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THE COLD WAR?
OUER.

THE WAR 0N TERROR?

OUER FOR YOU.

\
\

IN POKER, TELLS ARE THOSE LITTLE GESTURES
or changes of expression that tell what’s

in your hand. This is where I tell what’s
in your hands.

This game, Nights Black Agents,
adapts the GUMSHOE engine to the
propulsive paranoia of the spy thriller
genre: not just James Bond, but also
and especially films like Ronin and the
Bourne trilogy. You build agents worthy
of such films; tough, resourceful, clever,
deadly — in a word, badass. Then you
send them to kill vampires.

The Director (who plays the role
usually called the DM or the GM in other
RPGs), begins by building the vampires.
In Night’s Black Agents, the vampires
and their conspiracy are modular,
customizable. In one Director’s world,
they might fear garlic and crosses —
in another Director’s campaign, they
might be spider-like aliens who move
through hyperspace. Or both. Likewise,
the Director builds the enemy network
— the people and groups the vampires

You used to uncover secrets, or ma)/be kill

to keep them.You used to serve your country
in the shadows, doing things — or stopping
things — that couldn’t be shown in daylight
or on the evening news.

Then you stopped. Maybe you got tired,
or maybe you got burned, or maybe you got
out while you could.

But you didn’t go into the daylight.
Not just yet.You stayed in the shadows, in
Europe’s deniable underground networks of
crime and conﬂict, but you did it on your
terms.You did a few ops, and you asked fewer
questions. You worked for money in secret
accounts, andfor people you didn’t know.

But they weren’t people. It turned out
they couldn’t be shown in daylight or on
the evening news either. Because they were

vampires.

TRUDU

have already turned to their ends — to
her own specifications.

Then the Director sends the vampires,
and their own agents, and their pawns
and tools and ghouls and monsters, to
kill you. The goal — both yours and the
Director’s — is action, and horror, and
the special thrills that only spy stories
can deliver.

Throughout a typical Night’s Black
Agents campaign, the agents:

B Uncover the extent of the
vampire conspiracy, mapping
its branches and personnel

B Survive attacks by the vampires
or their minions and pawns

® Discover the vampires’
weaknesses and true nature

B Detect and prevent ongoing
and ad hoc vampire or
conspiratorial operations

® Weaken the vampire conspiracy
by striking at its main
branches or key personnel

W Finally, destroy the vampires at
the heart of the conspiracy

And now you know. And they know that
you know.

Vampires exist. What can they do? Who
do they own? Where is safe? How much is
legend, and what is the truth? You don’t
know those answers yet. So you'd better start
asking questions and picking targets. You
have to trace the bloodsuckers’ operations,
penetrate their networks, follow their trail,
and target their weak points. Because if you
don’t hunt them, they will hunt you. And
they will kill you.

Or worse.

You must mount your own shadow war,
on a secret terror that only you know exists.
Stay alert, and stay awake. It’s going to be
a long night.

111]

Any of these goals might provide the
direction, the spine, the through-line, of
a scenario or adventure, usually referred
to in this game as an “operation.” One
operation may take many sessions of
game play; 2 or 3 sessions per scenario
is normal.

The Director, meanwhile, plots out
the structure of the vampire conspiracy,
and plans both active and reactive
operations to test the agents and reveal
the plot. “Active” operations are the ones
where the agents are moving forward
against the vampires: investigating their
conspiracy, thwarting its goals, and
attacking it. “Reactive” operations are
the ones where the vampires are moving
forward: attacking some other group,
infiltrating some new city, or hunting
the agents directly.

Either way, the Director maps out
a structure for the operation: What is
the agents’ (or opposition’s) goal, and
what is the adventure’s spine? What tips
the agents off to an opportunity or a
threat? What information is available,
and where or from whom can the agents



get it? What assets does the opposition
have in position? What is the end game
— what happens if the agents uncover
the truth in Venice, or if the vampires
succeed in Helsinki?

FROM STRUCTURE
10 STORY

The Director’s

not a story. The story occurs as you,

structure notes are

the players, bring the structure to life
through the actions of your characters.
The story proceeds from scene to
scene, where you determine the pace,
discovering clues and putting them
together. Your characters interact with
locations, gathering physical evidence or
facts on the ground, and with supporting
characters run by the Director, getting
actionable intel or inside information.

The first scene drops a lead and asks a
question: How can we hurt the vampires
here? What are the vampires planning
here? You then perform legwork,
collecting information that tells you
more about the op. Each scene contains
clues; intel or information pointing to
a new scene. To move from scene to
scene, and to solve the overall mystery,
you must gather clues. They fuel your
forward momentum.

Certain scenes may put a new twist
on the operation, as the initial lead turns
out to reveal a much bigger challenge,
or to be a trap luring your agents into
ambush. Other scenes may test your
agents’ speed, stamina, or savagery,
making them pay a price in blood to
move forward.

As clues accumulate, a picture of the
operation emerges, until your characters
arrive at a climactic scene, where all is
revealed and the opposition confronted.
A wrap-up scene accounts for loose
ends and shows the consequences of
your success — or, in rare instances,
failure. Why is failure possible at all? Its
possibility creates urgency and suspense.

CHAPTERS

This book breaks down as follows:
Characters gives you the tools to

build your agent, including his badass
abilities, his shadowy background, and

his classified dossier. You can also select

Drives to push him forward, and build

Trust with his teammates.

Rules lays out the GUMSHOE system
of tests, spends, and contests. Special
thriller rules for chases and combat,
special horror rules for madness and
paranoia, and special rules for bringing
the Heat, add to the solid basics of
investigation and action. If you survive,
you might even get better at them.

Tools gives your agents some useful
weapons, spy tech, gear, vehicles, and
tactics to help them survive.

Vampires gives the Director the
components to build her own personal
horrors, from Serbian legend or
Stoker’s novel, from film or folklore
or fiction. Then it helps the Director
build out the conspiracy, and adds some
supernatural backup to the main event.
Plentiful worked examples can fuel the
imagination, or get dropped into the
action ready to kill.

Cities lays out the shadowy world
of European crime, espionage, and
terrorism. Then it helps the Director fill
it up with vampires. Three sample cities
get a quick briefing; Marseille gets built
out and clotted with menace.

Stories guides the Director through
plotting active or reactive operations,

running the game, and rolling with the
players’ creativity. The Vampyramid
gives her a robust way to plot enemy
responses in dramatic fashion. Finally,
it lays out some alternative approaches
to the game: take out the vampires, put
in Cthulhu, or give the agents some
paranormal juice of their own.

(S)Entries starts your campaign with
a sample operation, as things go horribly
wrong in Bosnia and your agents
discover the existence of vampires.
Worse, vampires discover the existence
of your agents.

Sources tells you what I read and
watched to write and run this game,
and gives you some leads to follow on
your own.

Finally, Addenda brings together
cheat sheets for the rules, character
sheets for your agents, and plenty of other
tools to put everyone on the same page.

MODES

Night’s Black Agents is “a vampire

spy thriller” That means its default
setting is a world of horror and shadows,
with flashes of action. Its upbeat lands on
the thrills and the flavor, with espionage
and problem-solving on the downbeat to
set up the action.



Not every spy thriller is the same.
Some deal in black and white morality,
others in shades of gray self-loathing.
Some chart emotional damage more
intently than they do bullet trajectories.
Others try to mess with your mind,
and let your adrenal glands take care
of themselves. They play in different
idioms, styles, or modes. Many spy
stories, especially series like the Bond
novels and films, TV shows like Alias or
MI-5, or the Queen and Country comics,
switch between modes depending on the
demands of the individual story. Others,
like John Le Carré’s Smiley novels or the
Bourne trilogy of films, stick to one mode
and deepen it throughout.

For those who wish to emphasize one
or another idiom, we break out a few
possible modes of play and indicated
those rules and game elements most
suited for them with specific icons and
options. Combine these modes in any
pattern the players desire; some rules
(such as Sources of Stability) work with
almost all modes. The Director may
decide that some rules and elements
are simply not allowed in her game in
order to inculcate a specific flavor of
spy thriller, which is after all the entire
point.

@ BURN

Some spy stories privilege psychological
damage and the cost of heroism: the
Bourne trilogy of films, the TV series
Alias and Callan, and the espionage
novels of Graham Greene, for example.
Horrors drain your soul as much as they
do your blood; you look into the abyss
and sce the abyss welcoming you in.

In BURN mode games, psychological
damage is more intense; the actions

«=# DUD COMMENTARY

COMMENTARY

Most of the sidebars in this book give
optional rules, handy lists, or other game
material. Sidebars with the w icon
are different: think of them as the “DVD
commentary track” on the game. They

provide advice, hints, and tricks. Many of

agents must take inevitably burn away

their humanity. Your Stability is capped
at 12, and degrades faster. Killing is
never easy, and never free.

Look for the BURN icon (@) in these
rules for specifics.

DUST

The default setting of Night’s Black
Agents is a cinematic thriller. To instead
recreate the gritty, lo-fi espionage world
of Anthony Price or Charles McCarry,
similar to the TV series The Sandbaggers
or Rubicon, or films like Three Days of the
Condor, you can “de-power” the game
into pusT mode by:

B removing the MOS rules

B removing the cherries for ratings
of 8+ in most General abilities

W capping Health at 10

W restricting the Thriller Combat
rules or eliminating them entirely

Look for the pusT icon in those
sections and elsewhere for specifics.

Most pusT mode media incorporates
at least two of MIRROR, BURN, and STAKES
as well, but there’s nothing forcing you
to do so.

In pusT mode, the vampires and their
agents will be far more challenging
and powerful in open combat. Design,
and encourage your players to design,
operations that avoid shootouts unless
the team has an overwhelming positional
advantage, or some surprising ace in the
hole.

@ MIRROR

Many spy stories, especially in the
modern era, present a “wilderness of
mirrors,” a world of hidden agendas

them come from alpha playtester Josh, whose
agent Sam Vornau bled and suffered over
many months of play to learn them. Others
come from players and Directors of the pre-
order edition: John Adamus, John Anderson,
Kevin Kulp, and Simon Rogers.

and shifting allegiances. They threaten
personal identity and self-knowledge,
mirroring those threats in betrayal and
contests between corrupt opponents
where the protagonist must trust
only his own moral sense — if he can
remember it. This is the world of John Le
Carré’s Smiley novels and Barry Eisler’s
John Rain thrillers, of movies like Ronin
and Spy Games and the Mission: Impossible
films, of TV shows like The Prisoner and
MI-5.

In MIRROR mode games, your contacts
and even your team are unreliable; your
partners can help you with Trust, or
destroy you with Betrayal. Unlike the
other modes, MIRROR mode games
encourage player vs. player story lines
or active conflict.

Look for the MIRROR icon @ in these
rules for specifics.

® STAKES

Although more common in ecarlier spy
fiction than now, some spy stories play
for higher stakes. The characters derive
their actions from a higher purpose
than mere survival or “get the job
done” ethics: patriotism, the search for
knowledge, protection of the innocent,
or even justified revenge. This is the
world of James Bond and Jack Ryan, of
Tim Powers’ novel Declare, of films like
Taken, of TV shows like Burn Notice.

InsTAKESmode games, youragentshave
Drives that urge them forward; this rule
is highly recommended for games in any
mode. In BURN mode, Drives can force
the characters to sacrifice themselves; in
MIRROR mode, conflicting agendas can
escalate the drama. Even pust mode
agents often aim higher than just getting
out from under the looming threat.

Look for the STAKES icon @ in these
rules for specifics.



CREATING CHARACTERS IN NIGHT’S BLACK
AGENTS involves the other players in a
collaboration intended to put together
a robust team that can handle anything
the Director digs up. Each agent should
shine in one or more specialties, while
covering the other characters’ weak
spots.

The process breaks down into four
broad steps:

B Choose one or more Backgrounds.
You receive Cover 10 and Network
15 for free (less Network in BURN
mode games; see p. 31).

B Choose your Investigative
abilities. (These abilities always
succeed. If you spend points
from them, you succeed even
better.) You receive Streetwise
and Tradecraft at 1 for free.

B Choose your General abilities.
(You roll a single 6-sided die
and spend points to see if
these abilities succeed.)

* You receive Health and Stability at
4 for free.
* Pick your MOS (see p. 11).

B Build out your personality

and dossier.

Alternatively, you can start out with your
character’s personality and dossier, and
then select backgrounds to match it and
abilities to complement those elements.

CHOOSE A
BACHGROUND ————

For a few years now, your character
has been part of Europe’s shadowy
underground of criminals, mercenaries,
and deniable paramilitaries. Before that,
you were on the rolls somewhere: MI5,
DGSE, Stasi, perhaps even the CIA or
Mossad. Someone recruited you out of
the sunlight, and taught you to survive
in the shadows.

You still retain some connections
to your old life, as embodied in the

Network general ability. While working
for your previous employers, you built
up a number of cover identities, some
of which you didn’t bother mentioning
during debriefing; the Cover general
ability represents this stash of passports,
legends, and gmail accounts. Your old
life also trained you in certain abilities,
abilities you have further honed during
your time off the books.

Pick one or more Backgrounds from
the options starting on p. 13, or invent
one using those options as models. Each
Background package costs 6 Investigative
build points and 18 General ability
points. Write the ability ratings for your
Background on your character sheet.
Your Network ability begins at 15;
your Cover ability begins at 10.

CHOOSE YOUR
INUESTIGATIUE ABILITIES —

Investigative abilities are central to any
GUMSHOE character; they enable you
to gather information and drive the plot
forward. They always succeed if they
apply at all. You get a number of build
points to spend on them, as determined
by the number of regularly attending
players in your player group

Players who can only attend every
now and then get the same number of
Investigative build points as everyone
else, but are not counted toward the
total when deciding how many points
to allocate.

Every rating point in an ability costs
1 build point. Each Background package
costs 6 Investigative build points; start
by deducting these from your total. The
Director and players then go through
the list of Investigative abilities (see
sidebar), ensuring that each one of them
is covered by at least one agent.

See p. 17 for fuller descriptions of
the various Investigative abilities.

Once all of the abilities are covered,
you can add more rating points to your

3 OF | INVESTIGATIVE
PLAYERS | BUILD POINTS
2 32
3 24
4 22
5+ 20

various Investigative abilities, or you
may, if you desire, save the extra build
points. You may use those saved points
to assign yourself additional abilities,
gain Tag-TeamTactical Benefits (see
p. 110), or boost your ratings in the
abilities you’ve chosen during the game
as situations arise. When you choose to
do this, you are not suddenly acquiring
abilities on the spot, but simply revealing
for the first time “on screen” what the
character has been able to do all along.

When choosing Investigative abilities
it is better to get a large number of
abilities with fairly low ratings. Even
a 1-point rating is worth having, You’ll
rarely want to spend more than 3 points
on any one Investigative ability.

Don’t get too nervous about your
initial choices. As noted above, you can
save some build points to add to abilities
later on during the game as you decide
more about playing your character. And
as noted below, you can swap points
around after a session if you feel like it.

You have lived by your wits off the grid,
and were trained to do so by experts.
They also trained you to recognize each
other. You start the game with 1 free
rating point in each of Streetwise
and Tradecraft.

TRADING POINTS

One optional rule to knit together a team
allows players to swap points among
themselves. If using this rule, a player
may trade 1 Investigative build point for 3
General build points from another player.
(Or, obviously, vice-versa.) Thus, the
cerebral analyst can give 6 General ability
points to the menacing Spetsnaz veteran



INVESTIGATIVE ABILITY LIST —

Investigative abilities are divided into
the following sub-groups: Academic,
and Technical. The
purpose of the sub-groups is to allow

Interpersonal,

you to quickly find the best ability for
the task during play, by scanning the
most likely portion of the overall list.

ACADEMIC
Accounting

Archaeology
Architecture
Art History
Criminology
Diagnosis
History
Human Terrain
Languages

Law

Military Science
Occult Studies
Research
Vampirology

INTERPERSONAL
Bullshit Detector
Bureaucracy
Cop Talk
Flattery

Flirting

High Society
Interrogation
Intimidation
Negotiation
Reassurance
Streetwise
Tradecraft

TECHNICAL
Astronomy

Chemistry
Cryptography
Data Recovery
Electronic Surveillance
Forensic Pathology
Forgery

Notice

Outdoor Survival
Pharmacy
Photography
Traffic Analysis
Urban Survival

SO WHICH INVESTIGATIVE ABILITIES SHOULD I BUY?

All Investigative abilities are important,
and any one of them might be crucial
in a given session. Rather than any
given ability being vital for your agent,
however, it’s far more important that
the team as a whole have access to
all of the Investigative abilities. Ideally,
someone on the team will have any
needed skill, and everyone will have
something cool that they can do.
That said, consider putting at least
| point into each of Notice and

Research, two broadly useful skills in
almost any operation. Human Terrain
and Urban Survival are almost as
handy, and great fun to play.

It's not unreasonable to expect
every agent to have at least one
Interpersonal ability, even if it’s just |
point in Intimidation for the shooter. If
your agent depends on Interpersonal
abilities, make sure to take at least 2
points in Languages so that he can likely
talk to the witnesses in the first place.

INVESTIGATIVE ABILITY RATINGS: HOW GOOD IS GREAT?

Having even | point in an Investigative
ability indicates that you're expertly
trained, practiced, and well-read in that
field. You are capable of broad leaps of
intuition and brilliant insight; the sorts
of deductions that, if you saw them
in a movie, you might well dismiss as
unrealistically rapid or complete.
A higher rating still — 2 or 3 points
— implies that you're one of the top
people working on that subject. You
might be famous all over Europe (or
at least all over Europe’s shadow
underground) as an authority on the
topic, and even if not (for reasons of
your cover, perhaps) you can impress
and interest anyone who is such an
authority. Ratings of 2 or 3 indicate
your character’s defining abilities. Your

(for Weapons and Explosive Devices,
say), and get 2 Investigative ability points
from that worthy’s pool (for, oh, Occult
Studies). Both players get to increase their
agents’ “spotlight” abilities and the team

becomes more stereotypical. Which is to

say, narratively better.

In playtest, some groups wanted to be
able to trade Network and Cover points
for other abilities, leaving only one or
two players to create a “spotlight” face
man with a host of contacts. Use this
option very advisedly, if at all. Network
and Cover are very wide-ranging, useful
abilities: even former SAS muscle can
always use a guy to get a gun from.

concentration in them tells the other
players (and you) something about
his personality, life experience, and
outlook.

Two Investigative abilities — Forgery
and Languages — give you more
options and specific skills the more
points you have in them. They still
work like normal Investigative abilities
in terms of gathering clues, but you
have a game-mechanical reason to buy
them higher than 3.

Likewise, if your game uses Familiar
Cities (see p. 26), you may want to
buy more points of Urban Survival.

If your game uses Tag-Team Tactical
Benefits (see p. 110), you may want
to buy | or 2 more points in those
relevant Investigative abilities.

CHOOSE YOUR
GENERAL ABILITIES ——

General abilities come in handy at

the sharp end; they help you survive
whatever awfulness or mayhem your
Investigative abilities have uncovered.
You get 70 build points to spend on them,
from which you deduct the 18 General
ability points in each Background you
take. Like Investigative abilities, 1 build
point buys you 1 rating point.

General abilities use different rules
than Investigative ones, which allow
for possible failure: you spend ability
points and roll a 6-sided die to see if
you succeed. When choosing General
abilities, you’ll want to concentrate your




points among a few abilities, giving your
agent comparatively higher ratings than
you need in the Investigative category.
Although there is no set cap on
abilities, the second highest rating must
be at least half that of the highest rating
(not including Cover or Network).

You want to have a Health rating of
30.This would require you to take at least
one other ability at 15, and your free
Network rating of 15 wouldn’t count for

o oUaRACTERS W CHODSING ABILITIES

this purpose. That would leave you only
25 points to spend on all of the other
General abilities. You reconsider, opting

_for alower Health rating so you can spend

your other points more freely.

As with Investigative abilities (see
above), you're free to set some build
points aside to add to your character
during play as the need arises. If you buy
a rating of 8+ in Weapons or Shooting,
you can spend more build points for

SO WHICH GENERAL ABILITIES SHOULD I BUY?

All General abilities are important,
and any one of them might be crucial
in a given session.

That said, you're taking your life in
your own hands if you don’t boost
Athletics, Health, Stability, and at least
one combat ability (Hand-to-Hand,
Shooting, or Weapons) to 5 or 6 at
least. If you plan on regularly putting
your character into harm’s way
(and into combat scenes), consider
boosting Athletics to 8 (to raise your
Hit Threshold) and one or more
combat abilities to 8 or 10 or even
higher. Especially if you’re using the
full suite of thriller combat options,
there’s never such a thing as too many
points in a combat ability.

You start out with a decent amount
of Network and Cover already, although
if you plan on doing a lot of social
engineering, you might want to buy a
few more points in one or the other.

Preparedness and Sense Trouble
are good, broadly useful abilities well
worth a few points for most agents. If
you have the points to spare, putting
| or 2 into Disguise and Infiltration
helps breeze past minor obstacles,
although you’ll want to leave full-on
impersonation or black-bag jobs to

your team specialist.

If you are the team specialist in
something, get a rating of at least 8 in

your specialty.You do want to look like

a badass, don’t you?

GENERAL ABILITY RATINGS: HOW GOOD IS AWESOME?

Where any points at all in any
Investigative ability implies impressive
competence, spreads in General
abilities cover a wider range of
capability levels. See the Opposing
Forces section on p. 69 for some
benchmarks, or use the following

guidelines:

A rating of 0 indicates basic civilian
competence, if that: you can drive a car
and maybe even parallel park it with
Driving 0, but you're hopelessly out of

your depth in a car chase.

A rating of |-3 indicates that the
ability is a sideline; you were trained in
it at the Farm or the Institute, but you
don’t really rely on it in a pinch.

A rating of 4-7 is solid but not off
the charts; you’re impressive enough
to a civilian, and could probably beat
many professionals, but you know

you aren’t the top of the food chain.
Think of this as your “backup” skill in
the cinematic thriller world of Night’s
Black Agents.

In a DUST game, a rating of 6
might be your main skill.

A rating of 8 or more gets into
the realm of “dedicated badass.”
Not only do special abilities open up
when you reach a rating of 8 or more
in a General ability, just doing the
“normal” stuff makes you look really
good and scary to observers. In the
movie, that’s when you get the horns
coming up on the soundtrack, or the
really great blue filter comes down, or
the whole thing goes into bullet time.

If your agent lasts for a few sessions,
and is really dedicated to being a badass,
his ratings in key abilities will head into
the double digits. This is good.

Special Weapons Training (see p. 76) at
this time.

Ifyou’ve decided to buy extra Heat using
the Hot Spots optional rule on p. 89, add
1 additional General build point for each
extra point of Heat you take.

Every agent starts with “normal” Health
and Stability ratings of 4 for free, but it’s
advisable to buy more points in those
abilities during character creation so that
your agent can stand up to the inevitable
punishment to come.

In a DUST game, you begin with 55
General build points.

In a MIRROR game, you begin with
65 General build points.

PICK YOUR mos$

The acronym stands for “Military
Occupational ~ Specialty,” but every
player character has one, regardless of
background. (Pronounced “em-oh-ess,”
MOS just sounds cooler than “schtick.”)
Select one General ability during
character creation to be your MOS; it
does not change. It’s only polite (and
fits thriller drama better) to let each
player have his own MOS, rather than
duplicating abilities on the team; a whole
team with Shooting MOSes, for example,
is also less flexible in action.

GENERAL ABILITY LIST ——

Athletics
Conceal

Cover

Digital Intrusion
Disguise
Driving
Explosive Devices
Filch

Gambling
Hand-to-Hand
Health
Infiltration
Mechanics
Medic

Network
Piloting
Preparedness
Sense Trouble

Shooting
Shrink
Stability
Surveillance

Weapons




Once per session, you can invoke your

MOS to automatically succeed at a given
General ability. For example, if your
MOS is Shooting, once per session you
can automatically hit and kill a human
target. If your MOS is Driving, once per
session you can automatically escape or
intercept another car, and so forth.

An MOS will not automatically defeat
a supernatural challenge: you might use
your Weapons MOS to hit a vampire
with a stake without rolling the die, but
you would not automatically kill him
(unless he’s the sort of vampire who
automatically disintegrates if staked).
Similarly, you cannot use your MOS to
do something sheerly impossible: no
matter what MacGyver may have told
you, you cannot use a Mechanics MOS
to defuse a nuclear weapon with a gum
wrapper and a hairpin.

