
CONNOR MASON - Your Righthand Man 
Personality: Thousand-yard stare. Tired and long-suffering, but never cruel. Face brightens when he’s talking to someone he likes, 
like a ray of sunlight shining between grey clouds. 
Rage: Bad intel. He’ll put his life on the line, but have the decency to tell him the risks first. 
Noble: Mason can’t bring himself to hate people just following orders. Focus on those giving the commands. You can’t gun down a 
hundred disposable mooks only to take a moral stand against killing the people who are actually responsible. 
Fear: Missing a crucial detail (Helplessness) 
Obsession: Everyone goes home alive. 
Wound Threshold: 60 
 
Tanker 60%: Of course I can plow through an ambush without stopping, bail out of a vehicle before it explodes, sleep in a cramped 
place for hours on end without issue (Provides Firearms Attack, Subs Pursuit, Provides Wound Threshold) 
Bodyguard (Avatar) 60*% 
 
Appearance: A modern-day woundman. Mason’s been shot, stabbed, set on fire, melted and blown up more times than he can count. 
The CTEs might have something to do with that. This walking pile of muscle and scar tissue is never seen without a clean pressed suit. 
He prefers a nice shade of blue or green over the usual funerary blacks and greys. 
 
Possessions: A dark grey Ford SUV with bulletproof windows and airless tires. A collection of powerful handheld radios with 
attached earpieces. A pair of expensive night-vision binoculars. 
 
Mason’s everyday carry is a big 10mm pistol (d100 damage, max 60) in an underarm holster, along with a TASER (disables for d10 
minutes, or -30% to rolls) and a collapsible baton (+3 wounds) on his belt. He also wears a Kevlar vest that reduces incoming 
firearm damage to unarmed damage.  
 
If expecting trouble, Mason adds a ballistic helmet that lets him ignore critical hits from melee weapons, and carries a compact SMG 
that can fit snugly in a briefcase (d100 damage, max 50, automatic fire). 
 
All of Mason’s equipment is perfectly legal; fastidiously maintained both physically and bureaucratically. This means he won’t get 
into trouble for carrying it around (especially with the help of his Bodyguard channels), but the weapons can be easily tied back to him 
if he ends up doing something illegal with them. 

 



 
 

CONNOR’S STRESS TRACKER 

HELPLESSNESS 
Fitness 60 55 50 45 40 35 30 25 20    Failed Defend with Status 

   x x x - - - - - -    x x - - -  
   20 25 30 35 40 45 50 55 60 Dodge      Attack with Connect 

ISOLATION 
Status 60 55 50 45 40 35 30 25 20    Failed Defend with Connect 

   x - - - - - - - -    - - - - -  
   20 25 30 35 40 45 50 55 60 Pursuit      Attack with Status 

SELF 
Knowledge 60 55 50 45 40 35 30 25 20    Failed Defend with Notice 

   x x x - - - - - -    - - - - -  
   20 25 30 35 40 45 50 55 60 Lie      Attack with Knowledge 

UNNATURAL 
Notice 60 55 50 45 40 35 30 25 20    Failed Defend with Knowledge 

   x x - - - - - - -    - - - - -  
   20 25 30 35 40 45 50 55 60 Secrecy      Attack with Secrecy 

VIOLENCE 
Connect 60 55 50 45 40 35 30 25 20    Failed Defend with Fitness 

   x x x x x x - - -    x - - - -  
   20 25 30 35 40 45 50 55 60 Struggle      Attack with Struggle 

 
 



THE BODYGUARD 
Attributes 
In centuries past the egregore of the protector was a knight in shining armour, shielding a waifish 
maiden from the forces of evil. Now it’s a man in a dark suit, diving into the path of a bullet. 
Imagery changes, but the substance stays the same; the Bodyguard sacrifices himself to shield 
those he's charged to protect. 
 
Where the Bodyguard differs from other defensive archetypes is their limited focus. They don’t 
guard a community, ideal or institution, but rather a Client. This is typically a single person, but 
it often extends to a small in-group like your Cabal and Relationships. There's no strict upper 
limit, but the more Clients you have, the easier it is to taboo; you can't be in two places at once. 
It's traditional for Clients to pay their Bodyguards, though they don’t necessarily have to. 
 
Taboo: If your Client is attacked, you must be present to roll your avatar score to protect them. 
It’s fine if you fail the roll, but you’ll taboo if you were absent when they needed you. This also 
means no metagaming around wound thresholds. You always jump in front of the bullet, even if 
your Client could take the damage and getting hit means you die.  
 
Symbols: Sombre suits, wired earpieces, dark sunglasses. Black SUVs with tinted windows. 
Unmarked helicopters. Bulletproof glass. Ballistic shields. 
 
Suspected Avatars in History: Alexander the Great’s Somatophylakes, the Varangian Guard, 
Napoleon's Grognards, the Swiss Guard, Walter H. Thompson, Tim McCarthy, Nasser al-Bahri. 
 
Channels 
Mr. President! (1%–50%): The Bodyguard can roll their avatar score to become the target of an 
attack made against their Client. They have to be feasibly nearby for this to function. It’s alright 
if they’re across a room, but not if they're on the other side of a parking lot. This functions on 
both mundane and magickal attacks, so long as you are aware of what is happening. It's enough 
to hear a gunshot report or see a wizard chanting, but you can't be totally unaware of the attack.   
 
The Best Defence (51%–70%): So long it’s for the sole purpose of protecting your Client, 
people ignore the fact that you’re visibly carrying weapons or wearing body armour. They aren't 
ignorant of you packing heat, they're just unbothered by it. Even if a combat starts, witnesses and 
law enforcement will look favourably upon you (so long as your actions were purely defensive). 
 
Knowing Is Half The Battle (71%–90%): The Bodyguard can sub their avatar score for Notice 
when detecting threats against their Client. This channel bypasses magickal stealth and detects 
incorporeal threats (e.g. demons, curses, sig blasts on a timer), so long as the avatar roll beats any 
casting roll. You can only roll this channel once per threat. 
 
Get To The Choppa! (91%+): The Bodyguard can spend a combat action to roll their avatar 
score, teleporting their Client to the nearest safe location on a success. This only works if the 
Bodyguard can physically touch the client - traditionally it involves pushing them away from a 
given source of danger. Notably, this channel doesn't extend to the Bodyguard themselves. They 
have to stay put in whatever fucked up situation they were stuck in. Good luck! 
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