common Knowledge d6 
Driving† d4 
Electronics† d4 
Fighting d8 
Healing† d4 
Intimidation d4 
Notice d8+2 
 • +2 to smelling or hearing 
Persuasion d4 
Piloting† d4 
Psychology d8 
Repair d6 
Riding† d4 
Shooting d10 
 • See the Sharpshooting ability 
Stealth d8 
 • +2 in the wild 
Survival d8+2 
 • +2 to track 
Thievery d4 

† Technically an untrained skill 
 

Hindrances 

Big Mouth (you tend to blab secrets) 

Code of Honor (you keep your word, 
treat prisoners fairly, etc.) 

Loyal (to your teammates) 

Mutant (need custom clothes/armor, 
reactions start at Uncooperative, 
Healing skill at -1 on you) 

Shamed (see text; the Nassemo 
slaughter still haunts and drives you) 

Wanted (C.S. has a bounty on Dog Boys) 

Weakness: Ley Lines (Psychic Sense 
doesn’t work near one; ley line 
storms cause you migraines) 

Special Abilities 

Assassin (+2 dmg to Vulnerable foes 
and those you have The Drop on) 

Conditioned (+2 to resist interrogation; 
ignore -1 in Fatigue penalties) 

Dodge (ranged attacks are -2 to hit you 
unless you’re surprised; doesn’t 
stack with cover) 

Field Intel (free reroll vs Surprise; +2 to 
detect/gauge enemy forces,  to 
encrypt/decrypt/identify key data, 
or conceal forces/prep an ambush) 

Iron Jaw (+2 to Soak and K.O. rolls) 

Level-Headed (draw two Initiative 
Cards, keep the best one) 

Low Light Vision (ignore Dim and Dark) 

Psychic Sense (Can detect arcana via 
smell, using Notice to sense and 
Survival to track; modifiers on p. 66) 

Reliable (free reroll any time you’re 
Supporting another character) 

Sharpshooting (ignore up to -4 in 
Shooting penalties or get +1 to hit; 
cannot be running or firing full-auto) 

Soldier (+1d Strength for encumbrance 
and Min Str; free reroll when 
resisting environmental hazards) 

Who Dares, Wins (+2 on infil/exfil 
actions like parachuting/rappelling) 

 
Weapons 

L-20 Pulse Laser Rifle w/ Vibro-Bayonet 
(Range 24/48/96, 4d6 dmg, AP 2, 
Shots 40, 7#) 

 • Normal Zap: Uses 1 shot. 
 • Heavy Pulse: Uses 3 shots. Damage 

becomes 4d6+3 M.D. -1 to hit if you 
move, +1 to hit if you don’t. 

 • Full Auto: Uses 10 shots. You roll 3 
Shooting dice (at 1-3 targets). 

 • Bayonet: Str+d8 M.D., AP 8, Parry +1, 
Reach 1, Two Hands 

NG-57 Heavy Ion Blaster (Range 
12/24/48, 3d8+2 dmg at Short 
range, RoF 1, Shots 10, +2 to hit, 5#) 

Frag Grenades x3 (Range 5/10/20, 5d6 
M.D. in LBT, 0.75#) 

AP Grenades x3 (Range 5/10/20, 3d8 
M.D. in SBT, AP 16, 0.75#) 

Unarmed Bite or Punch (Str+d4, no 
Unarmed Defender penalty) 

 
Other Gear 

550 credits 

Two clips for each gun 

Tool Kit (5#) 

NG-EX10 Gladius Exoskeleton Armor 
(powered, 96 hour duration, not 
encumbering while powered, 80#) 

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

Encumbrance: 38.5# (limit 250#) 
 • Limit 40# out of armor 
 

Backstory 
Few Dog Boys reach meaningful rank 

in Coalition States military, so you took 
pride in making Sergeant. That pride 
made you look the other way when C.S. 
forces moved against non-humans and 
magic-users. But after your platoon 
wiped out Nassemo, a small village of 
innocent, pacifist D-Bees, you finally 
realized that you were on the wrong 
side and went AWOL. After trying merc 
work for a while, the Tomorrow Legion 
recruited you, and they seemed like the 
best way to make up for your past. 

 
Personality and Tactics 

You are honest to a fault, with the 
tendency to say whatever’s on your 
mind. Good thing you’re such a positive 
person – quick with a compliment or a 
bit of uplifting inspiration. You aren’t 
particularly charismatic or deceptive, 
but you’re almost impossible to lie to. 

You’re trained to fight smart, setting 
up ambushes and taking advantage of 
surprise attacks. Your Gladius armor lets 
you ignore most small-arms fire. Out of 
a fight, you know a little bit about a lot 
of things, which makes you amazing at 
supporting your teammates. 

 

  



Sergeant Scruffy 

Character Build Details 

Hero’s Journey Rolls 

Fortune & Glory: 6, +1d to Smarts, 
Notice, Repair, Survival 

Fortune & Glory: 20, gives two extra 
Hero’s Journey rolls (total three, as 
Commando gets only one) 

Body Armor: 1, swap for Gladius armor 

Training: 8, Woodsman, +1d Survival 

Training: 12, +1d Athletics, +2 to climb 

 

“Hidden” Edges 

Agile Breed 

Alertness 

Brawler 

Marksman 

Woodsman 

 

Skill Notes 

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). 

“Who Dares, Wins” negates the default 
penalty for using † skills. They can be 
used at d4 but are not technically 
“trained” if that matters. 

 

Gear Notes 

Bought grenades, tool kit 

 

. 

  