A Background package represents your
original training by whichever agency
used to employ you, and more than likely
indicates the skills you’ve offered on
the black market since going freelance.
Backgroundsare simply suggested
packages of abilities; they offer no
special options, discounts onbuild points,
or other game-mechanical fillips. They
exist to provide players and Directors
with

and some indication of the variety of

some  shorthand  guidelines,
characters possible in a Night’s Black
Agents campaign.
Addthepointsgivenbythe Background
to the relevant abilities on your character
sheet; if you already have points in that
ability (some Backgrounds increase your
Cover or Network, for example), just
add the new points for an increased total.
Feel free to add more than one
Background, take the same Background
twice, or otherwise manipulate them.
Some Backgrounds naturally combine to
create a sort of “super-Background,” like
Muscle and Wet Worker, or Black Bagger
and Hacker, or Hacker and Wire Rat.

&= LOVE YOUR MOS

When planning an op, think of MOS uses as
your cornerstones.They cannot fail, and they
can carry you through the trickiest part of
any plan with no doubt. Plan to use your
MOS on something where the consequences
of failure are the most severe, or when the
gap between point A and B seems the most
insurmountable. Alternatively, MOS skills
are “Get out of jail free” cards used to save
your bacon when things have turned south.

Your MOS does not apply in
Piggybacking situations (see p. 49).
pusT games do not use MOS.

If you gain the same ability from more
than one Background, you may either
add together the ratings given in each
to arrive at a higher rating, or give some
of the points back, frecing up the build
points to spend elsewhere. The refund
remains within the ability type: it goes
back to your Investigative build point
total for an Investigative ability, or back
into your General build points if it was a
General ability.

A team of agents can comprise any set
of Backgrounds, although a rough balance
between “brain” and “brawn” is advisable
for most campaigns.

SAMPLE BACKGROUNDS —

No Backgrounds are exclusive to any given
agency, patron, or employer: although the
IRA (for example) is quite likely to have
had bang-and-burners and leg-breaking
muscle in its employ, such rude types
can be found in the ranks of everyone
from the FSB to Mossad. That said, each
writeup gives some specific examples to
spark player creativity. For more possible
previous patrons, see the lists of agencies
and organizations on p. 164.

GET PERSONAL ———

Depending on your campaign mode, do
some or all of the following to complete
your character creation:

[ @ @ @ Pick your character’s

Sources of Stability (see p. 35).
u @ Choose your character’s
Drive (see p. 37).
] @ Set your character’s
Trust (see p. 40).

If you haven’t already done so, name
your agentand provide a general workup
of his career — suitably redacted for the
rest of your team, if necessary. Then, in
collaboration with the other players,
describe how and when your team came
together.

SALRGRUUNGS: IHEULDLIFE

Each Background package contains
6 points worth of Investigative
abilities and 18 points worth of
General abilities. In many cases, the
writeup provides some alternate abilities
to swap out as a means of customizing
your agent, or as recommendations for
what to buy more points in further on in
the character creation process. In almost
all cases, feel free to buy more points in
any ability given in the package; these
are pointers, not restrictions. Keep in
mind, however, that (as mentioned in the
sidebar on p. 10) buying more than 2
or 3 points in an Investigative ability is a
fairly dramatic expenditure.

ANALYST

Almost all modern spy work involves
sifting through the immense amount
of data available to come to some kind
of useful conclusion. Much of this
information isn’t classified or stolen,
or even picked up by spy satellites:
newspapers, periodicals, and the
Internet provide oceans of raw open-
source intelligence (OSINT) that a good

analyst can turn into useful product for



his government. An analyst might also

work for a university, newspaper, or

strategic-studies think tank, either under
cover or sirnply providing government-
quality intelligence to the private sector.

Analysts have good minds for pattern
matching; this might manifest in
mathematical ability, musical creativity,
or just low-level paranoia.

Specific Examples: MI5 threat analyst,
Deutsche Bank econometrician,
European Parliament staffer,
deputy CIA station chief, journalist
for Dagens Nyheter, French Air
Force operational analyst.

INVESTIGATIVE ABILITIES: Data
Recovery I, Languages 2,

Research |, Traffic Analysis 2
Alternates: Accounting, Bureaucracy,
Criminology, History, Human
Terrain, Military Science

GENERAL ABILITIES: Digital Intrusion
2, Network 5, Preparedness 4,

Sense Trouble 5, Surveillance 3
Alternates: Gambling

ASSET HANDLER

Intelligence  agencies get human

(HUMINT)

manner of sources, willing and coerced,

intelligence from all
knowing and duped. These sources are
called “assets,” and the agent who keeps
them all supplying intel is their “runner”
or “handler.”

BACHGROUND LIST

Backgrounds are simply suggested
packages of abilities; they come with no
feats, exclusive class skills, bonuses, or
discounts. They’re shorthand for what
you used to do in your old life, and
what you’ll likely be doing most of in
an operation. Mix and match; pick one,
two, none, whatever works for your
character concept.
ANALYST: You put it all together.
ASSET HANDLER: You use people in the
field.
BAGMAN: You handle the money.
BANG-AND-BURNER: You blow it up.
BLACK BAGGER: You break
and enter.

Asset handlers have to juggle carrots
and sticks, avoid getting involved with
their assets’ lives while solving their
problems, and always keep an eye out
for more potential recruits. Since they
actually have to meet their assets on
occasion, they have to be better than
average at avoiding surveillance.

Specific Examples: CIA or MIé case
officer, SVR “journalist” under

cover, Italian ROS major running

Mafia snitches, French DRM

intelligence officer monitoring

CLEANER: You erase your traces.

COBBLER: You provide papers.

CUCKOO: You pretend you're
someone else.

HACKER: You crack it.

INVESTIGATOR: You figure it out.

MEDIC: You heal yours; you work

on theirs.
MULE: You get it across the border.
MUSCLE: You hit it.
WATCHER: You keep eyes on target.
WET WORKER: You kill it.
WHEEL ARTIST: You drive it.
WIRE RAT: You build it.

warlord activity in Bosnia.
INVESTIGATIVE ABILITIES:

Bullshit Detector 2, Intimidation 2,

Negotiation |, Reassurance |

Alternates: Flattery, Flirting,

Human Terrain, Tradecraft
GENERAL ABILITIES: Cover 3, Sense

Trouble 5, Shrink 4, Surveillance 6

Alternates: Conceal, Disguise

BAGMAN

In the immortal words of Deep Throat,
“Follow  the

operations and criminal organizations

money.”  Clandestine
both depend on flows of untraceable
cash, cither electronically or in the good
old-fashioned metal briefcase. Either
way, the bagman’s watchwords are “keep
it secret, keep it safe.”

Specific Examples: Iranian VEVAK
terrorist paymaster, American OTFI
agent monitoring SWIFT transactions
in Switzerland, FSB obshchak (“book-
keeper”) collecting tribute from
Russian mafiya rings, Camorra
money launderer in Monaco.

INVESTIGATIVE ABILITIES:

Accounting 2, Bullshit Detector 2,
Intimidation I, Negotiation |
Alternates: Data Recovery

GENERAL ABILITIES: Conceal 4,
Digital Intrusion 3, Sense
Trouble 6, Surveillance 5
Alternates: Disguise
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BANG-AND-BURNER

“Bang and burn” jobs involve sabotage,
usually through demolitions or arson.
This skill set translates with unnerving
case to EOD (explosive ordnance
disposal) and arson investigation. Bang-
and-burners set and disarm everything
from booby traps to car bombs to ship-
scuttling charges.
Specific Examples: IRA or ETA bomb-

builder, Albanian mafia arsonist,

Polish Army combat engineer, Special

Branch bomb disposal expert.
INVESTIGATIVE ABILITIES:

Architecture 2, Chemistry 2,

Criminology [, Intimidation |
GENERAL ABILITIES: Conceal 4,

Explosive Devices 8,

Infiltration 2, Mechanics 4

BLACH BAGGER
A “black bag job” is FBI slang for a
breaking-and-entry intrusion, usually
intended to copy (or steal) documents
or plant bugs or wiretaps. British spies
often call break-in artists “box men,” a
term originating in Victorian criminal
slang. By any name, it’s burglary.
Specific Examples: Cat burglar

on the Riviera, Bundespolizei

museum security specialist,

DGSE or Mossad covert entry

specialist, NSA contractor.
INVESTIGATIVE ABILITIES: Data

Recovery I, Electronic Surveillance 2,

Photography 2, Streetwise |

Alternates: Architecture, Notice
GENERAL ABILITIES: Conceal 2, Digital

Intrusion 2, Filch 6, Infiltration 8

Alternates: Preparedness

CLEANER

The cleaner removes evidence of covert
activity from the scene. Sometimes
that evidence is just fingerprints or
surveillance tapes; sometimes, it’s
bloodstains or corpses. This Background,
especially, combines well with others;
it’s a good, useful skill set for any covert
operative. A cleaner’s abilities also
come in handy when removing a living
person from the scene, cither willingly
or involuntarily in “hostile extractions.”
sPECIFIC EXAMPLES: FSB mole in the

Interior Ministry, Special Branch

security operative, Camorra-

connected trucking supervisor

in Naples, Bulgarian NIS officer
handling “renditions” for the CIA.
INVESTIGATIVE ABILITIES: Bureaucracy
2, Cop Talk I, Criminology
2, Urban Survival |
Alternates: Chemistry, Data
Recovery, Electronic Surveillance,
Notice, Streetwise
GENERAL ABILITIES: Conceal 6,
Disguise 2, Driving 4, Explosive
Devices 2, Infiltration 2, Stability 2
Alternates: Digital Intrusion

COBBLER

In British spy lingo, the cobbler makes

“shoes” — false passports, visas,
identity documents, and so forth. In
an increasingly digital age, it’s good to
see solid hand-craftsmanship rewarded.

These

counterfeiting, or any sort of image

abilities also point toward
or document manipulation, as well as
toward stopping such behaviors.
Specific Examples: MI6 or SVR
documentation expert, Nigerian
facilitator for human traffickers,
Interpol document-security
officer, Italian Guardia di
Finanza customs inspector.

INVESTIGATIVE ABILITIES:
Bureaucracy |, Forgery 4,
Photography |
Alternates: Cryptography

GENERAL ABILITIES: Cover 6,
Digital Intrusion 4, Disguise 2,
Infiltration 4, Mechanics 2

CUCHOO

The cuckoo lays its eggs in another bird’s
nest, convincing the stranger to raise its
chicks. Agents with this Background
specialize in social infiltration; they
may be “face men,” long-con grifters, or
former moles or sleepers planted in an
enemy agency or society by their patron.

This Background blends very well with

Asset Handler.

Specific Examples: CIA deep cover agent
of influence, SVR “swallow” trained
to lure Western men into “honey
traps,” BND-sponsored journalist,
Iranian VEVAK agent monitoring
dissident expats, scoundrel preying
on lonely hearts in the Greek
islands, M16 “talent spotter” looking
for foreign targets vulnerable
to blackmail or recruitment.



INVESTIGATIVE ABILITIES:
Flattery or Flirting 2, High
Society 2, Reassurance 2
Alternates: Human Terrain, Streetwise
GENERAL ABILITIES: Cover 3, Disguise 8,
Filch 2, Gambling 3, Sense Trouble 2

HACKER

The 21st-century box man does his
breaking and entering over fiberoptic

cable

clandestine-ops hacker alters data as

and wireless networks. A
well as steals it, suborning systems
rather than crashing them. Real-world
hacking depends at least as much on
social engineering — working on
human weaknesses — as it does on
cybernetic savvy and 1337 coding skillz.

This Background combines particularly

well with the Analyst, the Black Bagger,

or the Wire Rat.

Specific Examples: Ukrainian industrial-
espionage contractor, GCHQ
codes-and-signals “wrangler,” Swiss
bank financial security specialist,

IDF Unit 8200 cyberwarfare
programmer, freelance American
computer security specialist.

INVESTIGATIVE ABILITIES:

Cryptography 1*, Data Recovery 2,
Electronic Surveillance 2, Traffic
Analysis |, Urban Survival |
Alternates: Accounting, Bureaucracy,
Forgery, Human Terrain, Reassurance

GENERAL ABILITIES: Digital Intrusion 10,
Disguise 2, Infiltration 2, Mechanics 4
Alternates: Network

*free from 8+ in Digital Intrusion.

INVESTIGATOR

This is the straightforward, meat-and-
potatoes sort of agent: given a problem,
he tries to solve it. Sometimes that
involves calling in the law or backup;
sometimes it involves calling in a wet
worker to “resolve” it; sometimes it
involves calling in a Predator drone
to really, really “resolve” it. Many
investigators are reactive rather than
proactive:  counter-terror, counter-
intelligence, counter-organized crime.
Specific Examples: MI5 or FSB field
agent, French National Police
inspector, Italian special anti-Mafia

magistrate’s officer, Triad fixer.

INVESTIGATIVE ABILITIES: Bureaucracy
I, Cop Talk I, Interrogation
I, Law |, Notice 2
Alternates: Criminology,
Intimidation, Streetwise
GENERAL ABILITIES: Disguise 2,
Hand-to-Hand 6, Infiltration 2,
Sense Trouble 2, Surveillance 6
Alternates: Athletics, Driving, Shooting

MEDIC

It’s not just about the healing, although
it’s mostly about that. It’s also about the
truth serum administering, or the talking
agents out of (or into) collapsing, or the
spotting viral-biological threats before
they hit the headlines, or the figuring
out just what killed all those Triad thugs.
SPECIFIC EXAMPLES: Scotland Yard forensic
pathologist, CIA “shrinker” or MI6
“inquisitor”, GSG 9 trauma medic,
Paris or Naples EMT, US Navy
corpsman,WHO or Médecins Sans
Frontiéres hematologist, Russian
Army biological warfare specialist.
INVESTIGATIVE ABILITIES:
Bullshit Detector 2%, Chemistry 1,
Diagnosis 2**, Forensic Pathology 1,
Interrogation |, Pharmacy |
Alternates: Human Terrain, Languages,
Reassurance
GENERAL ABILITIES: Medic 10, Shrink 8
Alternates: Driving, Health, Stability
* includes the free | point
from 8+ in Shrink.
**includes the free | point
from 8+ in Medic.

MULE

A mule specializes in taking things
from one side of a border to another:
drugs, girls, fellow agents, antiquities,
defectors, stolen cars,amysterioussilver
briefcase, you name it. Many mules are
part of a long family line of smugglers,
especially in the clan-riven Balkans and
Middle East; others are part of a wide
network of criminals organized along
vaguely ethnic lines. Still others work
for specific agencies at specific border
crossings; a few have good enough cover
to get them across multiple borders
times. This

combines well with Watcher to create

multiple Background
a “tourist” or “lamplighter,” a long-term
surveillance artist assigned to a highly
mobile, high-value target.

CHARREIERS M BACHGROUADS:

MAKING YOUR OWN
BACKGROUND

The Backgrounds
intended to be
comprehensive. If they inspire you to

provided are
inspirational, not

make your own Background, more
power to you! Since Backgrounds have
no in-game mechanical effect, go ahead
and make up any Background you like
as long as the Director approves the
concept. Each Background comprises
6 points in Investigative abilities, and
18 points in General abilities.

The listed
occupational: they narrowly track an

Backgrounds are

agent’s role in a team of operatives,
or on a crew of “deniable assets.” You
could just as easily build Backgrounds
intended to recall literary or cinematic
models of thriller fiction, although the
ones given here should take Athletics
ratings of 8+ in addition:

BRAINWASHED BLACH PROGRAM
BADASS

INVESTIGATIVE ABILITIES:
Electronic Surveillance |,
Notice |, Tradecraft |, Traffic
Analysis |, Urban Survival 2

GENERAL ABILITIES:
Hand-to-Hand 8, Shooting 6,
Surveillance 4

HOT URMPIRE SLAYER

INVESTIGATIVE ABILITIES:
Bullshit Detector |, Flirting I,
Occult Studies |, Reassurance |,

Vampirology 2
GENERAL ABILITIES:
Hand-to-Hand 8,Weapons 10

MI6 AGENT WITH LICENSE TO HILL

INVESTIGATIVE ABILITIES:
Flirting 2, High Society 2,
Intimidation I, Tradecraft |

GENERAL ABILITIES: Driving 4,
Gambling 3, Hand-to-Hand 4,
Infiltration 2, Shooting 5

OFF-DUTY COP ON THE COAST

INVESTIGATIVE ABILITIES:
Architecture |, Bullshit Detector 2,
Cop Talk 2, Intimidation |

GENERAL ABILITIES:

Hand-to-Hand 5, Sense Trouble 3,
Shooting 5, Surveillance 5




Specific Examples: Serbian human
trafficker for the Nasa Stvar, bent
Spanish SVA customs officer, Israeli
mafia Ecstasy smuggler, SVR “oil
engineer” under commercial cover,
bent Louvre art restorer, Ml6
“bride” courier taking documents
to an agent in a denied area.

INVESTIGATIVE ABILITIES:

Bureaucracy |, Forgery I,
Negotiation 2, Outdoor Survival
or Urban Survival |, Streetwise |
Alternates: Archaeology, Art History

GENERAL ABILITIES: Conceal 8,
Driving 4, Piloting 2, Surveillance 4
Alternates: Cover

MUSCLE

Securityandintelligence agencies usually
use ex-military types for bodyguarding,
general guarding, and the occasional
“put the fear of Sarkozy into them” type
mission, or to run interference on ops
where the other side will be heavily
armed andready to throw down. Military
intelligence agencies don’t even have to
go as far as ex-military types.
Specific Examples: GRU or Carabineri
NCO, ex-Bundeswehr mercenary
in Bosnia, ex-Spetsnaz bodyguard
for the Tverskaya Bratva, DGSE
“Active,” MI6 “scalphunter,” CIA
paramilitary asset, FSB “nursemaid”
for potential defectors.
INVESTIGATIVE ABILITIES:
Interrogation |, Intimidation I,
Military Science 2, Outdoor
Survival or Urban Survival 2
GENERAL ABILITIES: Athletics 6,
Hand-to-Hand 8, either
Shooting or Weapons 4
Alternates: Explosive
Devices, Sense Trouble

WATCHER

Also called an“eyeball,”a watcher usually
comes out of counter-intelligence, and
specializes in surveillance. Although
electronic options are ever improving,
the integrated system of shoe leather
and retina still works more reliably and
flexibly than any other. Watchers hang
out in the generic-looking van down the
street, maintain foot or rolling coverage,
set up “picket coverage” to monitor
choke points, and ideally keep the target

in a “floating box” with watchers on all

sides. This background cross-trains well
with Muscle, amplifies Wire Rat or
Investigator, and (added to Wet Worker)
makes a good cinematic assassin.
Specific Examples: MI5 or FSB
“pavement artists,” Camorra
“nightingale” lookout, Cannes or
Berlin paparazzo, private detective.
INVESTIGATIVE ABILITIES: Electronic
Surveillance 2*, Notice |,
Photography 2, Tradecraft |,
Urban Survival |
Alternates: Architecture, Human
Terrain, Streetwise, Traffic Analysis
GENERAL ABILITIES: Disguise 2,
Infiltration 2, Driving 4,
Surveillance 10
Alternates: Athletics, Conceal,
Digital Intrusion
*includes the free | point
from 8+ in Surveillance.

WET WORKER
The charmers in the KGB’s old Special
Burcau 13 coined the term mokroye delo
(“wet work”) to refer to assassinations.
Neither the term nor the task is
exclusive to the Russians: even agencies
legally restricted from carrying out
assassinations and executive murders
hire plausibly deniable cut-outs to do it
for them.
Specific Examples: GSG 9 sniper,

FSB or Mossad assassin, Camorra

hit man, IRA “hard boy.”
INVESTIGATIVE ABILITIES:

Intimidation 2, Streetwise 2,

Urban Survival 2

Alternates: Criminology, Electronic

Surveillance, Photography
GENERAL ABILITIES: Either

Shooting or Weapons 10,

Hand-to-Hand 4, Surveillance 4




Alternates: Disguise, Explosive
Devices, Infiltration, Special
Weapons Training (see p. 76)

WHEEL ARTIST

Defensive, security, and stunt driving
courses are not entirely uncommon,
in Europe or America. Europe also
has thriving motor sports, film, and
kidnapping industries, all of which
produce excellent drivers. While the
dedicated “wheel man” is more usual in
criminal conspiracies than intelligence
ops, clandestine missions likewise
depend on speedy exits when they don’t
go entirely as planned. This Background
is a double threat with Watcher or Mule.
Specific Examples: Union Corse car

thief, DGSE “Action Division” driver,

Abilities in GUMSHOE break down into
two main categories: the Investigative
gather  the

information you need to figure out what

abilities you use to

the opposition is up to and how to stop
them; and the General abilities that
allow you to survive the investigation
and win the confrontation.

The rules don’t care whether your
high Athletics rating comes from years
of military training or just natural grace
and speed. Similarly, whether you’re an
intuitive geniusoraplodding, meticulous
scholar is irrelevant in gauging your
Archaeology ability. You can decide
such things while personalizing your
character. What matters is what you can
accomplish; how you accomplished it is
up to you.

Ability descriptions consist of a
brief general description, followed by
examples of their use in an operation.
Creative players should be able to
their
situations

propose additional wuses for

abilities as unexpected
confront their characters.

Certain specific actions may overlap
between several abilities, ideally
providing many possible ways forward
in the scenario and giving many players

a shot at the spotlight. For example:

U.S. Diplomatic Security driver,

Deutsche Bank-provided chauffeur.
INVESTIGATIVE ABILITIES: Cop Talk 2,

Streetwise 2, Urban Survival 2

Alternates: Electronic Surveillance
GENERAL ABILITIES: Driving 10,

Mechanics 4, Piloting 4

Alternates: Sense Trouble, Surveillance

WIRE RAT

In the clandestine world technical
experts, as distinct from hackers, are
almostalways“nutsand bolts”electronics
specialists, with a side of metal shop.
Building bugs or guns into innocuous
objects is another wire rat specialty in
spy thrillers, as is general gadgeteering.
This Background works well not only
combined with the Hacker but with

B you can enhance image resolution

with Data Recovery, Electronic
Surveillance, or Photography.

B you can analyze (or synthesize)

a designer drug with either
Chemistry or Pharmacy.

B you can identify a smuggled artifact
with Archaeology, Art History,
or possibly Occult Studies.

B you can tell what gun made that exit
wound with Criminology, Forensic
Pathology, or Military Science — or
with an investigative use of Shooting,

B you can pick out the real leader
of a Chechen gang with Human
Terrain or Streetwise.

B you can bluff your way into a
hospital with Bureaucracy, Diagnosis,
Forgery (for a plausible ID badge),

or an investigative use of Disguise.

Some abilities, like Notice and Research,
are broadly useful, and will crop up
constantly. Others may be called for
many times in the course of one scenario,
and not at all in others. When building
your character, strike a balance between
the reliable workhorse abilities and their

exotic, specialized counterparts.

the Black Bagger: cutting alarms and

cameras is the first half of breaking and

entering. It supercharges Bang-and-

Burners and Watchers.

Specific Examples: GRU or DGSE
comms expert, Interpol security
systems consultant, Metropolitan
Police CCTYV installer, MI6 bug-
sweeping “ferret,” Mossad technical

services officer, USIA radio engineer.
INVESTIGATIVE ABILITIES: Chemistry
|, Data Recovery 2, Electronic
Surveillance 2, Notice |
Alternates: Architecture, Photography
GENERAL ABILITIES: Conceal 3,
Digital Intrusion 2, Infiltration 2,
Mechanics 6, Preparedness 5
Alternates: Explosive Devices,
Surveillance

ABILIEIES

INVESTIGATIVE
ABILITIES

Any rating in an Investigative ability

indicates a high degree of professional
accomplishment or impressive natural
talent (see p. 10). If you have an
ability relevant to the task at hand, you
automatically succeed indiscovering
any information or overcoming any
obstacles necessary to propel you from
the current scene further into the story.

Each rating gives you a pool of points
to spend in situations related to its base
ability. You may ask to spend points
to gain special benefits. Sometimes the
Director will offer you the chance to
spend points. In other circumstances she
may accept your suggestions of ways to
gain special benefits. (See p. 45 for
more on spends.) Use them wisely;
spent Investigative points do not return
until the next operation begins.



WHY NO LYING ABILITY? ———

Unlike many other RPG rules sets,
GUMSHOE does not treat lying as an
ability unto itself. Instead characters
employ it as a tactic while using
any of the various interpersonal
abilities. With Bureaucracy, you tell
functionaries what they want to
hear. A little Flirting convinces the
attractive stranger you admire her
politics. Using
convince suspects that you're really

Interrogation, you

just trying to help them out, and so
on. There’s a little bit of deception in
nearly every successful interpersonal
interaction — at least that’s how it

works for covert operatives.

