
Preacher gun (damage: l (4/l/l)).
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iniTially nervouS and eaSily Scared, he decided To 
STay in The Parallel world baTTling cybermen and 
leading The PreacherS. he iS now one of earTh’S brave 
defenderS helPing The docTor, caPTain jack and  
 marTha.
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(deScriPTionS on The back)
brave, face in The crowd, 
friendS (PreacherS), lucky, 
quick reflexeS, Technically 
adePT, Tough.

mickey haS become a STronger and braver individual 
Since hiS Time leading The PreacherS againST The 
cybermen. he can ofTen aPPear STrong, SilenT and 
deTermined, buT iS very ProTecTive of hiS friendS and 
allieS.

personaL goaL

To Prove himSelf.
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brave - The Brave Trait provides a +2 bonus to any Resolve roll when the character could get scared or 
need to show their courage.

face in the crowd - As long as you’re not dressing like a clown or anything else too weird, and not 
doing anything that’ll attract their attention, people will leave you to go about what you’re doing.  If the 
Gamemaster asks for a roll to ‘blend in’ the Trait provides a bonus of +2 to any Subterfuge Skill roll when 
you’re trying to sneak about and not get noticed.

friends (preachers) - Mickey has reliable information from the Preachers.

lucky - when double ‘1’s are rolled, and you can reroll both dice, trying for something better. If you get 
double ‘1’s again, well, your luck obviously doesn’t run that far. It doesn’t guarantee a success on your 
second roll, but there’s a better chance that fate may shine upon you.

Quick reflexes - In a conflict situation, when they haven’t been taken completely by surprise, the character 
is assumed to always go first in a Phase. They won’t always go first in a Round, but if two or more people 
are acting in a single Phase, the person with Quick Reflexes goes first.  

technically Adept - The Technically Adept Trait provides the character with +2 to any Technology roll to fix 
a broken or faulty device, and to use complex gadgets or equipment. 

tough - Tough reduces the amount of damage that would normally be deducted from the character’s 
Attributes by 2. 




