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Outwardly, HEADHUNTERS are employment recruiters who earn fees by filling empty
positions within a corporate structure. These recruiters may be independent, out-
sourced freelancers or full-time staff within a human resources department. Out-
sourced headhunters typically work for multiple clients at once, on a third-party
broker basis. They seem to be a normal part of the corporate workforce.

In private, some headhunters can be hired for targeted killings or to dispose of in-
criminating evidence (files, bodies, etc.).  Some may accept protective roles as body-
guards to ensure the safety of an executive and his family, if the exec believes that “it
takes an assassin to stop an assassin.” Headhunters may even be hired by Globex
Power or Biocom to “repossess” replacement organs and augments—a particularly
bloody way to earn a living.

BACKGROUND. When a headhunter joins the Knightwatch, it may be for one of sev-
eral reasons. Perhaps he believes in the cause, or is just looking for more exotic chal-
lenges. Worse, he might be a double agent for Globex Power or another mega-corp.

SIGNS AND PERSONALITY TRAITS. Many headhunters are Virgos, Scorpios, or Capri-
corns (see pXXX). Few are loyal to anyone other than their employer, provided the
credits are paid on time. They are often amoral, rarely swayed by pleas or threats,
and prefer to simply do their job and move on to the next order of business. 

NAMES. A new headhunter character may have identification for d6 aliases sup-
plied by previous employers. 

LOOK. Headhunters dress as appropriate for blending into the target environment,
be that casual clothes in a crowded street, a suit in a office building, a waiter’s outfit
in a restaurant, and so on. Depending on how many resources they possess (i.e., Fund-
ing), they may own these various outfits, hire them from costume shops, or be forced
to steal them.

ROLE. A headhunter usually approaches every job with a practical ruthlessness,
and doesn't understand why colleagues waste time on elaborate plans and distracting
emotions. In combat, headhunters are often at their best when they can fire from a
distance or slip through the shadows to attack from the rear. 

KEY CORE VALUES AND SKILLS. Headhunters use DFT and Athletics to sneak, and
prefer blades (STR and Getting Medieval) or silenced Firearms. They also need good
WIT and Instinct, and decent MTL, Business, and Crime is often helpful.

WEAPONS AND EQUIPMENT. As noted, headhunters usually prefer to kill quickly and
quietly, which requires knives or silenced firearms such as the X-Calibre. Blur suits,
suit weaves, and energy shields are common armor, since these still allow com-
plete freedom of movement. Headhunters usually forego heavier armors unless
expecting return fire. 

AUGMENTS. Headhunters usually favor the cloak and silkskin augments,
along with the EyePhone and Spec.Tac.Le app.

ASSETS. Most headhunters are ‘Touched’ by the Flux and have no particular
supernatural abilities, though ‘Fluxed’ headhunter/Sorcerers and ‘Gifted’ head-
hunter/knight-errant combinations can be particularly interesting. Generally,
assets include multiple levels of Funding and Network, with various combina-
tions of Fortitude, Lady Luck, Prudent, and Street Fighter.

INSPIRATION. You can get some ideas for your headhunter concepts from: Syd-
ney Bristow (Alias), Nikita (La Femme Nikita), the Operative (Serenity), Evelyn
Salt (Salt), John and Jane Smith (Mr. & Mrs. Smith), Vincent (Collateral),
Sarah Walker (Chuck), and Michael Weston (Burn Notice).

HEADHUNTER
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SAMPLE HEADHUNTER
Abilities: STR 3, Fisticuffs 2, Getting Medieval 2; DFT 3 [4], Athletics 3, 

Firearms 4; MTL 3, Valor 3; KNO 2, Business 1, Crime 2; WIT 3, 
Influence 2, Instinct 1; MGK -3 [0]

Equipment: Light Body Armor 4/2/1 [DFT -1, Mgk -3], Pistol [2d6], 
Knife [3+1d4]

Augments: EyePhone, Spec.Tac.Le 1
Assets: Funding 4, Lady Luck, Network 2

“No, I love the
dress code.
Black’s the 

best color for 
hiding blood

stains.”  
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