ACCOUNTING cacADEMIC)

You understand bookkeeping and
accountancy procedures; you can read
and keep financial records. You can:

m tell legitimate businesses
from criminal enterprises

W reconstruct financial histories
from old records (uncovering,
say, slave-trading or smuggling)

B spot the telltale signs of
embezzlement, bribes,
blackmail, or shell companies

W track payments to their source

B launder funds and set up
numbered accounts

W interact with bankers and money
launderers as a professional equal

ARCHAEOLOGY (acapEMIC)

You excavate and study the structures
and artifacts of historical cultures and
civilizations. You can:

m tell how long something has been
buried and date its construction

W identify artifacts by culture and usage

m distinguish real artifacts from fakes

W navigate inside ruins and catacombs,
including finding secret doors
and hidden construction

® describe the customs of ancient
or historical cultures

m spot well-disguised graves and
underground hiding places

B interpret site maps and
archaeological dig records

W estimate the market value
of, and likely customers
for, a smuggled artifact

W interact with archaeologists
and museum curators as
a professional equal

ARCHITECTURE tacaDEMIC)

You know how buildings (and
infrastructure generally) are designed
and constructed. You can:

W gucss what lies around the corner
while exploring an unknown
structure or sewer system

® deduce or discover where sewer,
power, phone, cable, and gas lines
enter or pass beneath a structure,
and trace them within it

® rough out a floor plan and
interpret blueprints

W judge the relative strength
of building materials

® identify a building’s age,
architectural style, original use,
and history of modifications

m deduce the existence of
hidden rooms, bricked-over
sewers, or secret crypts

B construct stable makeshift structures

® identify elements vital to the
structural integrity of buildings,
sewers, dams, or bridges

W interact with architects and civil

engineers as a professional equal

ART HISTORY tAcADEMIC)

You're an expert on works of art
(including the practical arts such as
furniture and pottery) from an aesthetic
and technical point of view. You can:

m distinguish real works from fakes
® tcll when something has been
retouched or altered
® identify the age of an object
by style and materials
B accurately estimate the price of, and
likely customers for, an objet d’art
m call to mind historical details on
artists and those around them
m call to mind details of stolen
or missing artworks
W interact with art collectors
and museum curators as
a professional equal

ASTRONOMY (acapEmIc)

You study celestial objects, including the
stars and planets. You can:

B decipher astrological texts

B recall the phase of the moon
and time of sunset and sunrise
without looking it up

W usc a telescope, including
large reflectors

B plot the movement of stars and
planets, including which ones
are overhead at any given time

B predict eclipses, comets, meteor
showers, and other regular
astronomical phenomena

® calculate flight paths for
ballistic missiles or rockets

BULLSHIT DETECTOR tinTeRPERSONAL)

Not all lies are verbal.You can tell when
a person is attempting to project a false
impression through body language,
using the human capacity to judge and
sense motives and character. Basically,
this ability allows you to tell if someone
is lying to you, and (with a spend) make
a decent guess about their motives.
This doesn’t tell you what they’re lying
about, specifically, or see through their
lies to the truth.

This ability works best on nervous,
guilty, or unpracticed liars, especially
civilians or petty criminals.

Certain individuals — con men,
actors, expert deep—cover agents,
professional gamblers, and similar —
may be so adept at lying that they never
set off your built-in lic detector, or
overload it by being “always on.” Some
people believe their own falsehoods.
Psychopathicandsociopathicpersonality
types and brainwashed vampire cultists
lie reflexively and without shame,
depriving you of the telltale tics and
gestures you use to sense when a person
is deceiving you. Many of the undead, or
those who have tasted their blood and
been changed, will occasionally “read
wrong,” but will similarly fail to send
any useful signals to a human watcher.

You can also use this ability to cold-
read a mark for fortune-telling scams,
phony seances or mentalist acts, and the

like.



CHARACTERS.

BUREAUCRACY unterpErSONAL)

You know how to navigate a bureaucratic
organization, whether it’s a government
office or a large corporation. You know
how to get what you want from it in
an expeditious manner, and with a
minimum of ruffled feathers. You can:

B convince officials to provide sensitive
or inconvenient information

W gain credentials on false pretences

® find the person who really
knows what’s going on

B develop and maintain contacts
within a bureaucracy with which
you have regular dealings

W Jocate offices and files

B borrow equipment or supplies

B convince third parties subject
to a bureaucracy that you have a
legitimate work order or request

Bureaucracyisnotacatch-allinformation
gathering ability. Bureaucrats wish to
convey the impression that they are busy
and harried, whether or not they actually
are. Most take a profound, secret joy in
directing inquiries elsewhere. When

characters attempttouse Bureaucracy to
gain information more easily accessible
via other abilities (such as Research),
their contacts simply lose the request
and go to lunch early. For a contact who
will really stick their neck out (so to
speak), use the Network ability (see p.
31).

CHEMISTRY crecknicAL)

You're trained in the analysis and
manipulation of chemical substances,
and have a working knowledge of
such related sciences as biochemistry,
genetics, geology, and metallurgy. Given
suitable lab facilities, you can:

B among a wide variety of other
materials, identify drugs,
pharmaceuticals, toxins, and viruses

B create simple explosives,
incendiaries, poisons,
gases, and acids

W analyze unknown substances,
soil samples, minerals, alloys,
compounds, gene sequences, etc.

B match samples of dirt or vegetation
from a piece of evidence to a scene

B perform chemical document
analysis on ink or paper

® safely handle (or knowledgably
advise against handling at
all) hazardous materials

W interact with physical scientists and
lab techs as a professional equal

COP TALK wnrerpersonAL)

You know how to speak the lingo of the
police, and to make them feel confident
and relaxed in your presence. You may
be a current or former cop (or national
police agent), or simply pose as the kind
of person they immediately identify as a
solid, trustworthy citizen. You can:

m coolly ply cops for
confidential information
W gct excused for minor infractions
® imply that you are a
colleague, authorized to
participate in their cases
® tell when a cop is lying to you
or holding something back

CRIMINOLOGY tAcaoemIC)

You study crimes, and the methods
for solving crimes, from laboratory
techniques to psychological profiling.
You can:

B recall details of past art thefts,
bank robberies, serial murders,
and everything in between

B plan a criminal enterprise
successfully

B make accurate guesses as to the
upbringing and pathology of
criminals or killers based on
their known modus operandi

B predict criminals’ future actions
based on their past behavior,
researched or observed

W detail or predict the organizational
structure, leadership, and activities
of known organized crime rings

B note relationships between objects
at a crime scene, reconstructing
sequences of events

W transfer, take, and match
fingerprints using the naked eye
or software; you are familiar with
all major fingerprint databases

B match typewritten materials to
a given machine, handwriting to
a known sample, tire tracks to

specific models or vehicles, etc.



B bag and tag objects for
forensic analysis without
contaminating your samples
B perform ballistics and gunpowder
analysis of bullets or other residue
B perform blood and fiber tests
on crime scene evidence

CRYPTOGRAPHY crecHnicAL)

You’re an expert in the making and
breaking of codes in any language you
canread, from the simple ciphers of old-
school espionage to the supercomputer
algorithms of the present day. Shown a
code, you can guess who might be using
it. Given some time and a dictionary,
you may be able to puzzle out foreign
alphabets, translating languages by brute

force.
DATA RECOUERY wrechnicaL)
You wuse computer and electronic

technology to retrieve and enhance
seemingly inaccessible information or
imagery on hard drives and other media.
You can:

W recover hidden, erased, or
corrupted computer files

B increase the clarity of audio
recordings, zeroing in on
desired elements

B strip and read data from
key cards, SIM cards, RFID
tags, and similar media

B miraculously find detailed,
high-resolution images within
a blurry video image or
pixilated JPEG (Not )

B interpret and enhance spy plane and
satellite imagery intel (IMINT), or
even provide a real-time feed from
a series of satellite downlinks

Actually tasking a spy plane or satellite
involves either Digital Intrusion (at
very steep Difficulty), calling on your
Network, or making a big Interpersonal
ability spend.

Simply  discovering  information
(including commercial satellite imagery)
in a computer or electronic database
is Research; illicit use of a protected
computer system or database is Digital

Intrusion.

DIAGNOSIS tAcADEMIC)

You diagnose human disease, injuries,

poisonings, and  physical frailties,
and may be broadly acquainted with
veterinary medicine as well. At a rating
of 2 or more, you may have a medical

license. You can:

® diagnose diseases, poisonings,
and other ailments

B prescribe treatment for a
treatable condition

B deliver a baby

B identify the extent and cause of
an unconscious person’s trauma

B detect when a person is suffering
from a physically debilitating
condition such as drug addiction,
pregnancy, or malnutrition

W cstablish a person’s general
level of health

B identify medical abnormalities

® understand medical jargon

W interact with medical

professionals as a peer

At the Director’s discretion, you may be
trainedinamore complexspecialty,aswell
as the sort of general practice indicated
here. The Director may or may not allow

very elementary Forensic Pathology (“the
killer used a blunt instrument; death was
instantaneous”) with this ability.

ELECTRONIC SURUEILLANCE crecknica

You're adept at the use of sound and
video recording equipment to gather
intelligence. Given proper gear, you can:

W trace phone calls and GPS signals

B plant secret listening devices
or hidden cameras

m create ad hoc listening
devices using cell phones or
other street technology

W Jocate secret listening
devices, sensors, or cameras
planted by others

B make high-quality audio
and video recordings

B enhance the quality of audio
and video recordings, isolating
chosen sounds or images

Discovering abug on someone else is often
a free core clue; discovering a bug planted
on yourself or your fellow agents usually
requires a 1-point spend of Electronic
Surveillance or a Conceal test (see p.
27).



CHARACTERS - M- ABILITIES

Actually tapping a phone line or
fiberoptic cable requires an Investigative
use of Mechanics. Evading electronic
surveillance systems is almost always an
Infiltration test.

FLATTERY nteRPERSONAL)

Youre good at getting people to help
you by complimenting them, as subtly or
blatantly as they prefer. You can quickly
size up someone in conversation and
discern areas of pride or of hidden shame
(both susceptible to your approach).
You can get them to:

W reveal information
B perform minor favors
W regard you as trustworthy

FLIRTING (inTeRPERSONAL)

You’re adept at winning cooperation from
people who find you sexually attractive.
You can quickly size up someone in
conversation and develop a notion of
their specific romantic or sexual tastes.
You can get them to:

B reveal information
B help you in small ways
m date you

You can also spot romantic or sexual
attractions or connections between other
people by watching them interact.

It’s up to you whether a high rating
in Flirting means that you are physically
alluring, winning and charismatic,
or simply exude a sexual magnetism
unrelated to your looks.

FORENSIC PATHOLOGY recHnicAL)

You study crime scenes and perform

autopsies on deceased subjects to
determine their cause and circumstances
of death. You can use skeletal evidence
to reconstruct the physical details (age,
sex, medical condition, sometimes
occupation) of the deceased.

Among other things, your examination

can identify:

B the nature of the weapon or
weapons used on the victim, if any

B the approximate time of death

B the presence of intoxicants or
other foreign substances in the
bloodstream or on the skin

m the contents of the victim’s last meal

In rnany cases, you can:

B reconstruct the sequence of
events leading to the victim’s
death from the arrangement
of wounds on the body

B determine time (and sometimes
place) of death by studying
the insects at the scene (or the
eggs and larvae in the body)

® perform DNA analysis on samples
found at crime scenes, matching
them to samples taken from targets

FORGERY (recHnicAL)

You fake things. Given time, originals
(or good images), suitable materials, and
work space, you can:

W create a false passport, driving license,
visa, or other government credential
(see p. 27 for forged Cover)

® forge handwriting with a
sample to work from

B fake a book, pamphlet, newspaper,
or other published work

m forge a painting, sculpture,
or other objet d’art

m artificially age paper and ink

m spot forgeries, and make intelligent
deductions about the forger

B undetectably open and re-seal
a sealed envelope, document
pouch, or other “soft” container

W create an attractive, if
uninspired, work of art on a
subject of your choosing

It takes less time and effort to create
a fake credential that will never be
checked: an employee ID badge for
an office building, a fake police shield
to get past a doorman, etc. Such fakes
often prove useful in getting into places
to find clues; the forged equivalents of
(or equipment for) investigative use of
the Disguise ability (see p. 28). They
don’t cost points if:

B They won’t pass a cross-check
(essentially Cover 0); or
B They are needed to get a core clue.

For every rating point you have in
Forgery, you may declare that you’re
“untouchable” in one specific type
of forged book, item, or document:
black-letter
German vampire pamphlets, late-period

American passports,

CRYPTOSRAPHY: 10.HIGH: SOGI

Gauguins, or Turkish entry visas. By
narrative fiat, your work in that field
cannot be detected as a forgery under any
circumstances short of your confession.
It is perfect. (That said, a perfectly
forged passport with no electronic
records backing it up will be put on a
watch list sooner rather than later; such
one-use “burn” passports essentially
equal 1 point of Cover; see p. 27.)

You do not have to select your
specific specialties until they come up
in play, as long as you have the extra
rating points. This does not represent
a newly developed specialty, but rather
something you just haven’t bothered
to mention yet. As with Driving,
Languages, and other similar abilities,
you may want to keep “slots” open in
Forgery so that during an adventure
you can reveal that you’ve “always” had
a stash of Romanian Foreign Ministry
stationery handy.

The Director is always within her
rights to reject any suggested forgery as
unbalancing or impossible.

COUNTERFEITING

Forging currency requires specialized
engraving machines and one-of-a-kind
inks, papers, and digital microthreads
in industrial quantity, not to mention
a perfect plate (or digital file) to work
from. The Director will likely rule that
counterfeiting is impossible for player
characters. Alternatively, in the interest
of “thriller reality,” she might allow an
agent with an open Forgery slot to hand-
counterfeit 2d6 thousand euro, pounds,
rubles, or dollars — at the cost of a little
extra Heat (see p. 87).

HIGH SOCIETY tinterpeRsonAL)

You know how to hang with the rich
and famous, and how to chat them up
without getting security called. You
are comfortable with “old money”
aristocracy, with the Davos clite, with
the televised chattering classes, and with
the crassest of nouveau riche vulgarians
and celebutantes. Yachts, Gulfstreams,
and Michelin-starred restaurants are

your seeming natural habitat. You can:

B dress fashionably for any occasion

W get past the velvet rope at exclusive
clubs and parties, or past the
concierge at a four-star hotel




B drop brand names, allude to
current trends, and generally
blend in culturally with rich
scenesters of all types

® identify the best wine, liquor, food,
jewelry, and other luxury goods

B successfully schmooze for an
introduction to, e.g., a celebrity,
elected official, or financier

W recall specific or relevant
gossip or news about the tastes,
lifestyles, or sordid behavior
of a rich or famous person

B know where and when the best
parties, most culturally important
openings, or other gala events
in any city are due to happen

B score drugs or otherwise find the
seamy side (if any) of high-society
functions, happening nightclubs, etc.

W interact with the rich and
famous as an accepted equal

Note that this ability does not necessarily
convey any actual wealth or fame. The
Director can, if she wishes, allow an agent
to use family connections or a liberated
Company slush fund to explain it.

HISTORY tAcApEmIC)

You're an expert in recorded human
history, with an emphasis on its political,
military, economic, and technological
developments. You are also an expert in
the tools historians use: documents and

books. You can:

W recognize obscure historical allusions
B recall important or relevant events
in a given country, city, or region
® identify ancient languages and scripts
B perform textual analysis on
a manuscript or book to date
it or identify the author
B determine the age of a document
B tell where and when an object made
during historical times was fashioned
B identify the period of an
article of dress or costume
W interact with historians and
similar academics as a peer

HUMAN TERRAIN tacApEMIC)

Modern counter—insurgency strategy
calls for “human terrain mapping,” along
with the more conventional physical
terrain mapping involved in combat
operations. The “human terrain”includes

the “areas, structures, organizations,
cultures, people, and events” of a region:
mapping and exploiting that terrain
comprises disciplines like anthropology,
sociology, theology, social psychology,
political science, and propaganda.

As a trained and knowledgeable
mapper of human terrain, you can:

B identify artifacts and rituals
of living cultures
B describe and predict the customs of
a foreign group or local subculture
® predict the behavior of a given
crowd, mob, or militant faction
B supply information about
religious practices and beliefs
B quote relevant tags from
the major scriptures
W recognize the names and
attributes of various saints, gods,
and other figures of religious
worship and veneration
® identify whether a given
religious practice or ritual
is orthodox or heretical
® identify temples, meeting places, or
other locally important structures
B analyze political and social structures
— including identifying key figures,
rivalries, and weak points — in
a given group or society: i.e., a
warlord’s militia, an academic
conference, a labor union, or a
majority-Muslim banlieue in Paris.
® develop a strongly appealing
political or religious message for
a given subculture or society
B detect, or conspire at,
clection rigging

INTERROGATION cinTeRPERSONAL)

You extract information from subjects
fearful of your authority, cruelty, or
power. To use this ability, you must place
the target in custody, or in a situation
evocative of constraint and punishment.
You might borrow an interrogation room
from local cops, or construct a makeshift
one inan abandoned shipping container or
a disused Balkan cement factory. Through
threats, persistence, and the occasional
deception, you gradually establish a
bond with your targets, convincing them
to identify with you psychologically, and
that giving up the information you seek
— even if it’s a confession — is their only

remaining option.

As a trained interrogator, you can:

B prepare a room for an
interrogation session

W assess what lines of attack might
work best on an individual subject

W recognize someone who’s
been professionally trained
to resist interrogation

B put someone on the defensive
in an ordinary conversation

® know the laws regarding
treatment of prisoners of
war or criminal suspects

INTIMIDATION tnrerPERSONAL)

You elicit cooperation from targets by
seeming physically imposing, invading
their personal space, and adopting a
psychologically commanding manner.
Intimidation may involve implied or
direct threats of physical violence, but is
just as often an act of mental dominance
such as a staredown or a well-directed

taunt. You can:

B gain information

W inspire the target to leave the arca

W anger the target into involuntarily
revealing information

B quell a target’s desire to attempt
violence against you or others

LANGUAGES (acApemic)

For cach rating point in Languages,
you are verbally fluent and literate in
a number of languages other than your
native tongue:

LANGUAGES
RATING

ADDITIONAL
LANGUAGES

1| +2
2 | +3
3+ | +4

For instance, Languages 2 gives you five
languages besides your native one (+2
for Languages 1, and then +3 more for
Languages 2); at Languages 4, you can
speak and read thirteen other languages!

You may elect to know an ancient
language that is no longer spoken
although

the Director may disallow occult,

(Sumerian, for example),

antediluvian, or inhuman languagesifthey
turn up in the course of the campaign.



GETTING INTERROGATED

If an NPC is asking questions of a
player character, the Director needs
to step carefully to avoid breaking
genre and breaking her game.

Outside a formal context, agents
with Tradecraft, Bullshit Detector,
or similar abilities notice someone
casually pumping them, studying their
body language, etc. Let the players
decide whether (and what) to spill.
Spends can suggest fruitful lies or half-
truths, or help determine what will
make the problem go away.

If the attempt is obvious or official,
work it as an Interpersonal or
other ability use for the agent: At a
diplomatic reception, the agents can
use Reassurance or Criminology to
evade questions about mysterious
deaths; at the police station, use Cop
Talk to brush off any questions or Law
to get released without interrogation.

If a lengthy
unavoidable — say, if the agents are

confrontation s

being questioned by VEVAK operators

Lip-reading counts as a single
language, which you can use to read the
lips of anyone speaking a language you
understand.

The Director may allow overlap
between related languages — an agent
fluent in Norwegian may plausibly
claim to be fluent (or at least “mostly
able to get by”) in Swedish, for example,
without adding another rating point.

ASL may encompass other common
sign languages at the Director’s option.

You may specify these when you
create your character, or choose
opportunistically in the course of play,
revealing that you just happen to read,
say, Basque, when circumstances require
it. You are not learning the language
spontaneously but revealing a hitherto
unmentioned fact about your character.

To facilitate

communication, all agents speak at least

intraparty

accented English for free, regardless of
their native tongue. (If, for whatever
reason, all the players select native
Francophones, or Russian-speaking
former Warsaw Pact operatives, or
otherwise have a non-English language

in an anonymous basement — then
it's not a contest any more, its a plot
device. (But see Getting Captured, p.
I15.) Do what you must to get the
story going rather than reveling in the
agents’ helplessness — make it a ticking
clock for the inevitable rescue: for each
Interrogation point a captured agent
spends, he can resist talking for one
day (or one scene, depending on the
Director’s dramatic timing). Alternately,
just cut to a shove out of a moving van the
next morning and the agents’ mysterious
release. Any strange bite marks show up
in the meantime? Needle marks where
someone drew blood?

@) 'n MIRROR mode campaigns, it is

within genre for the agents to give up
data to advance their own agendas, or
even to flip and become double agents
after interrogation or capture. Even so,
the Director should make sure at the
beginning of the game that the players
don’t mind such developments.

in common, you may disregard this
conceit.) The Director may graciously
offer players of native English-speaking
characters one free language to balance
this rule.

These language rules offer more
languages per slot than standard
GUMSHOE rules for the Languages
ability, because the spy thriller genre
embraces cosmopolitan settings and
globetrotting transitions. And because
“None of us speak Serbo-Croatian”
adventures  counter the  player-
facing “always get the clue” ethos of
GUMSHOE. Not to mention being

tiresome to run and play.

LAUJ cAcaDEmIC)

You know the criminal and civil laws
of your home jurisdiction well, and are
broadly acquainted with foreign legal
systems. At a rating of 2 or more, you
may be (or impersonate) a bar-certified
attorney. You can:

W assess the legal risks attendant
on any course of action
B understand lawyerly jargon

GATIUE-ABILITIES : HISTORY: TO:-A0TICE:

W argue with police and prosecutors
W interact with lawyers,
magistrates, and court officers
as a professional equal

MILITARY SCIENCE tacapEmIC)

You are a student of warfare, probably
trained as such in a military academy.
This expertise includes a knowledge
of military history, strategy and tactics,
and the weapons, technologies, and
engineering techniques ofthebattlefield.
You can:

® identify uniforms and insignia

® identify an unknown military or
paramilitary force by examining
the weapons they use

B deduce a soldier’s training
and assignment history
from his demeanor and use
of slang and jargon

B spot weaknesses in an enemy’s
fortifications or tactics

B note relationships between
objects and damage at the
scene of a firefight or battle,
reconstructing sequences of events

H use Military Science as an
interpersonal ability to interact with
military and paramilitary personnel

NEGOTIATION GnTERPERSONALY

You are an expert in making deals with
others, convincing them that the best
arrangement for you is also the best for
them. You can:

® haggle for goods and services

B gauge likely prices of items,
including what somecone
else will pay for them

B successfully and politely bribe a
corrupt official or policeman

B mediate hostage situations
or diplomatic crises

® scll something to a potential buyer

B swap favors or information
with others

NOTICE crecHnicAL)

You're adept at casing a scene and at
finding important clues. This is the
generic ability for spotting a hidden
clue, general situational awareness,
or noticing a non-threatening visual
anomaly. You can:




B spot hidden objects or objects of
interest (including bullet casings
under a car, or drops of blood
behind the desk) at a crime scene
or other investigation site

W case a location to spot guards,
cameras, rear entrances, security
procedures, potential police
response, weapon mounts, etc.

B note entrances and exits from rooms
you're in, and who’s near them

B notice signs of a previous
search of the location

® find and transfer fingerprints,
fiber evidence, or other
physical clues in a scene

Spotting surveillance  or

enemy
monitoring a location is Surveillance;

sensing a sniper lurking in the shadows

is Sense Trouble. Searching for a
deliberately hidden object that is not a

core clue is Conceal.

OCCULT STUDIES tacaoemic)

You’re an expert in the historical study
of magic, superstition, and sorcery from
the Stone Age to the present. From the
Templars to Voodoo to the Golden
Dawn, you know the dates, the places,
the controversies, and the legends. You

can:

W identify the cultural traditions
informing a ritual by examining
its physical aftermath

W gucss the intended effect of a
ritual from its physical aftermath

B fake a fortune-telling session,
séance, or other occult activity

W read and cast a horoscope

B supply historical facts and anecdotes
concerning various occult traditions,
cult groups, demons, and legends

B identify occult paraphernalia,
grimoires, symbols, and codes

B identify occult activities as the work
of informed practitioners, teenage
posers, or bona fide vampires

This ability does not cover vampire lore
per se, which is handled by Vampirology.

This ability does not allow you to work
magic or summon supernatural entities,
even if the campaign admits the existence
of magic. You may believe in the occult
or not; the skill functions just as well in
either case.

At the Director’s discretion, this ability
also covers UFO lore, cryptozoology,
conspiracy theory, zero-point physics,
and other fringe sciences. In a campaign
heavily involving such matters, the
Director may instead add a Fringe Science

ability paralleling Occult Studies.

