All you really need to know about the characters:

Ondrus:  He's a long distance truck driver.  Only in space.  He's a xenophobe – hates anything that isn't obviously human.  Pilot.

At the implant stage, he's removed from his body and inserted into a Cyberdoll.  Female.  Non human – cybershell.  She's empty at the time he moves in.  She's the Deep Indigo (combat) model.

He's the most likely of the party to die rather than accept an implant.   Should this occur, the Tennin will brainpeel him and his ghost will be implanted into Cindy.

In either case, he retains all his skills.  The alcohol-related advantages and disadvantages become irrelevant (because of the machine body).  Many of his skills will be upgraded due to the cybershell's superior ST and DX.

It is a combat monster inhabited by a very bad-tempered character.  Beware!

The doll is called 'Cindy' but this is a default and can be changed by the inhabiting intelligence.

Janos:  Arrogant but efficient and very ambitious, he expects to inherit his Uncle's ship.  Works the sensors and has Merchant skills.

His implant is the ghost of the Captain of the captured Triplanetary Lines ship.  Yes, he gets to be commanding officer.  But this Captain was a real 'people manager', very diplomatic and caring and very concerned about his crew's safety.  This may lead to early 'contests of will' (both roll on IQ, the one who succeeds by most gets control of the body).  if Janos wishes to employ his usual bully boy tactics to get others to do what he wants!

Whichever personality is in charge, he gets to use whichever set of stats suits him best at the time.  He does get the benefit of combat reflexes.

(Janos' Will is 13, the Captain's will is 12).

Illan:  Hacker and VR addict.  Very quiet, very shy.  Computer expert 

His implant is blank.  He won't understand why at first.  Later, when they get to the computer room on Asgard, Elizabetta will download herself onto the implant.  Initially she will be in control (this is all written in the scenario itself).   She has a very strong agenda and, unless Illan can get control and stay in control, she will carry it out.  This is all written in the body of the scenario.  It is possible that Illan (or one of the others) could persuade Elizabetta that her agenda would be better served by following a different course of action.  Her major drives, however, are 'mother tigress' ones.  She wants to ensure the safety of her baby.  She wants to ensure her husband's safety.  She wants to survive, albeit in an altered state.

NB:  Illan's IQ is 12, Elizabetta's is 11

If Elizabetta attempts to gain control of her body to protect her husband or her child from immediate danger, her effective IQ is 16.

Calhoun:  Compulsive gambler.  Very well educated.  Scared of dogs.  Combat Engineer.

Like Ondrus, he's removed from his body and his shadow is inserted into Charlie, a K10A who knows Asgard Station backwards.  Charlie is devoted to Elizabetta (one of the people they're supposed to be rescuing).

Calhoun starts out in control of the body.  Should he do anything that Charlie doesn't like, Charlie will attempt to regain control of his own body.  This is a simple contest of wills.  (Both roll IQ, the one who succeeds by most gets control of the body).  This can happen at any time, but takes an entire combat round.  

{NB Calhoun's IQ is 12, Charlie's is 9}.

Stuff to which Charlie will object:

Any actions which endanger Elizabetta.  Under any circumstances.  Remember that Charlie is utterly devoted to Elizabetta.  He might even try to prevent Calhoun undertaking actions that upset or distress Elizabetta.  He is very, very protective of his mistress.  

If Charlie attempts to wrest control of his body in order to protect Elizabetta from real danger he gets +2 on his will roll

Charlie will also attempt to wrest control of his body if Danley or Xenon are threatened.  They are pack.  They are family.  They are not, however, Elizabetta.

Charlie remembers Valhalla Station, so Calhoun gets a map.  He will also recognise about 75% of the Valhalla staff (there's been some turnaround since he was last there).

Sakeri:  Wanna be investigative slinky journalist.  Comms expert.

His implant is also blank.  He won't understand at first either.  Later, when they get to the computer room on Asgard, Xenon will download himself onto the implant.  

Xenon will attempt to keep control of the body at all times (he's a bit of a control freak!).  I think his agenda is perfectly clear from the scenario itself.  He wants revenge on Nanodynamics.  He wants to escape from Asgard.  He wants Elizabetta with him (and, preferably, Stanley and Charlie, though those two are quite a bit further down his list of priorities).  If Sakeri is in control and doing OK, he may just sit back and advise.  He will attempt to wrest control again if it looks like Sakeri is going to f*** up, or if he can see a good way of preventing the rest of the party from F***ing up.

Oh, Xenon has managed to over-ride parts of his programming.  He is no longer 'honest' (normally a requirement for SAIs) and he's managed to reprogram a bit of his reprogrammable duty.  Functionally he is a rogue SAI and illegal throughout the system!

NB:  Xenon's IQ is 13, Sakeri's IQ is functionally 14 for will rolls (IQ 13 + one level of strong will).

Short note:  Each of the characters has an 'on board job', but they're all all-rounders who can turn their hands to more or less any necessary duty.

