
CSO Marshal Langstrom

Marshal Langstrom has had a long and illustrious career with the CSO. Born in 2120 amid the ruins of Seattle, like 
many others Langstrom was destined for a life of crime and given the survival rate, a very short one. He had to learn the 
hard way how to be street smart and how to survive. By the time he was twenty, he realised he wanted more than just 
survival on the streets. While escaping from a gang of narcotic dealers he had double-crossed, he stumbled into a CSO 
recruitment office. To avoid the heavily armed gang outside, he signed up in the belief that once the CSO had taken him 
out of the area he could run. He never did. 

Langstrom took to the CSO like a Ronin to a lucrative contract and he soon found himself moving rapidly up through the 
ranks. At the age of 25, he became the youngest member of the CSO to achieve the status of Marshal. Heavily involved 
in numerous campaigns both across the world and in nearby off-world colonies, he was instrumental in the formation of 
the CSO Mechanized Infantry Unit and also the man called in to crush the Chicago riots in 2153. He has since become a 
legend that refuses to die.

Although offered a seat on the board of Unipol many times throughout his career, Langstrom has always refused, 
preferring to remain out in the field. In 2172, he was diagnosed with a rare form of cancer, but as yet has not slowed 
down or taken a back seat. If the CSO are involved in a prominent campaign or major investigation, you will find Marshal 
Langstrom at the heart of it.
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Skills and Abilities:
Leadership
Legendary
Run ‘n’ Gun
Shrug-it-Off
Snap Shot

Weapons & Equipment:
Combat Knife
Dual Hammerhead Assault 
Pistols
Grenades
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Marshal Langstrom Faction: CSO Class: Human

Weapons and Equipment:
Combat Knife
Range: Close Combat Only              Damage: 2d6 

Dual Hammerhead Assault Pistols
Range: 10/18”                                   Damage: 5d6 P1
Special: Can be used for suppressing fire at short range

Grenades
Range: Thrown (BDY+5”)                 Damage: 4d6
Special: 3” Blast Template

Skills and Abilities:
Leadership: If a crew model is within 6” or is a member of 
the same team, it may use this models NRV for all morale 
based tests

Legendary: If this model fails a fatal damage roll or fills its 
Damage Gauge and would normally be counted as dead, 
on the roll of 4,5 or 6 on 1d6 it remains in play.

Run ‘n’ Gun: May run and fire small arms weapons with 
a -1 penalty to their RCA score in addition to any others 
incurred.

Shrug-it-Off: If a model only receives 1 point of damage, 
it is ignored and not marked on the Damage Gauge. Any 
additonal effects such as Poison or Fire still take effect.

Snap Shot: This model may fire twice per turn with a 
pistol, with a -1 RCA in addition to any other modifiers.

Crew Allowance: 0 – 1                  Named Character
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