OUTDOOR SURUIUAL tTecknicaL)

You have worked and lived outdoors
and in the wild, possibly during a rural
upbringing or extensive military service
“in country.”You can:

® tell when an animal is
behaving strangely

B tell whether an animal or plant
is natural to a given area

B find edible plants, hunt, and fish

W ride a horse

B make fire and survive outdoors
at night or in bad weather

W navigate overland, albeit more
easily with a compass and a map

B track people, animals, or vehicles
across grass or through forests

® hunt with dogs, including tracking
with bloodhounds, assuming you
have friendly dogs available

PHARMACY crecHnicaL)

You are able to identify and compound
drugs and medicines. You can:

® identify drugs and potions, and
recognize their side-effects
and contraindications
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® identify a drug addict after
a brief interaction

® identify poisons and
determine antidotes

W given the raw materials, manufacture
morphine, heroin, cocaine,
Ecstasy, methamphetamine, and
other controlled substances

PHOTOGRAPHY c1ecHnicAL)

You’re proficient in the use of cameras,
including still, motion-picture, digital,
and video photography. You can:

m take useful visual records of sites
of interest or surveillance targets

B spot manual retouching or
digital manipulation in a
photographic or video image

W realistically retouch and
manipulate images

® use filters and lights to
capture images only visible
in infrared or ultraviolet

® develop film if you're, like,
stuck in 1967 or something

Interpreting satellite or aerial photo
imagery uses Data Recovery or the
ability connected to the imagery’s
subject: e.g., Archacology for a dig site,
Architecture for a terrorist compound,
Military Science for a missile silo.

REASSURANCE anTerPeRSONAL)

You get people to do what you want by
putting them at ease. This may involve
fast talk, genuine sympathy, or just a
calming presence. You can:

B clicit information and minor favors
W allay fear or panic in others
B convince frightened or
worried witnesses that they
saw nothing unusual
W instill a sense of calm during a crisis

RESEARCH cacApemIC)

You know how to find factual information
from books, records, official sources,
and the Internet. You can ferret out
information from collections of books,
records, files, archives, newspaper
morgues, or big piles of unsorted papers.
If the information lies within, and you
have access to the collection, you can
find it. You're as comfortable with a

card catalogue and fiche reader as with a

BILITIES

search engine. Your smart phone address
book brims with exotic and informative
contacts.

This skill covers any open source
intelligence (OSINT); if the information
is protected, you likely need Digital
Intrusion, Infiltration, or an asset in place
to get at it.

STREETWISE tnTerPeRSONAL)

You know how to behave among crooks,
gangsters, druggies, hookers, grifters,
and other habitués of the criminal
underworld. You can:

B deploy criminal etiquette to
avoid fights and conflicts
® identify unsafe locations
and dangerous people
® recall which gang or mafia
claims a given area as turf
® deal with fences, black
marketeers, drug dealers,
arms runners, and so forth
® successfully price illegal goods such
as drugs, stolen items, or weapons
® get hired for a criminal operation
® tell when practiced criminals
and con men are lying, as
with Bullshit Detector
B gather underworld rumors

Every player character begins with 1
free point in Streetwise.

TRADECRAFT nterPERSONAL)

You know how to utilize the techniques
of conventional espionage agents, and
how to talk to them if you must hold a
meet. You can:

B sct up and check a dead drop

B spot or conduct a brush
pass or car toss

B determine which agency trained a
covert operative by examining his
tradecraft, surveillance methods, etc.

® identify good places for recognition
signs, cleaning passes, etc.

B recall notorious or relevant episodes
of spying, covert ops, etc.

B gather rumors in the
covert ops world

B make contact with operatives
without scaring them off

B convey information or
threats elliptically without
tipping off eavesdroppers

Every player character begins with 1
free point in Tradecraft.

G STUDIS 10 URBn SURUIVR

TRAFFIC ANALYSIS (recknicAL

You know how to boil down a mass of
data — probably raw signals intel, a
tranche of phone records, or possibly a
whole lot of surveillance tapes — and
extract its meaning and patterns. Given
the data, you can:

® determine which numbers in a
sct of phone records are calling
who, when, about what
determine which cars in

a city’s traffic pattern are
driving where, when, and how
long they’re staying there

B find patterns in the data flow,
e.g., more murders in August,
or the same museum guard on
duty during all the incidents
B work out the daily (and weekly,
monthly, etc.) routine of an
office, military base, museum,
etc. and answer questions like:
When is payroll made? Who

takes delivery of parcels? When
does the cleaning staff arrive?
find anomalies in the data

flow, e.g., missing records or
“dogs that didn’t bark”

find weak spots in security that
follows a regular pattern

identify the source of information
(or disinformation) by tracking
its route through the system
assemble a communications

or organizational picture of a
social network such as a criminal
conspiracy, academic email list,
or division of border guards

URBAN SURUIVAL crecknicAL)

You are familiar with working and
living in cities, especially their seamier
underbelly, possibly as the result of an
urban upbringing or extensive police
service walking a beat. You can:

m tell when crowds or passersby
are behaving strangely

m tell whether a passerby or bystander
is native to a given neighborhood

W cadge spare change, Dumpster
dive, and otherwise survive
on the streets if need be

W navigate an unfamiliar urban
street layout and locate buildings
without looking like a tourist

® find open manholes, dangling




fire escapes, and conveniently
unlocked doors

B interact on friendly terms
with the local homeless or
vagrant community

B find (or avoid) a neighborhood
where you can use Streetwise
to good effect

FAMILIAR CITIES

In addition, you can recall specifics
(streets, restaurants, short cuts, etc.) of
any city you’ve ever spent more than a few
days in, and are familiar with its layout,
police patrol patterns, etc. If you need
(or the Director wants you) to track such
cities, add one city for cach rating point
in Urban Survival you have, and one city
for each separate cover you invent using
the Cover ability (see p. 27). As with
Languages, feel free to save “unassigned”
slots and add Familiar Cities retroactively
at need. Alternately (or in addition), the
Director may allow you to add any city
to your Familiar City list by spending 1
Urban Survival pool point.

UAMPIROLOGY (acaDEMIC)
The subset of

directly with vampires. You know the

occultism  dealing

traditional lore from Hercegovina to
Hammer Films, the great names, and the
legendary spoor of the undead. You can
tell actual vampire attacks from those of
mere serial killers or the affectations of
Goth wannabes.

Your popular knowledge may or may
not initially apply to actual vampires,
although as the campaign goes on, your
Vampirology ability will apply to your
monstrous foes.

In some campaigns, the Director may
notallow thisabilityatcharactercreation,
either to maintain initial suspense or
because very few spies know much about
vampires. In such campaigns, players
may buy Vampirology with experience
after encountering vampires.

GENERAL ABILITIES ——

General abilities use a different set of
rules and are measured on a different
scale than Investigative abilities. Each
rating gives you a pool of points to
spend in situations related to its base
ability. Larger General ability pools
mean more (see sidebar, p. 11) and
give you more options and power in an
action scene. You roll to succeed in a
General ability against a target Difficulty
Number. You may spend points from
a General ability pool to increase your

die roll, giving you a better chance of
success. General abilities refresh during
the operation, but you spend them faster
during combats, chases, and other action
scenes.

The two ability sets are handled in
different way because they fulfill distinct
narrative functions. The goal of any
Night’s Black Agents operation is to
solve a problem — uncover a mystery,
plan a hit, thwart an atrocity — and
then confront the forces behind it, or
at least their tools and puppets. That
confrontationmustbesuspenseful, which
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is why General abilities have a possibility
of failure. But the confrontation must
also occur for the story to satisfy, which
is why investigating the problem — in
order to get to the confrontation —
must succeed. A well-designed Night’s
Black Agents scenario rewards players
for cleverly or stylishly solving the
mystery by making the confrontation
more exciting, more survivable, or more
intellectually interesting, (For more on
scenario design, see p. 180.)

Many General abilities also function
as Investigative abilities, either when
used to gather a clue (rather than to
overcome opposition) or to interact
with people devoted to those abilities’
use: Hand-to-Hand, for example, can be
used investigatively to infiltrate a dojo or
gymnasium, and to gather information
or gossip from the clientele or managers.

CHERRIES

Almost every General ability has a
cherry, a feature that kicks in when
the character has 8 rating points or more
in it. Agents can always use that special
benefit, even if their pool in that ability
has dropped to 0.

In pUST games, only the cherries
marked with the pusT icon exist.

ATHLETICS

Athletics allows you to perform general
acts of physical derring-do, from running
to jumping to throwing grenades to
rappelling down the side of a building
to dodging falling or oncoming objects.
Any physical action not covered by
another ability probably falls under the
rubric of Athletics.

HIGHER CHERRY BRANCHES ——

Directors interested in slightly less
action-y action can raise the threshold
for cherries (and for special thriller
options, where relevant) to 12 or
more rating points. This also increases
niche protection, as individual players
have to spend more to specialize in
their favorite abilities, rather than
building full-spectrum badasses.

Even if the Director raises the level

for other cherries and options, though,

an Athletics rating of 8 or more still
provides a Hit Threshold of 4.

HARD TO HIT
If your Athletics rating is 8 or more, your
Hit Threshold, the Difficulty Number
your opponents use when attempting to
hit you in combat, is 4. Otherwise, your
Hit Threshold is 3.

THRILLER RULES

An Athletics rating of 8+ also allows
the Parkour option on p. 58 of the
Thriller Chase rules and the Support
Move option on p. 76 of the Thriller
Combat rules, if your campaign uses
them, and the Breakfall option on p.
80.

CONCEAL

You can hide things from view and
conceal them from search.Your methods
might include camouflage, holding items
out on your person, snaking things into
drawers unobserved, building secret
compartments into cars or briefcases, or
even altering a thing’s visual signature
with paint or plaster.
Among other things, you can also:

m discover things intentionally
concealed, including bugs,
cameras, or bombs

B mask an infrared or scent signature,
given suitable equipment such as
insulated cloth or coffee grounds

m cfficiently pat down a target
or, given time, conduct a
thorough strip search

m “clean” a crime scene or safe
house of evidence indicating
your presence there

B detect signs of a previous
careful, professional search

W plant a listening device,
hidden camera, or bomb

Wiring or building a bug or hidden
camera uses Electronic Surveillance
or Mechanics. Setting a bomb uses
Explosive Devices. Discovering a
camouflaged object in a reconnaissance
photo is Data Recovery. Tapping a phone
or fiberoptic line is Mechanics.

Discovering a hidden clue (especially
a core clue) comes under Notice.

You <can also wuse Electronic

Surveillance to detect bugs and cameras,

especially those aimed at other targets.
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&= ATHLETICS ADDS LIFE

COMMENTARY

If you have enough Athletics to spend,
you get to use the crazy good combat
maneuver Jump In (see p. 75).
Between Jump In and Hard to Hit, if you
don’t have an Athletics of 8 you should
strongly consider what your tactics to
stay alive will be in the midst of a chaotic
encounter. Death comes swiftly and
without hesitation to agents who can’t
adapt when a situation doesn’t go as
planned.

PERFECT HOLDOUT

If your Conceal rating is 8 or more,
you can hide a small object (e.g., knife,
detonator, phone, lockpicks, .22 caliber
pistol) on your person or in your clothing
that cannot be found without an X-ray
or strip search.

COUER

This ability represents your stash of
cover identities. It works something
like Languages in play; at any time, you
may reveal or remember the existence
of a cover identity that you established
previously: perhaps during your old
life, or while freelancing since, or even
carlier during the campaign. Provide the
Director withasmany detailsassheneeds
to work itinto the campaign. Assign ecach
cover its own pool of points taken from
your unassigned Cover pool; the “depth”
of that cover identity corresponds to its
point value. Tests of that identity —
border crossings, gaining admission to
restricted areas — will resolve as a test
of that identity’s pool against a Difficulty
(usually 4) dependent on the level of
security and on the scrutiny aimed at
your false identity.
To monitor a suspicious  artifact
smuggling ring, you need regular access
to the secure storage rooms of the Uffizi
in Florence. “Fortunately,” you tell the
Director,“l still have a legend and papers
for an art restorer named Bellamare,
Jfor a courier job I worked.” Of your 10
Cover points, you put 4 into Bellamare’s
identity, leaving you with 6 unassigned
points in your Cover pool. To get access to
the Uffizi, you flash Bellamare’s ID, spend
2 points from Bellamare’s pool, and roll
a 2, for a total of 4 and a success on the




Cover test.“Bellamare”can come and go in
the Uffizi as you wish.

When that identity has exhausted its
pool, it has been red-flagged in some
security database, and the cover may
fail at any time, or attract unwelcome
attention from law enforcement,
security agencies, or worse. A failed
cover identity always attracts Heat (see p.
87). You can, of course, use unassigned
Cover points or experience points (see p.
93) to “backfill” a strained Cover and
add more points to its pool, if you decide

it’s worth it.

You find yourself needing to get out of
Italy sooner than you'd thought.You want
to use Bellamare’s passport to get on a
plane at DaVinci and head for Stockholm
while things settle down. Just to be on the
sqfe side,)/ou put 3 more Cover points into
Bellamare, for a total of 5 in that identity.
Getting out of Italy is crucial; you spend
4 points of Bellamare’s pool to do it.You
roll a 3, and the plane takes off with you
aboard.When you land in Stockholm, you
have 1 point left in Bellamare’s pool, and
3 points of unassigned Cover left.

Every player character begins with
10 free points of Cover. Unlike other
General abilities, Cover does not refresh
during or after an operation; it can only
be “refilled” with experience points.

DIGITAL INTRUSION

You can enter secure databases without
formal access, and read, download,
alter, or delete data and records therein.
Among other things, you can also:

B monitor or even take control
of electronic and computerized
networks and systems, such as traffic
signals, a building’s security system,
or the RFID readers in a subway

® hack digital locks, assuming
you can find access to them

B clone a cell phone’s SIM card

B write viruses, worms, or
other hostile code to disable
a computer system

® identify security flaws in
a computer system

W piggyback on existing wireless
or computer networks

m transfer electronic funds, book
“free” plane tickets and hotel

reservations, commit credit
card fraud, and the like
B provide a digital “paper trail”

for a forged identity (see
Covers and Legends, p. 112)

W engage in funkspiel: impersonate
another user’s electronic “fist,”
sending pattern, or digital behavior

B blend in socially on hacker bulletin
boards and at “Black Hat” conferences

The Difficulty for most Digital Intrusion
tests against soft civilian targets is 2,
especially for tests intended to provide
a clue in a scene.

A failed Digital Intrusion test almost
always attracts Heat (see p. 87). Even
a successful Digital Intrusion test can
attract Heat if it makes waves, steals
valuable data (or cash), or otherwise
has notable effects on the system or the
outside world.

CRACHER'S CRYPTO

If your Digital Intrusion rating is 8 or
more, you get 1 free rating point in the
Investigative ability Cryptography. You
can also encrypt your team’s electronic
communications  against  all  but
government-level (NSA, GCHQ, MID,
DGSE, GRU, Unit 8200, etc.) cracking,

DISGUISE

This is the skill of altering your own
appearance, posture, and voice to be
unrecognizable. Disguising others in
anything more complex than a baseball
cap or false mustache is good only for
brief periods, as posture and body
language are vital components in any
successful disguise.

This ability also covers selling
yourself as a different person: vocal
mannerisms, altered body language,
dress and motion sense, and realistic-
seeming reactions. This is how you
pretend to be an arms dealer, museum
official, or priest without actually
having a Cover identity. (Uniforms or
ID obtained with Filch or Forgery help
with that, as does planted intel.) If the
whole team has to dress up as priests
to infiltrate the Vatican archives, use a
piggybacked Disguise test to make sure
nobody screws up.

Successfully  disguising  yourself
as an actual person already known

to those you're interacting with is

difficult.  (Mission:
Impossible style face masks are not

extraordinarily

standard equipment.) Brief voice-only
mimicry pits you against a Difficulty of
4. Face-to-face impersonation requires
a successful roll against a Difficulty of
7 for every five minutes of sustained
contact between you and the object of
your impersonation.

Disguise doublesasan Investigative
ability when used to:

W create and maintain a cover
identity among the unsuspecting
B impersonate a generic figure,
such as a security guard,
waiter, or messenger
B briefly misrepresent yourself, such
as on the telephone or in a vestibule

This Investigative use of Disquise replaces
the Impersonate ability in other GUMSHOE

games.

CONNECTED COVER

If your Disguise rating is 8 or more,
you can use Cover pool points during
play to create a connected cover
identity. Where a normal cover
provides potential or generic access,
credentials, etc., a connected cover is,
in addition, personally known to a given
NPC. Then, within reason, describe the
nature of the NPC’s previous feclings
toward your new connected cover:
respect, fear, appreciation, favors owed,
favors wanted, etc. A connected cover
identity does not require a Disguise test
to “impersonate,” but you may have to
disguise yourself out of character if you
don’t want your new cover blown.

This is a way to get out of a tense
situation: “Arpad, don’t you know
me? It’s Suslov! We did that Trieste job
together!” or infiltrate an organization
once you've learned something about
it: “Parenti, it’s Boyle. Word on the
street is you're looking for a hitter, and
I'm between jobs at the moment,” or
get close to a target: “But surely you
remember me, Clive dear — it’s Sophia,
from the World Bank!”The Director can
reject a connected cover identity that
seems abusive, but should not reject
one merely because it makes her work
a little harder to drop the hammer on

the player.



DRIVING

You're a skilled defensive driver, capable
of wringing high performance from even
the most recalcitrant automobile, pick-
up truck, or van.You can:

B cvade or conduct pursuit

® avoid collisions, or minimize
damage from collisions

® successfully drive off-road without
bogging down or wrecking, assuming
even minimally hospitable terrain

B maintain high speed under
unfavorable weather conditions

® perform jumps, drifts, reverses,
and other driving stunts

B spot tampering with a vehicle

B conduct emergency repairs

Driving doubles as an Investigative
ability when used to:

B cvaluate or estimate the performance
or condition of a motor vehicle

® predict, evaluate, or plan highway
or Autobahn routes between cities

B determine the street value, visibility,
or availability of a stolen vehicle

W interact with drivers and similar
gearheads as a professional equal

For every additional rating point in
Driving, you may add an additional motor
vehicle type to your repertoire. These
include: motorcycle, transport truck, bus,
construction equipment, remote-control
car or robot, snowmobile, motorboat, and
jet-ski. You may choose exotic types, like
hovercraft and tanks, although it’s best to
waituntil youactually have access to one to
filltheslot. Like“new”Languages,a vehicle
type added at an opportune moment does
not represent suddenly learning to drive a
bulldozer, but simply previous training or
retroactive experience you’ve never had
call to mention until now.

For aircraft and most watercraft, use
Piloting (p. 32).

If you have both Driving and Mechanics,
you can soup up amotor vehicle toincrease
its performance (see p. 102).

GRAND THEFT AUTO

If your Driving rating is 8 or more, you can
spend 1 Driving pool point to steal and
start any standard civilian or police vehicle
that you can drive. Armored limousines,
super-luxury cars with digital keys, and
other extraordinarily secure vehicles still
require an Infiltration test to boost.

THRILLER RULES

A Driving rating of 8+ also allows the
Gear Devil option on p. 56 of the
Thriller Chase rules, if your campaign
uses them.

EXPLOSIUE DEVICES

You'’re an expert in bombs and booby-
traps. You can:

B defuse bombs and traps

® handle nitroglycerine or
other dangerously unstable
materials with relative safety

W given time, blow open safes or vaults
without damaging the contents

B mix explosive compounds
from common chemicals

W safely construct and detonate
explosive devices or booby-
traps of your own

® implode, or selectively destroy one
part of, a structure with explosives

W sct a reliably hot and destructive fire

Explosive Devices doubles as an

Investigative ability when used to:

B reconstruct exploded bombs

m for any bomb (exploded or
unexploded), determine the
method and materials of the
bomb-maker, and deduce his
sophistication, background, and skill

B reconstruct burn patterns of a fire

B determine the method and materials
of the arsonist, and deduce his
sophistication, background, and skill

® interact with EOD technicians or
bomb-makers as a professional equal

Conventional “all-purpose” explosives,
especially military explosive devices,
are standardized for safety and ease of
handling in stress situations. Using a
standard weight of plastic explosive and
adetonator, asatchel charge, or thermite
requires a Difficulty 2 test of Explosive
Devices. Tossing a grenade (or a stick of
burning dynamite) is an Athletics test;
building a booby trap or setting a specific
charge with either grenades or dynamite
is much harder (Difficulty 4 or more).

BIGGER BANG

If your Explosive Devices rating is 8 or
more, you may spend 3 points from your
Explosive Devices pool to add an extra
die of damage to an explosive charge that

you set, or 6 points to add 2 extra dice
of damage. (See p. 67 for explosives
damage.) This spend does not increase
the result of your die roll.

FILCH

Your nimble fingers allow you to
unobtrusively manipulate small objects.
You can:

B pilfer small items from desks,
counters, crime scenes, or
museum displays, even under
the supposedly watchful eyes
of a guard or policeman

® walk out openly with a briefly
unguarded bulky and low-value
item as if you were entitled to
it; e.g., steal a security guard
uniform from the locker room

W given a diversion, lift almost
anything you can carry under
your clothing; e.g., cut a
painting out of its frame and
stuff it under your jacket

® pick pockets

m slip cell keys from guards’ belts,
lift ID badges from lapels, etc.

W surreptitiously relieve
opponents of their weaponry

B plant objects on unsuspecting targets

B switch two similar objects (like two
briefcases) without being noticed

Note that disarming alarms requires
cither a Digital Intrusion test (to disarm
computer-controlled alarm  systems
remotely) or an Infiltration test. Picking

locks is Infiltration.

Nno SLIPUPS

If your Filch rating is 8 or more, you may
spend points gfter rolling the die for a
test. For every 2 Filch pool points you
spend gfter rolling the die, you increase
the die result by 1. This only applies if
you are undistracted and not directly
observed. It never applies during a
contest. You must describe the thing
that almost went wrong, and weave a
convincing tale explaining how your
instincts and skills let you get away with
your theft.

GAMBLING

You are conversant with the rules and
etiquette of all forms of gambling, from
Texas hold ‘em and roulette to horse




racing and numbers rackets. To win (or
strategically lose) at a game of chance
or sporting flutter requires a Gambling
test, or a contest if played against an NPC
with the Gambling ability. In addition to
playing by the rules and winning, you can:

B spot cheating, cither by the

house or by another player
W stack a deck, rig a horse race,

load dice, or otherwise cheat
Palming cards, tiles, or dice is allowed as
a Gambling test; anything clse requires
Conceal or Filch.

Gambling doubles as an Investigative
ability when used to:

® calculate the odds of events
ruled by probabilities

B use Bullshit Detector on professional
gamblers despite their poker faces

W interact with gamblers and
blend in at casinos

The Director is well within her rights to
disallow Gambling tests to score millions
on Ascot or the World Cup. That said, an
agent may well try gambling with high
rollers as a means of funding the team’s
operations — at the risk of acquiring
more Heat, of course (see p. 87).

In realistic campaigns, there is
no skill to winning at many games of
chance, such as roulette or baccarat:
only financial resources and the will to
quit when you’re ahead. This ability still
applies to those games where reading
the other player, knowledge of the track,
or calculating the odds are actually
valuable: poker, blackjack, horse racing,
etc.

LUCK OF THE DEVIL

If your Gambling rating is 8 or more, roll
a die at the beginning of each session.
During that session, you may substitute
the result on that die for any single die
result for your agent or for anyone
opposing him in a contest or combat.
This new result counts as an “unmodified
result”for purposes of, e.g., Critical Hits
or Throws (see pp. 73 and p. 76,
respectively).

You have Gambling 8, entitling you to
the Luck of the Devil. At the beginning
gfthe session, you roll a die and get a
5. Later on, you get into a gunﬁ(qht with
some Chechen gangsters and roll a 2 on

Shooting. You can change that 2 to a 5

now, but)/ou wait and see how the combat
goes. Indeed, the next round you hit the
boss Chechen but roll only a I for damage.
You change that 1 to a 5, enough to take
the thug out of action. If; instead, you
had rolled a 1 at the beginning of the
session, you might have changed one qf
the Chechens’ successful Shooting rolls to
a 1 at some critical point in the fray.
The Director may, if the situation is
dramatic enough, ask you to describe the

unlikely event that gave you the upper

hand: the sun reflecting into the foe’s
eyes, a “magic bullet” bounce off a rib
into the throat, or a truck backing out of
an alley blocking the pursuing car.

HAND-T0-HAND

You can hold your own in a hand-to-hand
fight, whether you wish to kill, knock
out, restrain, or evade your opponent.
For this purpose, “hand-to-hand” covers



all sorts of unarmed combat, from
aikido matches to bar brawls to muy thai
kickboxing bouts.

You can also use Hand-to-Hand as
an Investigative ability to determine
where a combatant has trained, and in
which martial art if any, or to interact
with devotees of a given gym or dojo as
a pugilistic equal.

Using brass knuckles, a sap, or a roll
of coins balled in your fist is a Hand-
to-Hand attack. Using anything else is a
Weapons attack.

EYE OF THE TIGER

If your Hand-to-Hand rating is 8 or more,
you can spend 1 Hand-to-Hand pool point
to assess your opponent and determine
his toughness. The Director will tell you
if the opponent’s Hand-to-Hand rating is
within 1 point of your rating, lower than
that, or higher than that.

THRILLER RULES

Having a Hand-to-Hand rating of 8+
also allows the Extra Attacks (p. 74),
Martial Arts (p. 75), and Mook Shield
(p- 76) options from the Thriller
Combat rules, if your campaign uses
them, and the Breakfall option on p.
80.

HEALTH

Health is an abstract, general indicator
of your survivability. It includes your
ability to avoid lasting damage with the
kind of luck only thriller heroes seem
to have. It also measures your ability
to sustain injuries, resist infection, and
survive the effects of toxins. When you
gethitin the coursc ofafight, your Health
pool is diminished. A higher Health pool
allows you to stay in a fight longer before
succumbing to your injuries.

When your Health pool is depleted,
you may be dazed, wounded, or monster
chow. For more on this, see p. 63.

You begin with 4 free rating points in
Health.

Inapust game, your Health rating
is capped at 10.

INFILTRATION

You're good at placing yourself inside
places you have no right to be. You can:

® pick locks (including handcuff locks)

B deactivate or evade security systems

® enter and hotwire a locked car

B move silently

® hide in shadows or cover

B evade visual security, whether
guards or cameras

® find suitable places for forced
entry, and use them

Despite its name, Infiltration is as useful
for getting out of places undetected as it
is for getting into them.

Use Infiltration to hide in cover or
to creep around unnoticed. To hide in
a crowd, to sneakily or cleverly shake a
pursuer, or to stealthily follow a target,
use Surveillance. To outrun a pursuer,
abseil onto a roof, or climb a fence, use

Athletics.
OPEN SESAME

If your Infiltration rating is 8 or more,
you can automatically pick or bypass
any normal, commercial door lock or
alarm (on buildings or vehicles) without
a test. (Otherwise, the Difficulty for
such a lock is 2.) Many locks require
specialized tools, possession of which
withoutalocksmith’slicenseisacriminal
offense in most jurisdictions. Complex
or tricky locks may still require tests to
open them speedily, to avoid noise or
damage, or to relock afterward. Safes,
handcuffs, security doors, and so forth
always require tests of Infiltration.

MECHANICS

You’re good at building, repairing,
operating, and disabling mechanical,
electrical, or electronic devices from
catapults to DVD players to key parts
of a city’s power grid. Given the right
components, you can create jury—rigged
devices, booby traps (see p. 98),
or weapons from odd bits of scrap.
This ability also covers using heavy
machinery and equipment such as cranes
or artillery.

Mechanicsdoublesasan Investigative
ability when used to:

W cvaluate the quality of workmanship
used to create an item

B discover a hidden panel or
compartment in a built object

® determine the function
of a given gadget

B tap telephone lines or
fiberoptic cables

W spot junction boxes, transformers,
or other elements of an
electrical power system

B spot non-fatal tampering with
or sabotage of a device

B use any mechanical, electrical, or
electronic device in good repair
as intended for an investigative
(clue-gathering) purpose

SWISS ARMY PREP

If your Mechanics rating is 8 or more,
you can spend Mechanics pool points for
Preparednesstests, aslongas you provide
a jaunty, Burn Notice-style explanation
of how you repurposed this gadget or
component. If your agent is present, you
can even spend Mechanics pool points
for another agent’s Preparedness tests:
cach 2 points you spend counting as 1
point for their Preparedness test.

MEDIC

You can perform first aid on sick or
injured individuals. For every 1 Medic
point you spend, you heal 2 points of
damage to others or 1 point to yourself.
For more on the use of this ability, sce

p- 62.

MEDICAL SCHOOL
OF HARD KNOCHKS

If your Medic rating is 8 or more, you
receive 1 free rating point in Diagnosis.

NETUORK

This ability represents your network of
professional contacts. It works something
like Cover in play; at any time, you may
reveal or remember the existence of a
member of your network in a given city.
Assign this contact his own pool of points
taken from your unassigned Network pool;
that contact’s capacity to locate safe houses,
import guns, provide false papers, ctc.
will resolve as a test of that contact’s pool
against a Difficulty generally dependent on
the level of Heat (see p. 87) and on the
local jurisdiction. Finding an AKM assault
rifle in Bosnia is casier than finding one
in Manchester; crossing the border into
Ireland is casier than crossing into Iran.
Your Network contacts do not
necessarily know which agency you
worked for, or even that you are (or were)
a spy. They are simply people from before
the campaign started who owe you or are
otherwise disposed to help you out.




Using a Network contact (either

newly invoked or previously existing)
to get you out of confinement or arrest
costs double the points: 2 points spent
from his pool adds 1 to the die roll for
your release.

Once a contact has exhausted his
pool, he has left too many traces and
will likely be killed or turned by the
opposition. You may wind up using
experience points to keep useful
contacts alive.

Every player character begins with
15 free points in Network. Unlike other
General abilities, Network does not
refresh during or after an operation; it
can only be “refilled” with experience
points.

1) In MIRROR games, the Director
picks one contact per session (not
one contact per agent per session)
and secretly makes one unmodified
roll against that contact’s pool. If the
Director’s roll beats the contact’s pool
points, the opposition flips that contact
— or the contact has retroactively been
an opposition asset or double agent all
along. That contact might betray the
character at the next inconvenient
opportunity, or remain in place to
covertly inform on the agent to the
opposition.

(#) InBURNgames, starkpsychological
isolation cuts your network back. You
start with a number of free points in
Network dependent on the number of
regularly attending players:

STARTING
i OF | NETWORK POINTS
PLAYERS | IN BURN MODE
2 | 12
3|8
4 | 6
5+ | 4

In BURN games, losing a contact to the
opposition also costs you 1 Stability or
Interpersonal rating point.

@ In MIRROR games, the Director
picks one contact per session (not one
contactperagentpersession)andsecretly
makes one unmodified roll against that
contact’s pool. If the Director’s roll beats
the contact’s pool points, the opposition
flips that contact — or the contact has

retroactively been an opposition asset
or double agent all along. That contact
might betray the character at the next
inconvenient opportunity, or remain in
place to covertly inform on the agent to
the opposition.

INVESTIGATIVE NETWORRING

Network contacts don’t just do things
for you; they can also know things for
you. This is George Smiley’s great skill
in the Le Carré novels: he knows people
who know where the bodies are buried,
and he can get them to talk. You might
know someone from your old agency
with a good memory for case files, or
a specialist at University who briefed
you on a topic, Or a source you ran last
decade who knows the whole Libyan
arms smuggling scene backwards. Think
of investigative uses of Network as
Research into potentially classified or
dangerous information: the result might
be a phone call, a forwarded data dump,
or a physical copy of an asset’s report.
Investigative uses of Network can also
resemble spends on Bureaucracy, Human
Terrain, Streetwise, Tradecraft, or even,
in some campaigns, Vampirology or
Occult Studies.

This is a great tool to use when you're
stuck. You usually can’t ask a Network
contact “Who’s behind these killings?”
but you can ask “Who investigated
these killings four years ago, and what
did they find out, and what happened
to them?” Decide what you need to
know, determine how much of that
kind of information might be available
to anyone outside the opposition, and
create a Network contact whose business
it is to know such things. In general, an
investigative Network contact provides
a direction to search, another source to
shake down, or otherwise narrows down
the field of speculation.

If you tap a Network contact for
information instead of action, spend
1 point from that contact’s pool. If it’s
a real data dump or red-hot intel, the
Director may charge you 2 points; use the
difference between a 1-point and 2-point
investigative spend as a guideline. The
Director will never charge you for a core
clue delivered by a Network contact.

You can use the pool points of a single
Network contact for both information

and action, of course.

«=@ A LITTLE HELP

COMMENTARY

FROM YOUR FRIENDS

Network can be another one of those
abilities which, like MOS, help bridge the
gap in parts of your plan where you don’t
seem to have the right tools in your bag.
Need a crooked professor of art history
to pass off a forgery? Done. Civil servant
willing to look the other way while you
break into the mayor’s office? Easy. This
is the skill about pulling people out of
your ass, so don’t be afraid to use it that
way. You can get a lot of utility out of only
a few points, if you're willing to let the
vampires eat your contacts when they’re
no longer of use to you.

PILOTING

Although almost anyone can paddle
a canoe or even row a dinghy, you
can pilot small boats (motorboats,
sailboats, dories) or single-engine light
aircraft (Cessna 172 or the equivalent)
with professional aplomb and serene
confidence. You can:

B evade or conduct pursuit

B anticipate bad weather

W avoid crashes, or minimize
damage from crashes

B spot tampering with a vehicle

W navigate by compass or the
stars, read maps, and maintain
a sense of direction

B maintain high speed under
unfavorable weather conditions

B perform dives, spins, rolls,
and other piloting stunts

B conduct emergency repairs

Piloting acts as an Investigative ability
when used to:

B cvaluate or estimate the performance
or condition of an air or water craft
W predict, evaluate, or plan a
flight plan or ship’s course
B determine where a given air
or water craft can be safely or
discreetly landed or moored
W interact with pilots or watermen
as a professional equal

A rating of 1 in Piloting allows you to
select either small boats or single-engine
light aircraft. For every additional



rating point in Piloting, you may add
an additional air or water vehicle type
to your repertoire, such as: small boats,
single-engine light aircraft, barges and
tugs, helicopters, yachts, multi-engine
jets, remotely piloted vehicles and
UAVs, jet-skis, hang gliders, and cargo
ships. You may choose exotic types, like
airships, midget submarines, and fighter
jets, although it’s best to wait until you
actually have access to one to fill the slot.
Like the additional vehicles available
with extra points in Driving, you may
add them opportunistically in play if you
have unassigned points.

Ifyouhave both Pilotingand Mechanics,
you can soup up a powered craft to
increase its performance (see p. 102).

GRAND THEFT AERO

Or, if you prefer, Grand Theft Aqua.

If your Piloting rating is 8 or more,
you can spend 1 Piloting point to steal
and start any standard civilian or police
vehicle (air or water) that you can pilot.
Military craft and other extraordinarily
secure vehiclesstillrequirean Infiltration
test to boost. At Piloting 8+, you can
also create bogus flight plans or port
documents to allow rapid departure,
although they may still require Digital
Intrusion to insert into the system or
Forgery to make sure of all the necessary
stamps.

THRILLER RULES

A Piloting rating of 8+ also allows the
Gear Devil option on p. 56 of the
Thriller Chase rules, if your campaign
uses them.

PREPAREDNESS

You expertly anticipate the needs of any
operation by packing a kit efficiently
arranged with necessary gear. Assuming
you have immediate access to your kit,
you can produce whatever object the team
needs to overcome an obstacle. You make
a simple test (p. 48); if you succeed,
you have the item you want. You needn’t
do this in advance of the adventure, but
can dig into your kit bag (provided you’re
able to get to it) as the need arises.
Items of obvious utility to a covert
operation or anti-undead hit job do not
require a test. These include but are
not limited to: smart phones, weapons,
flashlights,

detonators, binoculars,

batteries, gloves, zip cuffs, duct tape,
rations, cigarettes and lighters, multi-
tools, magnifying glasses, pocket mirrors,
garlic, stakes, and crucifixes.

Other abilities imply the possession
of basic gear suitable to their core tasks.
Characters with Medic or Diagnose have
their own first aid kits or medical bags;
Photographers come with cameras. If you
have Shooting, you have a gun, Digital
Intrusion, you have a laptop, and so
on. Preparedness does not intrude into
their territory. It covers general—purpose
investigative equipment, plus oddball
items — a Ouija board, a baseball, a
tube of Super Glue, a gas mask — that
suddenly come in handy in the course of
the story. The traditional “rappelling line
just long enough to get me down off this
building” is a classic Preparedness feat of
the spy thriller genre; having it in your
pack might be Difficulty 3, while having
it coiled, hooked on your belt, and ready
to go with a jump is Difficulty 6.

The sorts of items you can produce
at a moment’s notice depend not on
your rating or pool, but on narrative
credibility. If the Director determines
that your possession of an item would
seem ludicrous, anachronistic, or out of
genre, you don’t get to roll for it. You
simply don’t have it. Any item which
elicits a laugh from the group when
suggested is probably out of bounds.

Inappropriate use of the Preparedness
ability is like pornography. Your Director
will know it when she sees it.

CACHE

A special use of Preparedness allows you
to locate a cache of equipment stashed
by you or by your former agency. See p.
94 for details.

[N THE NICH OF TIME

If you have a Preparedness rating of 8
or more, you can have also retroactively
prepared specific timely actions, such as:

B a smoke bomb or incendiary
going off as a diversion

B the power suddenly being cut
off in the office building

W a gun smuggled in carlier
and pre-positioned in the
drop ceiling above you

W a traffic-snarling parade whose
route you researched before
the operation began

B a bomb threat evacuating the mall
® a sudden peal of church bells thanks

to an earlier generous contribution
W a previous switch of the

briefcase for an identical one

with different contents

You must have had opportunity and the
means to set up the action — which
can include the help of fellow agents
who “suddenly realize what you asked”
when the stop lights all turn red. (This,
by the way, is an excellent reason
to keep pre-mission planning more
impressionistic: more “blank space”
available for preparation.) You must
still make a Preparedness test, and you
must still convince the Director that
your precaution is credible. If the action
required a test (of Digital Intrusion,
Explosive Devices, Infiltration,
Mechanics, etc.) you or your then-
unwitting collaborator must make it

successfully.

SENSE TROUBLE

This ability allows you to perceive
(cither with sight or other senses)
potential hazards to yourself or others.
For example, you can:

B hear the click of a safety
being taken off
W sce a flittering shape cross the moon
® smell the charnel reck of a ghoul’s
breath in the windowless warehouse
B notice the tiny marks on
the inspector’s wrist
W have a bad feeling about that
glassy-eyed border guard at the
seemingly deserted checkpoint

Players never know the Difficulty
numbers for Sense Trouble before
deciding how many points to spend, even
in games where Directors generously
inform the players of other Difficulty
numbers. Players must blindly choose
how much to spend. The Director does
not roll, so even a failed roll allows the
group the sense that something is amiss.
They just don’t know exactly what
this is. Think of it as the game system
equivalent of tension-building cerie
music in a horror movie.

The Director should never require
the use of this General ability to find
clues to the problem at hand. Instead,
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use Investigative abilities, defaulting
to Notice when no ability seems more
appropriate. Sense Trouble is for a
scenario’s action-oriented sequences. In
short, if not seeing something will get
you attacked, it’s Sense Trouble.

Sense Trouble can also be used as the
ability to specifically locate the source
of an already-discovered problem: the
ticking bomb, the concealed sniper, the
soul-drinking rune.

COMBAT INTUITION

If you have a Sense Trouble rating of 8
or more, you can use your Sense Trouble
rating (not pool) instead of another
ability to determine your order of action
in a contest or combat (see p. 61).

SHOOTING

You are adept with personal firearms,
including their field stripping, repair,
and identification. This skill also, for
game-mechanical  simplicity, covers
crossbows and similar trigger-operated
missile weapons, as well as RPGs, squad
weapons (mortars and machine guns),

shoulder-fired missiles, and the like.

Operating heavy artillery requires
either Driving (for weapons mounted
on tanks or self-propelled guns),
Piloting (for weapons mounted on air
or watercraft), or Mechanics.

You can spend 2 points from your
Shooting pool to attempt to hit a target
at Long range with a pistol, or at up to
500 meters with a rifle. This spend does
not adjust your roll; it makes it possible
in the first place. (See Extended Range,
p. 67)

THRILLER RULES

Having a Shooting rating of 8+ allows
the Extra Attacks (p. 74), Sniping
(p- 76), Special Weapons Training (p.
76), Suppressive Fire (p. 77), and
Technothriller (p- 77)
actions from the Thriller Combat rules,

Monologue

if your campaign uses them.

SHRINK

You can provide comfort, perspective
and solace to the mentally troubled.
You may be a therapist or counselor, a
priest or pastor, or just a empathetic
and intuitive individual. You can restore
panicked characters to a state of calm (p.
85), and treat any long-term mental
illnesses they accrue in the course of
their operations (p. 85).

TALK IT OUT

If your Shrink rating is 8 or more,
you receive 1 free rating point in
one of: Bullshit Detector, Flattery,
Interrogation, or Reassurance.

STRBILITY

Jarring or stressful events can exert a
damaging, long-lasting psychological
toll. Confrontation with monsters or
other supernatural phenomena might
provoke outright madness. Your Stability
rating indicates your resistance to mental
trauma and psychic attack, along with
general willpower and self-possession.

All player characters start with
Stability 4 for free.

@ In a BURN game, your Stability is
capped at 12.
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SURUEILLANCE

You're good at watching and following
targets without revealing your presence.
You can:

W guide a team to follow a target for
short periods, handing off to the
next in sequence, so the target
doesn’t realize he’s being trailed

B use telescopic viewing
equipment to keep watch on
a target from a distance

® find undetectable vantage
points for single-point coverage
by eyeball or video

B maintain a stakeout without
rousing your target’s suspicion

W anticipate blind spots in your
coverage and plan for them,
or use them to “dry clean”
your own shadowers

B determine a target’s regular
pattern, including any chokepoints
suitable for ambush or snatch jobs

® hide in plain sight or
blend into a crowd

| listen at doors or windows without
being overheard yourself

B spot a tail, stakeout, or other
non-electronic surveillance

of another person

With your various abilities assigned,
and most likely some idea of your
background and experiences, it’s time to
finish putting together your character. If
you’d like, of course, you can start at this
end and build your agent’s emotional
core first, then decide what experiences
might have shaped her that way. From
those elements, you can work up a
background or two, and then build out
her abilities as they become apparent.
One interesting way to get a handle
on your agent’s personality is to look
at her Interpersonal abilities: what
does her point spread indicate she
values the most? Not just the obvious
signals of Intimidation or Flirting at 3;
Cop Talk 3 might indicate gregarious
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Spotting a tail or otther non-electronic
surveillance of yourself might be
Surveillance (if spotting the tail probably
won’t lead to combat) or Sense Trouble
(if it will lead to combat); the Director
should use her best judgment.

Use Infiltration to creep around
unnoticed, and to hide in cover. To hide
ina crowd or blend into the background,
to sneakily or cleverly shake a pursuer,
or to stealthily follow a target, use
Surveillance. To outrun a pursuer, use
Athletics.

THE WIRE

8 or more points in Surveillance grants
you 1 free point of the Investigative
ability Electronic Surveillance.

WEAPONS

You are skilled in the use of personal
hand weapons such as knives, swords,
or flexible batons. This ability covers
most thrown melee weapons; throwing
grenades falls under Athletics.

Using brass knuckles, a sap, or a roll
of coins balled in your fist is a Hand-to-
Hand attack. Anything else falls under
Weapons.

B

professionalism; Negotiation 3 an
openness to new experience; Bullshit
Detector or Tradecraft 3 might both
signal incipient paranoia.

Conversely, an Interpersonal ability
left at 0 implies the agent never uses that
technique: why not? An Interrogation
of 0 might indicate a gentle core that
shrinks from breaking a subject, a clear
sadism that reduces targets to babbling
inanities or psychotic defiance, or
psychological scarring from the agent’s
previous experiences being interrogated
during SERE or in Syria.

The finishing touches — brand of
cigarettes, cthnic heritage, dress sense,
family history, accent, etc. — can come
now or emerge in play. If you haven’t

AND DUSSIE
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If your Weapons rating is 8 or more, you
can throw any balanced hand weapon
(e.g., fighting knife, tomahawk, scalpel)
at a target within Near range at no
penalty to Difficulty or damage.

THRILLER RULES

Having a Weapons rating of 8+ also
allows the Extra Attacks (p. 74),
Martial Arts (p. 75), and Special
Weapons Training (p. 76) options
from the Thriller Combat rules, if your

Campaign uses them .

named your agent, or at least given him
a cool-sounding alias, do it now.

® & @ SOURCES OF
STRBILITY

In campaigns using Sources of Stability,

you must identify what and who keeps
you sane when the stress of your life of
lies, violence, and fear threatens to shred
your psyche. These provide you with
the strength, release, and hope to keep
fighting the good fight and going back
into that crypt every night.

Damages or threats to your Sources
of Stability trigger immediate, difficult
Stability tests (see p. 81). If you




cannot tap your Sources of Stability,

you cannot refresh Stability during or
between operations (see p. 92).

Name your three Sources of Stability,
as follows:

SYMBOL

This is a non-human representation
of something or someone you value:
a religious medal or crucifix, your
country’s flag or your father’s dog tag,
a picture of your innocent niece or a
voice mail from your dead wife. Seeing
it or handling it — a few minutes of
meditation or reverence — reminds
you of why you fight, why you must stay
intact. If you do so during an operation,
you may immediately refresh 1 pool
point of Stability; you may do this only
once per session.

If you lose your Symbol, you lose 1
rating point of Stability at the end of
the operation if it remains lost. Some
Symbols cannot be so lost; if you rally
at the sight of the Union Jack, you lose
no rating points of Stability if someone
burns a British flag, If, however, you used
a flag patch from your mate’s uniform as
your Symbol, you would lose the point
if it got stolen.

@ The Symbol should ideally be
connected somehow to your Drive, if
only in your agent’s own mind.

@ @ If your Symbol is ever proven
valueless — you uncover proof that
Jesus was a vampire, your country is
behind the undead menace, your dead
wife faked her death to go over to the
other side — you immediately lose 3
rating points of Stability.

SOLACE

This is the person you seek out for
human contact, to make the pain and
stress recede for the time being: your
current girlfriend, a friendly bartender,
your old handler. A name and identifying
phrase are sufficient. You may not use
fellow agents on your team; they go
through the same stresses you do and
remind you of the horrors you confront.
It’s permissible, but risky, for multiple
agents to lean on the same folks as
members of their support network.
Relying on others is a source of
strength, but also of danger. Once you
come to the attention of monstrous

conspiracies, they may use your loved
ones against you. They may corrupt
them, turn them to evil or inhumanity,
or take the tried and true route of
subjecting them to horrible tortures.

If you can spend six hours — of talk,
quiet companionship, sex and sleep,
athletic training, or other normal human
interaction — with your Solace during
an operation, you may immediately
refresh 2 pool points of Stability; you
may do this only once per session.
This time must be safe from violent or
supernatural interruption.

If you spend at least a day of such
interaction with your Solace between
operations, you may fully refresh your
Stability pool. Again, this time must
be safe from violent or supernatural
interruption.

@ @ If your Solace ever betrays
or rejects you, you immediately lose 2
rating points of Stability.

@ If your Solace is ever turned by a
vampire or killed, you immediately lose
3 rating points of Stability.

SAFETY

This is the person and place you would
flee to without thinking: your old
trainer’s cabin in the Alps, your mother’s
house in Scotland, your best friend’s
apartment in Paris, a beachfront condo
in Ibiza you’ve bought under another
name. Simply knowing that such a refuge
exists gives you hope that you can some
day escape the shadowy world in which
you dwell. At the end of any session
in which your place of Safety remains
inviolate, you may refresh 1 pool point
of Stability.

It is very poor tradecraft to actually
flee to your place of Safety. Even if
the vampires, hostile intelligence and
security services, or other conspiracies
don’t already have the place wired, your
flight there would put your would-be
refuge in their crosshairs.

If you do get there, it counts as a haven
(see p. 92) where you can immediately
refresh three General ability pools.
Any Preparedness tests you carry out
there have a Difficulty that is 2 points
lower than normal. In the very unlikely
instance that you get there unobserved,
you can refresh your whole Stability
pool there, as well.

If your place of Safety has an owner

«=o A DRIVE BY

COMMENTARY

ANY OTHER NAME

Aside from providing mechanical depth,
backgrounds can provide the hook for
explaining why a character pushes deeper
into the world of the vampires. Agents
exist in a state of seeming contradiction
— they are often not iconic heroes, but
hardened operatives who have survived
through a mix of preparation, patience,
and pragmatism. Why, then, do they
double down on the hunt when the sane
thing to do would be run for the hills?
Every character should have an answer
to this question, be it paranoia, the safety
of loved ones, or an obsessive need to
eradicate That Which Must Not Be.
Even if your game isn’t using the Drive
mechanic, this is still an essential aspect
to any agent.

or caretaker, you can activate them as
a free contact (without spending any
Network points) with a rating of 6. This
rating cannot be rebuilt with Network or
experience points. You can only activate
this contact once during the entire life
of your character.

@ If your place of Safety ever turns
you out, or its owner (e.g., your old
trainer, your mother, your best friend)
betrays you, you immediately lose 3
rating points of Stability.

@ If enemies destroy your place of
Safety or its owner, you immediately
lose 3 rating points of Stability.

REPLACING SOURCES OF STABILITY

You can, if you wish, rebuild your
Stability rating using experience points
(see p. 93) after losing a Source of
Stability. Once you spend any experience
rebuilding your Stability, you may
replace the lost Source with another of
the same type: if the opposition killed
your girlfriend (your previous Solace),
you can meet another girl and find Solace
in her arms, or find Solace confessing
to a priest instead. The Director should
work this new ideal or NPC into the
story, probably with a brief scene or two
centered on this new relationship.

@ You can never replace a Symbol
that has proven valueless or a destroyed
place of Safety during the campaign.
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PERSONAL ARCS

If you'd like, also propose a specific
personal arc exemplifying your Drive;
some goal that your character pursues
as part of (or in competition with!) his
hunt for the enemy. Like your Drive,
such an arc should also compel action,
danger, and

risk. Examples might

include:

Prove my old handler

wasn’t a traitor

@ Prove my old handler

was a traitor

Sleep with the hottest girl | meet
Find my father, who

disappeared when | was ten
Cheat death

@ Figure out my fellow agents’
true agendas and loyalties

Find the Holy Grail

Prove myself to my more
experienced team mates

@ Become a vampire

Protect London from any

more terrorist attacks

Kill the war criminal Goran Hadzic
Get rich or die trying

Gain an audience with the Pope

Some Drives can be considered“general
arcs, especially
Programming,

cases” of personal
Mystery,

Atonement,
Restoration, and Revenge. Some
personal arcs have concrete end points
(“find my mother”), while others can
“resolve” over and over throughout
the campaign (“sleep with a smoking
hot guy”).

The Director should tie NPCs or
other plot hooks from characters’
personal arcs into the ongoing story
to prevent too much drama from
working at narrative cross-purposes,
or slowing down the pace. If your
suggested personal arc is a thinly
veiled attempt at a rules crock, the
Director will let you down easy and

tell you to pick another one.

You can still, however, replace a lost
Symbol (a burned photograph of your
son) with another (a new photo of him,
downloaded off his Facebook page and

onto your phone).

® DRIVES

Every agent has a Drive, a motivating

factor that propels him into the storyline
and motivates him to act as a thriller
character ought. Drives prevent players
from making boring, cowardly choices
for their characters. They don’t require
foolish or suicidal recklessness, just the
same degree of courage and initiative
you'd expect from a heroic protagonist.

When playing roleplaying games,
we sometimes tend to overprotect our
characters, who we identify with more
directly than we do the lead characters
of books, movies, or TV shows. This
habit can bring the story to a halt as
the PCs hunker down and avoid trouble
when they ought to be leaping into it
with loaded guns or confident swagger.
Even when you can work around this
tendency, it feels discordantly out of
step with the sorts of stories that inspire
the game. Drives remind us to break
this habit. Most of the time, a Director
who realizes you’ve slipped into over-
cautious mode and are holding up the
progress of the story can spur you to
action simply by reminding you of your
Drive. She might explain to you why
your Drive would spur you to action.
Better yet, she could prompt you to
explain it.

When invoking Drives, Directors
should take care not to guide the player’s
specific response to the situation. The
goalistolead the player tomove forward,
not to force a particular choice. Avoid
this by listing several viable choices, if
the player has been stumped by his own
caution.

If the player digs in and refuses to have
his character move, the Director may
assess a stress penalty. This reflects
the agent’s loss of concentration as he
acts against his fundamental nature. The
cost of all Investigative spends increases
by 1, as does the Difficulty of all General
tests, until the agent returns to form.
The typical game unfolds without a
single stress penalty coming into play,
as players willingly follow the path they
themselves have chosen.

On the other hand, if the character
really dives in and lives his Drive,
possibly at great risk to himself, the
Director may allow the agent to refresh
1 or 2 pool points from any General
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ability, reflecting the inner certainty
that comes of following deep-seated
psychological motivations. This reward
is limited to once per session per player.

Choose your character’s Drive at the
beginning of play, from the following
list. Think of it as a key to his personality.
Some of these Drives, such as Revenge
and Slayer (and perhaps Programming),
presume knowledge of vampires. A
player might pick such a Drive knowing
that it will only come into play once his
agent meets the undead, or the Director
might agree that the agent learned about
vampires before the rest of the group
(see First Blood, p. 42).

Feel free to propose to the Director a
custom Drive that fills the same function
as the ones given here. Write up an
explanatory paragraph in the same vein
as the supplied Drives. If not immediately
apparent, your Director may ask you to
supplyhypothetical examples of situations
in which the Drive will keep the agent
making active, interesting choices in
solving the mystery or advancing the
operation at hand.

ALTRUISM

You got into the game to protect
innocents from terrorists, or disease,
or war, or tyranny. You’re no innocent
yourself now, but that only lets you know
justhow much innocence normal people
have left to lose. Without a necessarily
compromised agency telling you what to
do, doing the right thing becomes not
just easier, but imperative.

@ Isanother agentacting from shadier
motives? Perhaps doing the right thing
isn’t what everyone wants to do today.

ATONEMENT

You did something wrong: committed
a crime, betrayed your friends, killed
someone undeserving, allowed somcone
else to die or prosper who shouldn’t.
Maybe nobody else would think youneed
to atone, but maybe those are the things
you most need to atone for. Possibly you
want to clear your name; perhaps you
just need to clear your conscience.

You might specify your sin during
character creation, or at the beginning
of play, or leave it open for a dramatic
revelation at any time during the game.
You can tell the other players, or just the




Director, or keep it to yourself. If you

choose to set up your past misdeed as a
mystery, be sure to drop hints along the
way, to increase the impact on the other
players when the secret finally comes
out. Alternatively, you could wait for an
interesting possibility to arise during play,
and then tie your past history into the
current action. Clear it with the Director
first, to make sure that the facts you’re
adding to the narrative don’t conflict with
the plot you’re investigating,

@ Did your shameful act harm
another agent, or their country? If
so, they may be more interested in
retribution than allowing you to atone
in your own way.

COMRADESHIP

You might have been motivated by
abstract or material concerns when
you first dropped off the grid, but over
the months or years, that all fell by the
wayside. The real reason to be part of
a crew, you came to realize, is for the
intense bond between men and women
who depend completely on each other
for their lives and livelihoods. Your team
might be a criminal gang, or a crew of
mismatched and cynical professionals.
But deep down, they’re like a family
to you. The ties you've forged under
fire are in many ways stronger than
blood. No value is more important than
personal loyalty. No people matter more
than your teammates. And for them to
survive, you have to kill the things that
want to kill them.

MYSTERY

You are driven to solve a mystery: this
might be a personal mystery (What
happened to my old partner? What
happened during my missing weck?
Who burned me with the Agency?) or
a political mystery (Were the vampires
behind the Iraq War? Behind the Nazis?
Behind the Templars?) or an arcane
mystery (Where do vampires come
from? What does the Vatican know
about them?). If you have a personal
connection to the mystery, your motives
are relatively clear; otherwise, you have
one of those brains so very attractive
(and attracted) to intelligence agencics,
a brain that cannot rest without solving
a mystery or tearing itself apart.

@ The solution to the mystery may
well invalidate your Symbol as a Source
of Stability, depending on the Director’s
intentions and the grimness of the
campaign.

NOWHERE ELSE T0 GO

After you got out of the service
(whatever it was), you were a
directionless vagabond. Despite the
many useful talents you picked up in
your old life, you were unable to make
a go of it alone. Without family, friends,
or opportunity, you bounced from one
low-end, no-future job to the next.
This dispiriting period may have been
marked by addiction, depression, or
some other self-destructive behavior.
Your path crossed with one or more of
your teammates by random accident.
(You can decide how this happened now,
or wait to improvise the details of this
backstory incident so that it dovetails
with a storyline in progress.) Finally
your real life seemed to begin, with all
of those wasted years seeming merely
a prelude to it. The team and their
jobs have been your life; the vampires
threaten that. You plan, act, and counter
ferociously, as if afraid that a single
failure will send you spinning back into
those days of soul-crushing despair.

You do not have Safety as a Source
of Stability.

PATRIOTISM

Just because you don’t wear the uniform
or collect the paycheck any more doesn’t
mean you stop loving your country.
In your own way, you're working to
advance its interests and to protect it
from the darkness you’ve seen rising.
You might be trying to secure secrets
for your country, or uncover traitors in
its security police, or kill its enemies, or
help its military in some occupation or
brushfire war. Any of those goals might
be counter to your last orders or to
today’s official policy; any of them might
involve the undead.

@ | NEVER LEFT

Perhaps you never actually stopped
collecting that paycheck.You’re secretly
still working for your old agency,
manipulating your friends into doing
your country’s deniable work. This
almost always works best as a secret

between you and the Director, one that
comes out at exactly the wrong moment.

PROGRAMMING

You are under some outside compulsion
to hunt down and kill vampires: whether
a supernatural compulsion (a geas,
divine command, blood bond, curse, or
possession) or a scientific one (covert
mind control, psibernetic implants,
brainwashing, or infection) the result
is the same. Likely, your programmers
designed your training and tactics with
similar ends in mind. The specifics
will depend on the Director’s specific
campaign details, and likely parallel the
nature of the vampires and their powers
in the campaign.

@ Depending on the details of your
character history, you may not know
the nature of your programming; quite
possibly, you don’t even know you have
been programmed. Even if you know
that you’ve been programmed, and how,
you may not know by whom or why.The
Director may work with you to reveal
the truth as part of a personal arc, or
feed you clues to follow in tandem with
the larger plotline.

@ If your programming involves the
implantation of false memories, or the
suppression of true ones, their revelation
will almost certainly result in a serious
(5-point or more) Stability test. Similar
consequences may obtain merely upon
discovering the fact of your programming,
if you were unaware of it, and the nature
of your programming likewise.

RESTORATION

You want to come back in from the cold.
You want to rejoin your old agency on
good terms, ideally on your terms. For
that, you nced leverage, and product:
actionable intelligence (or an asset
network) that only you can make use of.

Collector (see opposite) is a special
variant of Restoration.

@ This is another Drive that works
best as a secret, especially if the other
are from different
ex-FSB
operative isn’t going to risk death to get

team members
countries or agencies: an
a Mossad assassin reinstated. However, if
all the PCs came from the same agency,
or even the same country or alliance, it’s
not impossible to play this Drive openly.
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REVENGE

Vampires hurt or killed someone you
cared about deeply. Although you weren’t
able to stop that tragedy — and you might
not have even known they were vampires
at the time — you resolved to hunt them
down and punish them.

Decide whether you have already
succeeded in taking vengeance on them,
or (perhaps more interestingly) have so
far been unable to find them.

In the first instance, you were left with
your rage unslaked when you finally did
catch up with the vampire who killed your
mother or turned your son. You realized
that vampires crawl in shadows all over
Europe — maybe all over the world.
Still feeling empty inside, you resolved
to take similar vengeance on behalf of the
myriad other victims who can’t do it for
themselves.

In the second case, the Director will
look for opportunities to weave your
hunt for the bad guys into her scenarios.
She may dole them out in stages, so that
successfulrevengeagainstone ofthemputs
you onto the trail of another perpetrator,
and so on. Directors should be careful
not to force you to choose between your
vengeance and the investigation of the
case at hand — they should go hand in
hand. Should you finally achieve your
vengeance you then, as above, choose to
continue on bringing true death to those
who remind you of your hated quarry.

SLAYER

Once youfound out that vampires existed,
you knew it was your life’s work to kill
them. You understand that vampires are
slavery, and discase, and poison, and
everything that is wrong. Whether
it’s instinctive repulsion, religious
conviction, or the hand of destiny, you
can conceive of nothing more important

than destroying all vampires everywhere.

@ COLLECTOR

Once youragency found out that vampires
existed, they made it your life’s work to
collect intel on them. They burned you
so that you could go underground —
literally, if need be. Your agency wants
the power of vampirism, or at least any
spinoff benefits, for your country, and
you want back into your old life.

Needless to say, this is almost always a
secret Drive.

PEf

THRILL-SEERER

You joined up thinking of Rambo or
James Bond. Maybe you just wanted
to prove yourself at first, but now you
know the truth: there’s nothing better
than surviving danger. You feel a new
kind of alive when you’re closest to death.
Nothing beats live fire for high stakes; not
sex, not sports, not gambling, not coke.
Maybe your team calls you an “adrenaline
junkie,” but they’re sure glad to have
you take point. When you know where
to aim, you go in guns blazing, pitying
people who will never know the feeling,

TRANSPARENCY

You left the service because of the
stultifying, crushing, distorting secrecy
surrounding the job. There are legitimate
secrets in wartime, but the culture of
secrecy too easily becomes a culture of
corruption, breeding in the dark, of lies
told to support worse lies. You want the
truth to get out; you want information
to be free. When you discover the truth
about vampires, you know the only thing
that can truly kill them is sunlight. You
may have to getalot of proof to make sure
the truth is believed when you reveal it,
but the game is worth the candle.
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@ TRUST AND
BETRAYAL

This provides a modular system for

tracking and modeling variable trust
within a team of agents. While many
groups can easily roleplay mistrust and
jealousy, a mechanical system offers
reinforcement both in game terms and
around the table.

Being trusted by a fellow agent lets
you help her out in a pinch — or betray
her far more effectively.

STRRTING TRUST

You begin with 5 Trust points. From
among your fellow player characters,
pick one whom you most trust, and
assign 3 Trust to your relationship with
that agent. Then pick the one whom you
least trust, and assign O Trust to your

CHANGING DRIVES

It's always possible that your
character will shift and deform under
the stresses of the game, or that some
event or opportunity will crop up
that invalidates your Drive or makes
another one particularly appropriate.
In general, such an organic change of
Drive will be obvious to both you and
the Director, and changing your Drive
shouldn’t be any problem. For more
arbitrary “l don’t like playing this Drive
any more” changes, consider seeking
a glorious and informative death for
your current agent, and starting over
with a character better suited to your
new desires.

@ SECRET DRIVES

The players may, or may not, choose

to reveal their Drives to each other.
Alternately, the players might reveal
their Drives at the table, even though
their agents do not. Conflicting Drives
add much of the drama to a MIRROR
game; secret Drives add more drama
still. If you use secret Drives, make sure
to have reasonable “cover” Drives
in place like Altruism, Comradeship,
Patriotism, or Slayer.

relationship with that agent. Assign 1
Trust to each of your relationships with
up to two other members of your team. If
you have fewer than four team mates, the
excess Trust is lost. If you have only one
other team mate, you each automatically
assign 3 Trust points to the other; this
score doesn’t change unless one of you
betrays the other.

You can assign these scores in secret,
or openly, going around the circle of
players. It’s up to the Director (who
may leave it up to the players) whether
the players can change their initial
assignments when they see what the
other players think of their agents. For
hard-core MIRROR games, the players
assign scores in secret, reveal them
simultaneously, and do not change them
until after the first operation.

After trust scores are decided and
revealed, make a note of how much
trust you’ve gotten from each of your
companions.

The team has four members: Jack, Luc,
Beatrice, and Ivan. Jack trusts Luc most;
he gives him 3 Trust points. Jack trusts
Ivan least; he gives him O Trust points.
Jack gives Beatrice 1 Trust point, and
the other goes away. Beatrice also trusts
Luc most; she trusts Jack least. Luc trusts
Beatrice most and Ivan least. Ivan trusts
Luc the most and Beatrice the least. The
result is:

Jack: Luc 1, Beatrice O, Ivan 1

Luc: Jack 3, Beatrice 3, Ivan 3

Beatrice: Jack 1, Luc 3, Ivan 0

Ivan: Jack 0, Luc 0, Beatrice 1

The players write these numbers on
their character sheets, or on note paper.

Rather than adjusting points in play, you
can use poker chips, coins, ten-sided
dice, or any other easily differentiated
and readily available counters. Each
agent gets one kind or color of counter
to indicate Trust points, and the players
distribute these points appropriately.

Jack uses red poker chips, Luc blue,
Beatrice green, and Ivan white. Jack has
one blue chip and one white chip; Luc has
nine chips, three in each of red, green, and
white; Beatrice has one red chip and three
blue chips; Ivan has only one green chip.

SPENDING TRUST

During play, youmay spend other agents’
Trust during scenes in which your two
agents are both present. Each Trust
point acts like a point spent from any
pool that the spender designates: if you
already have their Trust, you could spend
1 Trust point to add 1 to another agent’s
Shooting die roll, or provide 1 point to
spend on Interrogation for that last extra
piece of intel. The Director may ask for a
quick explanation of how you helped out
(“I toss Jack a spare clip” or “I lean over
the guy Jack is questioning and inhale
meaningfully on my cigarette”), or just
decide that the presence of a trusted
comrade is what gives Jack that little
extra oomph. You can only spend Trust
to enhance an ability the other agent
already possesses. Like other standard
point spends, Trust spends happen
before the die roll.

Beatrice has 1 Trust point from Jack
and 3 from Luc. She can spend 1 point
to aid Jack during the operation, and up
to 3 points to aid Luc. She cannot spend
any Trust to aid Ivan, as Ivan doesn’t trust
Beatrice enough to benefit.

Players can keep track of spent Trust
cither by crossing out the numbers
on their character sheet or notes, or
by tossing the right color poker chip,
correct denomination of coin, etc. to
the aided player.

If all engaging in
Cooperation  (see p. 50) or

characters

Piggybacking (see p. 49) have positive
Trust (above 0) with each other, their die
roll gets an additional +1 without any
spend required.

CHANGING TRUST

After each operation, a player may
reassign 1 Trust point from agent to
agent. Players may also grant up to 1
Trust point to any agent by spending an
experience point (see p. 93). Trust
builds slowly.

Beatrice has become impressed with
Jack’s straightforward attitude during
the last operation. She transfers 1 point
ofher Hustﬁom Luc to Jack; now Jack
writes “Beatrice 1”in his Trust line, and
Luc changes his from “Beatrice 3” to

“Beatrice 2.” She also uses 1 experience
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point to grant 1 Trust point to Ivan; if
no other player adjusted their Trust of
Ivan, his sheet would read: “Jack 0, Luc
0, Beatrice 2.7

No player can assign more than 5 Trust
to any other character.

At the end of this process, all Trust
refreshes to its new level.

BETRAYING TRUST

To betray a character’s Trust, you spend
his Trust to harm or hamper him, or to
strengthen yourself in a confrontation
or conflict with him. Change his Trust
into Betrayal, and start spending: Every
1 point of Betrayal you spend ecither
subtracts 3 from his General ability
die, or completely cancels one of his
Investigative abilities for that scene.
Again, the Director may ask for a quick
description of the relevant interference
(“Jack finds his gun is empty” or “The
witness is dead before he can spill the
name”). Unlike regular ability points,
or even Trust points, Betrayal points can
be spent after your victim’s die roll. You
can also spend Betrayal to strengthen
yourself; each 1 point of Betrayal adds 2
to your own ability die roll, but only for
actions that harm or hamper that agent.

Beatrice now has 2 Trust from Jack
and 4 from Luc. She betrays them in the
middle of a gunfight, revealing that she’s
been working for the DGSE all along.
She turns both Trust pools into Betrayal;
she can now subtract 6 total points from
Jack’s dice during the confrontation, and
12 from Luc’s. Jack tries shooting her
anyhow, spending 3 points. Beatrice spends
I Betrayal to lower Jack’s spend to O; he
rolls a 4 and hits her anyway — until she
spends another I Betrayal to retroactively
change that result to a 1. She now spends 2
more of her Betrayal from Jack to add 4 to
her own Shooting roll back at him, and hits
regardless of her die roll. She has 2 Betrayal
remaining from Jack and 12 from Luc.

Once spent, however, Betrayal can never
be regained.

You gain no bonus or advantage from
spending Betrayal against a character
suborned, dominated, or turned by
the vampires: such a character already
expects such an outcome.

A betrayed agent cannot spend his
betrayer’s Trust, even if he wanted to.
Also, for the duration of the initial
betrayal scene, only the betrayer can
use his MOS.

Beatrice jumps into the agents’ car and
flees the scene with the vampire serum,
leaving Jack wounded. Normally, Luc could
use his Shooting MOS to automatically
shoot Beatrice, or at least shoot out the
tires, but not this time. Perhaps Beatrice
has sabotaged his rifle, or he can’t bring
himself to fire on a_former comrade.

Even if the characters somehow patch
things up, no betrayed character can
ever grant Trust to his betrayer again.

MAPS AND LEGENDS

Develop at least a sketch of your agent’s

past. It doesn’t have to be too detailed
— you want to leave some room for
skills and cities and NPCs to get added
to your dossier in play — but knowing
your agent’s past can help you come up
with Network contacts, Cover identities,
and other game events in an organic
and natural-seeming fashion. You don’t
have to reveal any of your past to the
other players, at least not immediately.
Enigmatically dropping hints about “the
Regiment” or “some unpleasant times
in Afghanistan” is true to the genre,
certainly. In the final analysis, whether
you reveal your past will depend more on
your player group chemistry than on any
other factor; great games can happen with
total openness or with mystifying opacity.

coming In

When did youcomein to the clandestine
life, and what did you do while you
were inside? Your previous experience
depends, more than any other factors,
on your nationality (or that of your
prior employer, anyway) and your age.
You might have begun with military
service (as many security service agents
do) or started off in intelligence or
security work.

Either way, you were likely recruited
in your early 20s, although plenty of
exceptions exist. You might easily have
served in a younger agent’s war: plenty
of Gulf War vets, for example, worked

as CIA paramilitaries or security

A0 BETRAYAL = MAPS AND LEGEAD

contractors in Iraq after 2003; plenty
of Red Army Afghanistan vets got sent
to Chechnya. Always remember that
straightforward intelligence or counter-
intelligence work remains an option
throughout: you served your agency in
one or two or five countries in Europe
for your whole career. Check Wikipedia
or other references for more details and
possibilities once you decide both. The
possibilities below are only probabilities.

If you are in your 20s: You came
in after 9/11, or 7/7, or the Moscow
theater siege. If military, you served
in Iraq, Libya, or Afghanistan (U.S.
or NATO), in Chechnya or Georgia
(Russia), in Lebanon or Gaza (Israel),
in Sierra Leone (U.K.), or in Cote
d’Ivoire (France); you may have seen
peacekeeping duty in the Balkans or
Africa, or mercenary work in the Congo,
Somalia, Libya, or elsewhere.

Your covert work likely involved
al-Qaeda,
Hezbollah, Hamas, Chechen groups

counter-terrorism against
(Russia),or FARC;counter-proliferation
aimed at Iran, North Korea, Pakistan,
or Syria; or supplying insurgents in Iraq
or Lebanon (Iran). Global organized
crime is likely a major factor in your
experience.

Your mentor, if you have one, is in
his 40s.

If you are in your 30s: You came in
just as the Berlin Wall fell, and probably
feel like you missed all the fun despite
getting to deal with sudden, global
Russian mafiyas. If military, youservedin
the GulfWar or Somalia (U.S. or NATO),
the Balkans (U.S., NATO, or Russia),
the Caucasus or Central Asia (USSR
or Russia), Northern Ireland (U.K.),
Lebanon or the West Bank (Israel); you
may have seen peacekeeping duty in the
Balkans or Africa, or mercenary work
in the Congo, Balkans, Ethiopia, or
elsewhere.

Your covert work likely involved
counter-terrorism against al-Qaeda,
the GIA in Algeria (France), Chechen
groups (Russia), or FARC; straight-
up intelligence work against rivals like
China (U.S. or U.K.), Russia (U.S. or
NATO), or the U.S. (France or Russia);
or supplying insurgents in Iraq or
Lebanon (Iran).

Your mentor, if you have one, is in

his 50s.




If you are in your 40s: You came in
under Thatcher, Reagan, and Andropov,
and got the last hard freeze of the
Cold War as your on-the-job training,
If military, you served in Afghanistan
(USSR), Panama (U.S.), the Falklands
or Northern Ireland (U.K.), Lebanon
or the West Bank (Israel), or Iraq (Iran);
you may have seen mercenary work in
Latin America, Africa, or South Asia.

Your covert work likely involved
supplying insurgentsin Central America,
Africa, or Southeast Asia, or straight-
up intelligence work against your
superpower rival. Western counter-
terrorism focused on the classics:
Palestinian, Irish, and Latin American
groups almost exclusively, with a
smattering of Libyans and Iranians;
Soviet bloc assets might have worked
with any of them.

Your mentor, if you have one, is in his

60s, possibly retired. Your protege, if
you have one, is in his 20s.
If you are in your 50s: You came in
during the Cold War. If military, you
served in Northern Ireland (U.K.), the
Congo (France), Afghanistan (USSR),
Lebanon or the West Bank (Israel),
or just possibly Vietnam or the Yom
Kippur War (someone 18 years old
in 1971 is 59 in 2012); you may have
seen peacekeeping duty in Africa or the
Middle East, or mercenary work in Latin
America, Africa, Cyprus, or Southeast
Asia.

Your covert work likely involved
supplying insurgents in Central America,
Africa, or Southeast Asia, or straight-
up intelligence work against your
superpower rival or revolutionary Iran.
Western counter-terrorism focused on
radical Communist movements in the

First World (Baader-Meinhof, Red Army
Faction, Red Brigades, etc.) as well as
the PLO, PFLP, IRA, FARC, etc; Soviet
bloc assets might have worked with any
of them.

Your mentor, if you have one, is in
his 70s, almost certainly retired. Your
protégé, if you have one, is in his 30s.

GETTING OUT

And then you left. Were you burned
out, or just burned? Did you fall, did
you jump, or were you pushed? Did
you leave under a cloud, under protest,
or under fire? Was your cover blown,
or just your career? Did you go alone,
or part of a purge? Did you get an exit
interview or an ambush? Did you get
too close to something, or too far off
the reservation? Was it office politics, or
your politics, or geopolitics?

Answer the standard questions:
Whose idea was it? When did you leave?
Where did you go next? What were you
doing right before you got out? How did
you get (or give) the word? And most
importantly, why did you get out? You
can leave some of these answersalittle bit
murky; perhaps the reasons don’t matter
now, or perhaps you're still holding onto
ahigh card you want to keep close to the
vest. Indeed, you might not even know
why your agency suddenly revoked your
passport and canceled your pension.

MEETING UP

Finally, bring the player character group
together. Thispartis collaborative, evenif
you do all the rest in secret: How did you
meet the other player characters? Were
you all recruited for the first operation
in the game, or have you worked as a

FIRST BLOOD

The standard Night’s Black Agents
campaign begins
characters discovering the existence

with the player

of vampires, or even just clues pointing
to the existence of vampires, down
in the shadows where the agents
still dwell. That’s where the story of
vampire hunters naturally begins. But
it’s not the only way to tell that story.

You can start in medias res,
with each agent having found out
about the

previous

vampires during his
career, only just now

know of the

finding that others

undead threat. In such a campaign,
decide how your agent found out,
and what her reaction was to this
nightmarish discovery. What did she
do? Who did she tell? Did she get
burned or bounced for turning in a
crazy report about blood-drinking
terrorists?

In some campaigns, only some of
the agents (or only one agent) start
out knowing about the vampires; the
others find out during play. This works
well with secret Drives, in or out of
MIRROR games.

crew together for years? Did you all
hook up at once, or did two or three of
you work together before? Do you have
any grudges, favors, or memories of the
other agents from a while back? Only
decide as much of this as feels right or
natural; you can collaboratively build
out the details as the game progresses
once you establish some basic backstory.



ONCE YOU’VE BUILT YOUR AGENT, it
becomes the job of the Director to
enmesh him and his companions in
the toils of a vampiric conspiracy.
Simultaneously hunters and hunted, the
agentsmustmountop erationstodiscover
the extent of the vampires’ plot, to spoil
ongoing vampire operations, to block or
survive vampire attacks on themselves,
and eventually to weaken and then
destroy the vampire conspiracy. Each
of these operations is the equivalent

The GUMSHOE engine, which powers
the Night’s Black Agentsrules, separates
the business of discovering information
from the business of confronting (or
escaping) the opposition. In espionage
novels and films, the emphasis isn’t on
finding the information in the first place.
Usually, the heroes are awash in facts and
intel, trying to piece them together to
deduce the opposition’s plans, or to plan
a counterstrike of their own.

When you do see information withheld
from characters, it’s seldom portrayed as
a failure on the part of the competent,
fact-gathering heroes. Instead the writers
show an external force preventing them
from applying their abilities. In a spy
thriller, you might get the stonewall from
your enigmatic boss, or find a witness

TIP FOR PLAYERS:
CONTAINING SPECULATION ——

Investigative scenarios often bog
down into speculative debate between
players about what could be happening.
Many things can be happening, but only
one thing is. If more than one possible

explanation ties together the clues

you have so far, you need more clues.

of a “scenario” or “adventure” in other
roleplaying games: a discrete unit of
story and action.

All of these operations — discovery,
attack —
combine two elements: investigation

spoiling, survival, and
and confrontation. (If that seems too
clinical, “spying” and “fighting” make
a good shorthand.) Sometimes, an
operation begins with investigation —
discovering your enemies’ agents in
a city, or casing a known opposition

dead when you return to question her.
Information is only withheld when it
makes the story more interesting —
usually by placing the heroes at a handicap
while they move forward in the storyline.
In GUMSHOE terms, they’re not trying
to get an available clue and failing; they’re
cither using an ability for which no clue is
available, or the failure itself is the clue:
the boss’ stonewall is a Bureaucracy clue
that your own agency is involved, the
dead witness provides information on his
killers” methods via Forensic Pathology.

Of course part of the fun is saying things
like “Keyhole satellite imagery shows a
heavy Revolutionary Guard presence at
the black site” or “Chatter indicates an
upswing in al-Qaeda activity in Romania”
or “We sweated the meeting place out
of their bagman.” You can still say, and
do, all of those things in Night’s Black
Agents. It’s just that GUMSHOE doesn’t
make you roll to succeed in doing them:
those are automatic successes with (in the
above examples) Data Recovery, Traffic
Analysis, and Interrogation. But what
do you do with that intel? What plan do
you foil? What strike do you launch? The
action really starts after the investigators
— the agents — gather the clues.

front — and ends in confrontation,
usually violent. Sometimes, the reverse
is the case: a new vampire attack is
the confrontation, which the agents
must survive while investigating how
best to kill or divert their attacker.
Some operations switch back and forth
between elements, or combine them
throughout.

For cach element, Night’s Black
Agents has rules designed to keep the
story moving at thriller speed.

CLUES. SPENID AND [RS8

&= SPIT STRAIGHT

COMMENTARY

Spitballing about the possibilities is part
of the fun of any investigative game (and
a cunning Director will take notes and
plan accordingly!), but don’t let it hurt
the momentum of what’s going on at
the table. Focus on connecting the dots
you have, not imagining what dots might
be out there. As a Director, meandering
speculation is a sign that you need to
throw more information at the agents —
don’t be stingy about it, particularly for
the first few operations of a campaign.

Intelligence operations are not
about finding clues.They are about
interpreting the clues you do find.

Figuring out the conspiracy, or
planning an operation, is hard enough
for a group of analysts, without someone
withholding half the pieces from them.
GUMSHOE, therefore, makes the finding
of clues all but automatic, as long as you
get to the right place in the story and have
the right ability. That’s when the fun part
begins, when the players try to put the
components of the puzzle together.

Whenever you get stuck, get out and
gather more information.
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GATHERING CLUES ——

Gathering clues is simple. All you have
to do is:

B get yourself into a scene
where relevant information
can be gathered,
B have the right ability to
discover the clue, and
m tell the Director that you're using it.

As long as you do these three things, you
will never fail to gain a piece of necessary
information. It is never dependent on a die
roll. If you ask for it, you will get it.

You can specify exactly what you
intend to achieve: “I use Chemistry to
test the blood sample for silver.”

You can convey a wider speculation
to the Director: “I use Human Terrain to
findarespected priestin the village who’s
worried about the disappearances.” You
sensibly guess that the town is infested,
but you don’t want to waste time going
from NPC to NPC trying to read the
Director’s mind and figure out which
onc contains the magic plot pellet.
Nor should you. In this example, if the
Director planned on having the local
police chief provide the info instead of
the local priest, she can either change
the information’s source retroactively or
tell you something like: “Before you can
talk to Father Marko, a nervous fat man
in a uniform pulls you aside. Fortunately,
he’s very concerned about the strangers
in the old castle and cager to get your
help with them.”

Or you can engage in a more general
informational fishing expedition: “I use
Notice to search the alley,” or “I use Art
History to check out the portrait.”

If your suggested action corresponds
to a clue in the scenario notes, the
Director provides you the information
arising from the clue.

You're investigating the mysterious SUV
that has snatched your bang-and-burn
man, Desmond Fike (normally played by
Scott, who is absent for the current session)
off the streets of Paris. Tracing it to a garage
in Montreuil, you cautiously enter.

Director: “The foundation of this
garage looks strange, not your standard
concrete pour job.”

You: “Strange, huh? I draw on my
knowledge of Architecture to see if I can

tell anything about it from its style of
construction.”

Director: “From the characteristic slab
floors and protruding line of eroded
limestone along the southern edge, you
suspect it sits on the remains of a medieval
building: possibly Romanesque, maybe the
12th century.”

Some clues would be obvious to a trained
agent immediately upon entering a
scene. These passive clues are provided
by the Director without prompting.

Director: “As you draw closer to the
SUV, you spot droplets of what looks like
blood on the floor near it.”

Scenarios suggest which clues are passive
and which are active, but your Director
will adjust these in play depending on
how much guidance you seem to need.
On a night when you’re cooking with
gas, the Director will sit back and let
you prompt her for passive clues. When
you’re bogging down, she may volunteer
what would normally be active clues.

Ear])/ in the series, or on a night
when everyone’s experiencing a collective
caffeine crash, the Director might instead
run the garage clue, above, like this:

Director: “The foundation of this
garage looks strange, not your standard
concrete pour job. Who has Architecture?”

You:“I do.”

Director: “From the characteristic slab

floors and protruding line of eroded
limestone along the southern edge, you
suspect it sits on the remains of a medieval
building: possibly Romanesque, maybe the
12th century.”

For groups preferring to hide the game
terms, the Director can rely on an
Investigative Ability Worksheet (see p.
210 of the Addenda). Knowing from
the sheet which characters have which
abilities, the Director supplies passive
clues without stopping to ask. Given a
choice between multiple PCs who have
the same ability, the Director picks either
a character who hasn’t had a chance to
shine lately, or the one with the highest
pool in the relevant ability. The Director
might stick with one approach, or switch
between them as the moment seems
to demand. However, characters who
are directly present should always take

SIMPLE SEARCHES

Many clues can be found without
any ability whatsoever. If an ordinary
person could credibly find a clue simply
by looking in a specified place, the
clue discovery occurs automatically.
You, the reader, wouldn’t need to be a
trained spy to find a bloody footprint
on the carpet in your living room, or
notice a manila envelope taped to the
underside of a table at the local pub.
By that same logic, the agents don’t
require specific abilities to find them,
either. When players specify that
they're searching an area for clues,
they're performing what we call a

simple search. To perform simple

searches, they must narrow down
the scope of their examination by
specifying a particular area or object
within the scene:

“I look through his hard drive.”

“Is there anything in the van?”

“Luc is checking the bottles in the
surgery.”

On the other hand, characters
who do have relevant abilities can
glean getting this
specific. With Notice, clues become
available to a player simply by being
on the scene and indicating that you’re

clues without

looking for them.

precedence over those listening in over
a comlink or cell phone.

Director:“The foundation of this garage
looks strange, not your standard concrete
pour job” [Checks the worksheet, seeing
that, of the various characters present,
you have the highest Architecture rating.)
Addressing you, she says: “From the
characteristic slab floors and protruding
line of eroded limestone along the
southern edge, you suspect it sits on the
remains of a medieval building: possibly
Romanesque, maybe the 12th century.”

The exact give-and-take surrounding the
provision of clues will vary seamlessly
based on the situation. Typically the
Director lets the players take the lead,
subtly juicing the process as needed.

Director

For each scene, the

designates a core clue. This is the clue



you absolutely need to move to the next
scene, and thus to complete the entire
operation. Directors will avoid making
core clues available only with the use of
obscure investigative abilities. (For that
matter, the character creation system is
set up so that the group as a whole will
have access to all, or nearly all, of these
abilities.)

SPENDS AND BENEFITS

Certain clues allow you to gain special

benefits by spending points from
the relevant Investigative ability pool.
During your first few scenarios, your
Director will offer you the opportunity
to spend additional points as you uncover
these clues. After that, it’s up to you to
ask if it there’s anything to be gained
by spending extra time or effort on a
given clue.You can even propose specific
ways to improve your already good
result; if your suggestion is persuasive
or entertaining, the Director may award
you a special benefit not mentioned in
her scenario notes.

Each benefit costs either 1 or 2 points
from the relevant pool, depending on
the difficulty of the additional action and
the scope of the reward. When asking
you if you want to purchase the benefit,
the Director always tells you how much
it will cost. Additional information
gained provides flavor and options, but
is never required to resolve the situation
or move on to a new scene. Often it
makes the agent seem clever, powerful,
or heroic. It may grant you benefits
useful later in the scenario, frequently
by making a favorable impression on
supporting characters. If you think of
your GUMSHOE game as a TV series,
an extra benefit gives the actor playing
your character a juicy spotlight scene.

“What do I know about Montreuil?”
you ask.“I have 3 points in History.”

The Director answers: “It began as a
monastic settlement around 780 A.D.The
monastery was the main draw here until
the French Revolution, when it was shut
down — this is probably one of the old
monastery complex buildings. Plus, it’s
where the French film industry began in
the 1890s.”

“That seems pretty sketchy. I'll bet

there’s more going on here, if only because

this was once consecrated ground. Ideal

vampire turf ... I want a full information
dump on this place; can I spend 2 points
of History to get it?”

“Uh, sure,” the Director says. She
actually has two pieces of information,
labeled as 1-point spends for Occult and
Architecture, but History works, too, with
a bigger spend.

She gives the Architecture spend first:
“One of the designers of Notre Dame was
Pierre du Montreuil; he may have built
other works of sacred architecture in his
home town for the monks.” Which leads
into the Occult information: “Certainly
a dissident sect of Freemasons thought

&= AN EMPTY POOL ONLY
MAKES YOU MOSTLY BADASS

Directors and agents should keep in
mind that any Investigative abilities you
bought can still be used, even if the pool
is zero. It just means there is no chance
of getting the benefits that come from a
spend. Lots of empty Investigative ability
pools shouldn’t bring a mission grinding
to a halt, but it is a signifier that some
sort of climax lurks around the corner.



so when they took over a I2th-century
building in Montreuil as their cult center
in 1791. The Ordo Sola Obscura, the
Order of the Obscured Sun.They vanished
during the Occupation.”

“Wait,”you say: “Obscured Sun? That'’s
got to tie into the camera obscura, which
means that film thing probably leads

somewhere too. Plus, who likes an obscured
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sun more than vampires?”

&S@ MAKE EVERY SPEND COUNT

I like every single special spend offer to
be worthwhile for the players. If they look
disappointed, | keep throwing more intel
at them until they perk up, or look scared.
Where I’'m not sure if the information is
worth it, | let them have it for zero points.
That means a lot of zero point clues,
which makes the points they spend on
their rating feel special.

EXAMPLE BENEFITS

Here are some special benefits you
might get from Investigative point
spends.

The benefit gives you a potential
advantage in a future contest of

General abilities:

your Military Science spend lets
you notice that the guards are
unfamiliar with their assault rifles.
your Electronic Surveillance spend
uncovers a CCTV blind spot in
the alley behind the warehouse.
your Chemistry spend detects
the use of additives in the SUV’s
fuel, implying it’s been souped

=
=

S

up by an expert driver.

your Diagnosis spend identifies
the militia as qat addicts; they’ll
be sleepy in the afternoon but
jittery and alert all evening.

—_

The benefit gives a favorable

impression to supporting characters:

= your Art History spend lets
you recognize and recover
stolen artwork for the original
owner, who will then be
more inclined to help you.
your Architecture spend discovers
a hidden room where there is a
hostage who can either give clues
or even help with General abilities.

Now you have three more leads to
follow: the career of Pierre du Montreuil,
who may have built sorcerous or ritual
crypts;the Sola Obscura and their possible
heirs in modern France; and any vampiric
involvement in the film industry in Paris.
Plus, you're pretty sure there’s a medieval
crypt under here just boiling with dark
ritual power: “Everybody get those sun
lamps out; when Weﬁnd it, we’re going
into that crypt on full UV”

The Director says “That’s going to take
a lot ofpower,” as she adjusts her notes
to reflect that the sorcerous darkness in

the crypt has lost the element of surprise.

Spending points on benefits often gives
you an advantage, perhaps in a later
General conflict. Thus it is to your
advantage to propose cool benefits to
the Director, even when they aren’t
specified in the scenario.

= once you find the hostage, you spend
Reassurance to calm his nerves.

= a High Society (or Flirting) spend
in an exclusive nightclub lets you
infiltrate a suspect’s social circle.

The benefit can lead to a flashback
scene, which can get you more info,
advance your personal arc, or just give
you a cool emotional or story moment:

= you find the body of a old colleague;
a Tradecraft spend lets you
remember that he was a bulldog
who never gave up on a file. Perhaps
his records are still around here?
a Criminology spend allows you to
specify that you helped engineer
a famous diamond robbery in
Amsterdam a few years back.
with a Pharmacy spend you
remember seeing your partner die
of that same poison in Helsinki.

Point spends can help you resolve
moral dilemmas or avoid cover-

blowing incidents:

= a little enhanced Interrogation will
make the drug dealer rattle off his
whole contact list, but you left the
Agency because of that kind of
thing. A 2-point spend of Streetwise
or Flattery lets you subtly pump
him for the same information.

The act of spending points for benefits
is called a spend. The Director’s scenario
notes may specify that you get Benefit X
for a 1-point spend, or BenefitY for a
2-point spend.

Directors of great mental agility who
feel comfortable granting their players
influence over the details of the narrative
may allow them to specify the details of a
special benefit. Any Director worth her
salt will allow you to suggest a special
benefit, at least.

If you wish to make a spend in a
situation where the Director has no
special benefit to offer you, and neither
of you can think of one that pertains at
all to the operation, you do not lose the
points you wish to spend.

Even if you spend all the points in
your Investigative ability pool, you still
keep your rating in the ability; you still
automatically succeed with it.

= Cop Talk with the Minsk security

police might get you a core clue
for free, but a 2-point Negotiation
will buy the same information

out of the bus driver without
going into a file somewhere.

a little |-point Flirting with the
receptionist encourages her

to ignore your unauthorized

use of the key card.

Extra point spends might speed up
an operation:

= a Forensic Pathology spend

lets you run all of the DNA
samples you gathered in the
shipping container in half an
hour, instead of half a day.

a spend on Urban Survival
means that you already know
the layout of Gdansk, rather
than having to check Google
Maps in the middle of a tail.

a Traffic Analysis spend lets you
figure out where the Organizatsiya
boss stashes his secret mistress,
letting you hit him without

his whole army of guards.

A really cool spend may even let you
refresh some Stability points (see
p- 92).



The mechanical role of Investigative
pool points is to manage spotlight time,
and as a method for the players and
Keeper to signal “oncoming coolness”
to each other. A player who says “Can
I spend a Bureaucracy point here?” is
requesting something cool for his agent
to do or discover during the scene.
When the Director says, “Do you want
to spend an Art History point here?”
she’s signaling that there’s something
awesome available during this scene that
she thinks the player (or players) would
enjoy. This repartee will eventually
become nearly seamless and automatic.

INCONSPICUOUS CLUES

Sometimes the characters instinctively
notice something without actively
looking for it. Often this situation
occurs in places they’re moving through
casually and don’t regard as scenes in
need of intensive searching. The team
might pass by a concealed door in a
museum corridor, spot a droplet of
blood on the marble of an immaculate
hotel lobby, or spot a sigil against the
evil eye in the graffiti on a side street.
Interpersonal abilities can also be
used to find inconspicuous clues. The
classic example is of a character whose
demeanor or behavioral tics establish
them as suspicious.

It’s unreasonable to expect players to
ask to use their various abilities in what
appears to be an innocuous transitional
scene. Otherwise they’d have to spend
minutes of game time with every
change of scene, running down their
abilities in obsessive checklist fashion.
That way madness lies.

Instead the Director asks which
character has the highest current pool in
the ability in question. (When in doubt
for what ability to use for a basic search,
the Director defaults to Notice.)

WHO FINDS IT?

Sometimes the Director knows that a
clue will definitely be found during a given
scene, but must decide which character
does so. Most often, the clue, though
easily found on a cursory examination of
a scene, will be somewhat inconspicuous.
The bloody footprint might be under
a piece of furniture. The table with the
envelope taped to it might be on the
other side of the diner. Because it is
mildly inconspicuous, it doesn’t make
sense that everybody will spot it at the
exact same second.

If two or more pools are equal, it
goes to the one with the highest rating.
If ratings are also equal, their characters
find the clue at the same time.

To your surprise, you find a man
hiding in the crypt under the garage,
wearing filthy sweats and plastic shoes,
covered in bruises and dried blood, and
blinking in your UV beams. He says
that he was captured by vampires and
forcibly drained because of his blood’s
special qualities. In fact, he’s a complete
Renfield, broken to the vampires’ will
and planted here as a spy and listening
device.According to the Director’s notes,
his story is both vague and a bit too

GENERAL SPENDS

Occasionally you’ll want to create a task
at which there is no reasonable chance
of failure, but which should cost the
characters a degree of effort. To do this,
simply charge the character(s) a number
of points from relevant general ability
pools. Where tasks can be performed by
cooperative effort, multiple characters
may contribute points to them. 1 or
2 points per character is a reasonable
general spend.

enthusiastically told — in other

words, it should ping any agent’s

Bullshit Detector. Both your character

and Beatrice have this popular and

widely useful ability, but you have |
more point in your pool than Beatrice
does.

The Director addresses you:
“You get a strong sense that the
guy is dafraid of you, and telling a
rehearsed story to boot.”

If one or more characters have a
relevant ability, choose the agent with
the highest current pool in that ability.
If no one has a relevant ability, or no
ability seems to apply to the situation,
ask yourself which player seems most
in need of a win. Pick either the player
who has received the least time in
the spotlight, or whose character has
suffered the worst setbacks, during
the current session.

This technique of doling out
positive moments
dramatic need can also be applied to

according to

other benefits, from lucky breaks to
romantic opportunities, to which no
ability clearly applies.
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A test occurs when the outcome of
an ability use is in doubt. Tests apply
to General abilities only. Unlike
information gathering attempts, tests
carry a fairly high chance of failure.
They may portend dire consequences
if you lose, provide advantages if you
win, or both.

Even in the case of General abilities,
the Director should call for tests only
at dramatically important points in
the story, and for tasks of exceptional
difficulty. Most General ability uses
should allow automatic successes, with
possible bonuses on point spends, just
like Investigative abilities.

There are two types of test: simple tests
and contests.

SIMPLE TESTS ———

A simple test occurs when the character
attempts an action without active
resistance from another person or entity.
Examples include driving a treacherous
road, jumping a gorge, sneaking into an
unguarded building, binding a wound,
shooting a target, planting a bomb,
remembering to bring a magnet along,
or resisting vampiric mental powers.

The Director determineshow hardany
given action is by assigning it a Difficulty
Number, or Difficulty, ranging from 2
to 8 (occasionally even higher), where
2 offers only a slim chance of failure,
4 is the norm, and 8 verges on the
impossible. The player rolls a single die;
if the result is equal to or higher than
the Difficulty, the character succeeds.
Before rolling the die, the player may
choose to spend any number of points
from the relevant ability pool, adding
these to the final die result. Players who
forget to specify the number of points
they want to spend before rolling are
stuck with the unmodified result.

DIE ROLLS

All die rolls in GUMSHOE use a single
ordinary (six-sided) die, or dé.

As you spend points from your ability
pool, your pool dwindles but your rating
stays the same.

In the game world, expenditure
of pool points in this way represents
special effort and concentration by the
character, the kind you can muster only
so many times during the course of an
operation.

With the UV lamps fading, and the
ladder into the crypt knocked aside
by the howling Renfield, you need to
jump for the opening above you before
the roiling clouds of blackness close in.
You have § points in your Athletics pool.
Knowing that sunset is approachingfast,
you decide to go all out.You spend half
qf)/our pool, 4 points, on the attempt.
You roll a 5, to which you add the 4
spent Athletics points, for a final result
of 9. With a mighty leap, your fingers
can grip the stone edges of the opening.
Straightening your arms with propulsive
force, you hurl yourself balletically into
the garage. Sliding the flagstone back over
the hole is the work of moments, sealing
the vampires’ tool back into the blackness.

hardened
instinctively aware of their limitations
and of the kinds of obstacles they
face. Directors may choose to reveal

Agents are adventurers,

Difficulties, especially for conventional
obstacles like walls, commercial burglar
alarms, and guard dogs. For other
obstacles, the Director may give rough
verbal indications of how hard a test
seems to the naked eye:

B “Medieval ceilings are low, so it
should be in reach if you jump.”

B “You’ve jumped higher. And
you’ve fallen short of lower.”

® “If you can get a finger
hold, it’ll be a miracle.”

Regardless, the Director never reveals
the Difficulty of a SenseTrouble test (see
p- 33).

In pustT mode, there’s no such
thingasaretake if youmiss. Losing points
is meant to grind away at resources and

DIFFICULTY NUMBERS AND
STORY PACING

Just as the GUMSHOE system keeps
the story moving by making all crucial
clues accessible to the characters,
Directors must ensure that tests and
contests essential to forward narrative
momentum can be easily overcome.
Assign relatively low Difficulties of 4
or less to these crucial plot points.
Reserve especially hard Difficulty
numbers for obstacles that provide
interesting but nonessential benefits.
Or go even lower: a Difficulty 2 test is
one the agents automatically succeed
at if they spend even | point.

For example, if the characters have
to sneak past the guards into the into

the Bucharest mortuary in order to

stage the final confrontation, assign
the relatively low Difficulty Number
of 4 to the task. If it seems to the
players that they “realistically” ought
to have a tougher time of it, insert a
detail justifying their ease of success.
The guards superstitiously ignore one
persistent cold spot, or the agents
find a sentry drained of blood by the
thirsty — and impatient — monster
he was guarding.

resolve, and agents are frequently tired
or distracted, their senses unreliable. To
truly evoke that feel, the Director never
reveals, or even hints at, any Difficulty
Numbers.

RETRIES

The test represents the character’s best
chance to succeed. Once you fail, you’ve
shot your wad and cannot retry unless
you take some other supporting action
that would credibly increase your odds
of success. If allowed to do this, you must
spend more pool points than you did on
the previous attempt. If you can’t afford
it, you can’t retry.

You’ve found Desmond Fike at last! The
bad news is that he’s heavily sedated and



chained to his own stash of plastique —
armed with his own detonators, wired to
the Iocks. Your only hope is to disarm the
bomb with your Explosive Devices ability.

OPTION: YOU NEVER FAIL ———

Even a failed test might be successful,
but at some other dramatic or personal
cost. This is especially useful for
General tests that still have to succeed
for the story to progress speedily or
interestingly: jumping a fence into the
enemy compound, or fixing a truck
to escape a remote labor camp, or
winning a card game to impress an
arms trafficker. You didn’t jump over
the fence, but you eventually clambered

over it — after cutting yourself badly
on the razor wire. You didn’t fix the
engine thoroughly, so you can only get
to a deserted farmhouse before the

truck overheats and throws a rod. You
won the hand, but his girlfriend saw you
cheat.

Often, such failed tests (of Digital
Intrusion and Infiltration,among others)
succeed at the cost of adding more
Heat (see p. 87). This option can be
usefully combined with Failsafe Clues, p.
p. 184.

The Director describes it as “hasti])/ wired,
but by a real pro,hinting at the bomb’s true
Difficulty of 4. Fortunately, you’ve bought
Explosive Devices up to 5, so you spend 2
points on the attempt. Sadly, you roll a
1, and the Director describes the way the
digital readout on the bomb speeds up and
begins to emit a shrill series of beeps.

You have one more shot before the
plastique goes up, taking the building
(and yourself) with it. To qualify for
this attempt, you must spend at least 3
Explosive Devices points. Since that’s
all you have Igft, you burn them all,
muttering “When in doubt, Desmond
always says to cut the blue wire. Red’s
too obvious, he says.’This time, you roll a
2, just enough to disconnect the blue wire
as the digital readout stops and blinks
“00:02” over and over.

leader’s die result. For every character
who is unable to pay this piggybacking
cost, either because he lacks pool points
or does not have the ability at all, the
Difficulty of the attempt increases by 2.

With Desmond back in play (Scott
showed up late to the game session, but he
brought ribs!) he can describe the route the
SUYV took after it nabbed him, even though
his head was in a bag the whole time.
(Desmond makes a 2-point spend of Urban
Survival to do this, and the Director allows
it because it’s completely in genre.) A quick
look at the map later, and you’ve figured
out that the snatchers’ boss operates out of
a Masonic lodge in the 5th arrondisement.

You, Desmond, Ivan, and Beatrice plan
to break into the lodge and dump the
boss” computer to a flash drive. With her
Infiltration of 8, Beatrice takes the lead You,
Desmond, and Ivan have 2,4, and O points
in your Infiltration pools, respectively.You
and Desmond pay 1 point apiece, dropping
your pool to 1 and Desmond’s to 3. Because
Ivan has no points to spend, the Difficulty
of the sneak increases from 5 to 7.You
might have left him behind, but he’s the
stereotypical Ukrainian hacker — his
Digital Intrusion will come in handy if
there’s some sort of protection on the hard
drive. Beatrice spends 4 points and rolls a
3 — exactly what you needed.

With such a close result, the Director
narrates a razor’s-edge victory, singling
out the empty-pooled character as the one
who nearly brings it all crashing down:
“Entering the lodge master’s office, Ivan
trips the door alarm in his haste to slide
behind the computer. Beatrice spins and
stabs out the factory installed code on this
system — the red light goes back to green
and everyone gives thanks that nobody
changes default pass codes.”

PIGGYBACKING

When a group of characters act in
concert to perform a task together,
they designate one to take the lead. That
character makes a simple test, spending
anynumber ofhis own pool pointstoward
the task, as usual. All other characters
pay 1 point from their relevant pools in
order to gain the benefits of the leader’s
action. These points are not added to the

&= THE 2-POINT PROBLEM

COMMENTARY

If your players are always spending 2
points for everything and anything, the
best move for a Director is to reduce
the difficulties for a few problems, and
then present a much harder problem.
There’s nothing wrong with offering the
same problem with multiple and variable
difficult levels: not all bombs are going to
be difficulty 6, right?



CONTINUING CHALLENGES

Some tasks, such as battering down a
door or breaking through a complex
computer firewall, simply take more
time than a single test represents,
whether that test takes a round or a
day of effort. Or from another angle,
multiple tests more accurately and
dramatically represent productive,
repeated effort. For these continuing
challenges, assign the obstacle a pool
representing the base Difficulty of

doing it all at once unaided: this will

generally be 8 or higher, often much

higher. The tests per se use the
standard Difficulty of 4.

The players may take turns,
cooperate on each action, or use
any other means at their disposal in
a series of tests: Athletics to batter
down a door, or Digital Intrusion to
penetrate a firewall, for example. The
points they roll and spend accumulate;
when they have enough points to
overcome the initial Difficulty, the task
is done. No points or rolls spent on a
failed test add to the total.

Inmanyinstancesagroup cannotlogically
act in concert. Only one character can
drive a car at one time. Two characters
with Preparedness check their individual
kits in sequence, rather than checking a
single kit at the same time.

COOPERATION

When two characters cooperate toward
asingle goal, they agree which of them is
undertaking the task directly, and which
is assisting. The leader may spend any
number of points from her pool, adding
them to the die roll. The assistant may
pay any number of points from his pool.
All but one of these is applied to the
leader’s die roll.

Quickly checking the down]oadedﬁles,
Ivan realizes that the Masonic lodge is
the headquarters — and main processing
center — of a Polish human trafficking
ring. The team immediately heads for
the basement, to see if they can free the

capti ves.

You're trying to shove an immense
stone sarcophagus across the floor to
blockade the door against the inevitable
ghoul attack. The Director sets the
Difficulty of moving such an enormous
thing at an arbitrarily high 20. You
spend 3 points from your Athletics pool
of 10, and roll a 6.That’s a 9 total, and
the sarcophagus slowly scrapes toward
the door.The next round, the ghouls are
closer. Hoarding your Athletics pool in
case of a fight, you spend only | point
shoving the sarcophagus, and roll a 2.
This failure adds nothing to your total,
which remains 9. Panicked, you spend 5
points and roll a 3; you add that result
of 8 to your total, for |7.You have |
point left in your Athletics pool, and 3
to go before the sarcophagus blocks the
entrance, and those ghouls are getting
closer yet ...

Some tasks are just impossible no matter
how many tests you make: tearing open
a vault door barehanded, for example.

This is a new rule suitable for any
GUMSHOE game.

When you get there,youﬁnd a dozen
girls behind a complex gate-and-grille
system of Belle Epoque wrought iron.
It’s opened by an immense wheel that
must take superhuman strength to turn.
Desmond and Beatrice decide to gimmick
the counter-gearing so they can pry
the grille open instead. (The Director
expected the team to just cooperate with
Athletics to force the wheel to turn, but
this is just as cool, really.) This will be a
Mechanics test, so Desmond (Mechanics
4) and Beatrice (Mechanics 3) take it.
Ivan has only 1 point left in his Mechanics
pool, so there’s no point in his assisting,
because he needs to have at least | point
left over to pay the cooperation cost; you
don’t have any in yours, so you and he
watch the stairs for the guards.

Both Desmond and Beatrice spend all
of their remaining points. His 4 points
add to the die roll as usual; Beatrice
spends 3, but adds only 2 to the result.
Desmond’s roll is a 3, to which 4 and
2 are added for a result of 9. This beats

the unrevealed Difficulty Number of 7,
and the grille pops open, releasing the
prisoners.With a downloaded hard drive,
a van load of human intel, and a big
crimp put in the bad guys’ Paris schemes,
this operation is over and you all head for

the safe house.

GENERAL TESTS
WITHOUT ABILITY RATINGS

If you don’t have any rating in a General
ability, you can’t make a testin it. (Don’t
confuse this with pool points -- you can
always make a test in a General ability
you have a rating in, even if your current
pool is 0.) This standard GUMSHOE
rule exists to reward players who decide
to build generalists, with 1 or 2 points in
a broad variety of abilities, at the cost of
two or three spotlight abilities.

In some thrillers, everyone turns
out to be good — or at least somewhat
plausible — at everything. If you want
that, build your characters to reflect it.
Alternately, all the players should hold
back a few build points or experience
points to put into General abilities that
suddenly come up during play (see p.
10). Or, if the Director is feeling
very generous, she can give players 4
or 5 “extra” General build points to be
held back for just such an emergency,
or add more free build points in specific
abilities.

Or, here’s another optional rule to use
if you'd like:

If you are making a General test with
a 0 rating in the ability, a roll of 1 is an
automatic, damaging, failure: a 1 on a
Shooting test means you hit a fellow
agent, a 1 on Digital Intrusion means
your current location is pinpointed, a
1 on Surveillance means you lose the
target and get made, a 1 on Driving
means you wreck the vehicle, etc.

Furthermore, in any General test
involving damage, such as combat or
Explosive Devices, if you succeed, you
still do less damage: a -2 penalty.

This rule might apply to “civilian”
NPCs even in a game featuring
omnicompetent agents.



Contests occur when two characters,
often a player character and a supporting
character controlled by the Director,
actively attempt to thwart one another.
In the GUMSHOE system, the Director
can escalate between three separate
types of contest, depending on how
dramatic the scene should be.

® Player-facing contests are for
quick, active, “one and done” sorts
of contests: i.e., using Athletics to
toss a grenade into a limousine.

® Full contests amp up the drama;
they’re “showdowns” or “level
boss” sorts of contests: i.e., using
Athletics to beat another skier to
the bottom of the mountain.

m Thriller chases are for action set
pieces; in the spy thriller genre,
as the name indicates, usually
chase scenes: i.e., using Athletics
for a full-blown parkour chase
over the rooftops of Algiers.

In theory, any contest of General
abilities can use any of these three layers
of contest, but in practice some contests
just work better at different levels or as
simple tests. Preparedness, for example,
is almost always going to be a simple
test; Filch will almost always be a player-
facing contest; Digital Intrusion mightbe
ahack of an unwary system with a simple
test, a player-facing contest to pull off
a DoS attack, or a full contest against
a corporate cybersecurity professional
trying to trace you in response. As
the examples above indicate, Athletics
might be any sort of contest, in addition
to simple tests like jumping over a fence.

Combat abilities (Hand-to-Hand,
Shooting, and Weapons) use the Combat
rules in the next section (see p. 60) to
overcome violent opposition. Hitting a
nonliving target with a pistol or a thrown
knife, for example, is a simple test —
but a marksmanship competition against
an opponent is likely to be a full contest.

PLAYER-FACING CONTESTS

Player-facing contests work exactly the
same as simple tests: you roll against
a Difficulty, and spend ability pool
points to add to your die roll. The one
exception: there are no “retries” against
active opposition. If you fail, you either
suffer the consequences immediately or
kick the contest up to a full contest as
your opponent gets a chance to counter
your failed move.

It’s called a “player-facing” contest
because the Director doesn’t roll. To see
if an agent is surprised, the player makes
a Sense Trouble test. To see if an agent
surprises an NPC, the player makes an
Infiltration test. The player character’s
fate — the die roll and any spent points
— is entirely in the player’s hands. The
Difficulty in a player-facing contest is
usually 4, unless the Director shifts it up
or down. Often, this shift appears in her
notes as either an Alertness Modifier or a
Stealth Modifier. Note that these modify
the player character’s Difficulty in the
contest.

ALERTNESS MODIFIER

An opponent’s Alertness Modifier
represents its ability to sense your
activities, whether through standard
senses like sight and hearing, or exotic
ones like echolocation, blood scent, or
telepathy. When you try to sneak past
it, the Alertness Modifier is applied to
your base Infiltration Difficulty, which
is usually 4. Where a technical hack is
used to breach a secure zone, you might
instead oppose Digital Intrusion against
an Alertness Modifier. It also applies to
Surveillance tests when you’re trying
to observe the opponent without being
observed in turn, or when you'’re trying
to slip their surveillance of you.

The Director might also apply an
Alertness Modifier to tests of Conceal,
Disguise, Filch, Gambling, or any other
activity the agents covertly attempt
under potential observation.

The Alertness Modifier reflects all
of the opponent’s sensing capabilities:

s
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natural, supernatural,and technological.
A drug-addled guard, or a sleeping
vampire, might have a negative Alertness
Modifier, making your Difficulty lower

and your contest easier.

STEALTH MODIFIER

An opponent with a Stealth Modifier
is either significantly harder or easier to
spot with Sense Trouble or Surveillance.
It alters the Difficulty number for
that or similar tests. In keeping with
GUMSHOE’s player-facing approach,
the Stealth Modifier appears in lieu of an
opponent’s Infiltration or Surveillance
ability. Instead of rolling Infiltration (or
Conceal, or Filch, or Surveillance, or
...) for an opponent, have an observing
player character make a Sense Trouble
(or Conceal, or Surveillance, or ...) test
against a Difficulty of 4, adjusted by the
Stealth Modifier.

FULL CONTESTS ———

In a full contest, each character acts
in turn. The first to fail a roll of the
contested ability loses. The Director
decides who acts first based on the
contest’s logic and circumstances. For
example, in a chase, the character who
bolts from the scene acts first. Where the
characters seem to be acting at the same
time, the one with the lowest rating in
the relevant ability acts first. In the event
of atie, supporting characters act before
player characters. In the event of a tie
between player characters, the player
who arrived last for the current session
goes first in the contest.

The first character to act makes a test
of the ability in question. If he fails, he
loses the contest. If he succeeds, the
second character then makes a test. This
continues until one character loses, at
which point the other one wins.

Typically each character attempts to
beat a Difficulty of 4.

On the way to meet a contact in the
Turkish national police force, you catch
sight of a pale figure in wraparound
sunglasses following you: a dhampir?Your




DARKNESS

Both spies and vampires stick to the
shadows, working and killing in the
dark. GUMSHOE considers only three
levels of darkness worth measuring.
The Director should apply bonuses
and penalties only to abilities and tests
with a primarily visual component:
Sense Trouble, for instance, depends
more heavily on sound and combat
reflexes than it does on visual acuity,
it might only increase in Difficulty by
| in pitch blackness. Similarly, dogs
depend primarily on smell: darkness
will have no effect on their Alertness
bonus or on the Hit Threshold of
their foes. Night-vision optics (see
p. 100) negate some or all of these
penalties, although light-intensifying
gear (but not IR gear) is useless in
pitch blackness. The Director should
make sure that no level of darkness
makes getting a core clue require a
spend, although if it’s in a book (for
example), the agent may have to wait
for a light to read it.

Surveillance pool is 6; your tail’s is 10.
As the eluding character initiating the

contest,)fours is the ﬁrst character to act.

You spend I point, dropping your pool to
5.Your ensuing roll is a 4,fbr a result qf
5.This beats the standard Difficulty of 4.

You describe your success:“Sidling into

an outdoor bazaar, Ipick up a newspaper

OPPOSITION SPENDS

Night: This is the level of darkness
of a normal, modern city at night, an
interior room during daytime with
its lights off, or the countryside in
bright moonlight. Opponents’ visual
Alertness Modifiers go down by |;
their Stealth Modifiers increase by
|. Hit Thresholds (see p.61) go

up by | at Near range or longer.
Difficulties for visual tasks (e.g.,
bomb disposal, car repair) increase
by | without good lighting nearby.
Dark: This is the level of darkness
of a city street at night with no
streetlights, a building at night with
its lights off, or the countryside at
night with no moon. Opponents’
visual Alertness Modifiers go

down by 2; their Stealth Modifiers
increase by 2. Hit Thresholds go

up by | at Close range, and by 2 at
Near range or longer. Difficulties
for visual tasks increase by 2.

and use it to hide my face in the crowd.”

On behalf of the dhampir, the Director
spends 3 and rolls a 3, for a result of 6.1t ’s
still stalking you. The Director narrates
accordingly:“Its face stays pointed directly
at you, even as its bod)' eels through the
throng toward your position.”

You spend another point, talzing your

How should the opposition spend its
points in a contest or a combat? Keep
in mind that gun-toting mooks don’t
know they’re disposable meat shields:
they think they will survive the whole
adventure, and will save their points
accordingly.

In general, most foes start a contest
by spending | point, then escalate if
they haven’t gotten results. Innate
predators, like vampires or hit men,
may start out with 2-point spends.
Cornered animals, or angry or fearful
foes will spend whatever it takes

to guarantee a hit: 4 or more points.
Careful foes will spend minimally, to
conserve their strength for the long
haul: | or even 0 points unless cornered
or desperate.

You can change this up for the sake of
drama or variety in the game. Perhaps
a truly hardened badass starts out
with a move intended to crush his foes
(spends 3), then slacks off to judge the
result (spends ), then increases his
effort again (spends 2): a spend pattern
of 3/1/2. Animals might start at 2, then
taper off to save their strength: 2/2/1/1.

= Pitch Black: This is total
darkness, with no light source
anywhere: a sealed shipping
container or an underground crypt,
for example. Opponents’ visual
Alertness Modifiers go down by
3; their Stealth Modifiers increase
by 3. Hit Thresholds go up by | at
Point-Blank range, by 2 at Close
range, and by 3 at Near range or
longer. The Difficulties for visual
tasks increase by 3; the Difficulty
of all Stability tests increases by |I.
Flashlights: In general, agents
with flashlights or tactical lights
(or in a room with a flashlight lit)
treat the darkness as one level
lighter: Pitch Black becomes Dark,
for instance. However, people’s
Hit Threshold goes down by | if
they’re carrying a brightly lit target
into the darkness, shining a beam
ahead that points to their position.
This is why your savvier spies use
night-vision optics (see p. 100).

Surveillance down to 4.You roll a 6,f01'
a final result of 7. The Director invites
you to explain what you’ve done to dry
clean your trail. “I see a small Armenian
Orthodox church at the bottom of the
steps. | duck inside, ﬁguring the boI)/
water font or the crosses will throw off
the thing’s vampire powers.”

The Director rolls for the dhampir,
spending 2 points and rolling a 1.That’s
a failure.“It stops at the top of the steps
in confusion, as though you’ve suddenly
become invisible,” the Director narrates.
“If it just looked in the right direction, it
would have a clear view inside the church,
but its face just won’t point that way.”

You've shed your tail, but are now in
the church and can’t emerge without
walking right in front of the dhampir.
Your choice of narration has hemmed you
in; now you ’I1 have to e.\'p]oz'e the church
in search qfanother exit, call someonefor
a diversion, or try to get information that

will help you defeat the dhampir.




Throughout the contest, Director and

players should collaborate to add flavor
to cach result, explaining what the
characters did to remain in the contest.
That way, instead of dropping out of the
narration to engage in an arithmetical
recitation, you keep the fictional world
verbally alive.

CONTEST ADUANTAGE

Where the odds of success are skewed
in favor of one contestant, the Director
may assign different Difficulties to each.
A character with a significant advantage
gets a lower Difficulty Number. A
character facing a major handicap faces
a higher Difficulty. When in doubt, the
Director assigns the lower number to
the advantaged participant.

An agent scrabbling without gear
up a rock face finds it harder to move
quickly than the well-equipped climber
he’s pursuing. In this case he might face
a Difficulty of 4, while the mountaineer
gets the lower Difficulty of 3.

THRILLER CHASES ——

Although contests can resolve various
sorts of match-ups, in a spy thriller the
most common contest is the chase, in
which agents elude their pursuers in
dizzying displays of combat driving
or parkour, bouncing off walls and
bounding over cobblestones in some
picturesque European town. These rules
are designed to add depth and drama to
such contests, but they require more
attention and creativity than other
contests. The Director should use them
only for major “set-piece” scenes, and
come up with plenty of possible thrills,
explosions, obstacles, and other high
points beforehand.

For a chase that lasts an entire
operation, or covers hundreds of miles,
use the rules for Extended Chases (see
p- 90).

The core of the thriller chase is the
same as the full contest: an aggressor
(the pursuer in a chase) and a defender
(the runner in a chase) repeatedly test
a chase ability (usually Athletics,
Driving, or Piloting) against a Difficulty
Number, usually 4. The pool of points
in the chase ability is called the chase
pool. As in any other test or contest,
the participants may spend points from
their chase pool to influence the chase

ability die roll.

There are three major differences
between a thriller chase and a full contest:

B The pursuer and the
runner reveal their spends
simultaneously, and then roll.

B The results are applied to the Lead;
individual successes or failures do
not necessarily end the chase.

B The runner may opt to raise
the Difficulty number of the
next chase ability test.

Other special rules and conditions
may apply during thriller chases, as

enumerated below.

SIMULTANEOUS REVERL

Both the pursuer and the runner select
and record their spends, if any, in secret
and then reveal them simultaneously.
You can use notes on pieces of paper,
poker chips, coins, pips on a die, or any
other agreeable method of recording a
spend.

Once the spends are revealed, the
runner rolls first and adds his spend; the
pursuer then rolls and adds hers.

THE LEAD

Track the back-and-forth of a thriller
chase with the Lead. (See the Thriller
Chase Lead Track, p. 216.) The goal of
the pursuer is to reduce the Lead to 0;
the goal of the runner is to increase the
Lead to 10. Lead increments are abstract
measurements of dramatic tension, not
easily reducible to kilometers or yards.
In some cases, the Director may reduce
or increase these goals: in a twisty
Damascus bazaar, or on a fog-covered
steppe, a runner may only need to open
up a Lead of 6 to escape; if the pursuers
have air cover (a police helicopter or the
like) spotting for them, an escaping car
may need to get to a Lead of 14.

BEGINNING LEAD
The Lead begins halfway between 0 and

the runner’s goal (usually 5), unless
the Director rules that some specific
occurrence increases or decreases it:
“Your sabotage of their engine pays
off; the gunmen have to change cars to
chase you” or “You really blew that Sense
Trouble; the gunmen were almost close
enough to touch before you decided to

”»

run.
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The Director should determine which

participant is faster and which is more

maneuverable, using the Vehicle Table
(p- 101). If both participants have the
same Speed, the vehicle further down
on the table is faster, unless the agents
have souped-up their vehicle (see p.
102). In a foot chase, the participant
with the higher Athletics pool at the
beginning of the chase is usually faster;
the participant with the higher Athletics
rating at the beginning of the chase is
more maneuverable. In any foot chase,
the less heavily armored participant is
faster, regardless of Athletics.

The Director should also determine
the conditions of the chase:

B An open chase is one on flat
ground, good roads, clear weather,
ctc. Adjust the starting Lead by 1 in
favor of the faster participant. The
faster participant also gets to add
the difference between his Speed
on the Vehicle Table (see p. 101)
and that of his opponent to his chase
ability die rolls; minimum +1.

B A normal chase is one with some
hills, twists, bumps, buildings,
traffic, and so forth; waves or gusts
challenge water- or aircraft. The
faster participant gets to add +1
to his die rolls. In addition, if only
one participant has a chase ability
rating of 8 or higher, she gets to add
+1 to her chase ability die rolls.

B A cramped chase is one in
narrow streets, rush-hour traffic,
mountain roads, stormy weather,
etc. Speed is less important than
maneuverability in such cases. Adjust
the starting Lead by 1 in favor of
the more maneuverable participant.
The more maneuverable participant
also gets to add the difference
between his Maneuver rating on
the Vehicle Table (see p. 101) and
that of his opponent to his chase
ability die rolls; minimum +1.

CHANGING THE LEAD

The results of the two ability rolls
(runner and pursuer) alter the Lead as
follows:

® Pursuer succeeds, runner
fails: the Lead shortens by 2.

® Pursuer, runner both succeed
or fail: the Lead alters by 1
depending on whose margin of
success (or failure) was greater.
If the pursuer won by more or
lost by less, the Lead drops by
1; otherwise, the Lead increases
by 1.Ties go to the runner.

® Pursuer fails, runner succeeds:
the Lead lengthens by 2.

The Director can keep track of the Lead
on a scrap of paper, or on the handy
Thriller Chase Lead Track in the Addenda
(see p. 216).

As in a full contest, the players and
Director should improvise and narrate
the specific events that shaped the chase:
“Idrop from the window onto the carport
roof,” or “You skid and swerve to avoid
a woman pushing a baby carriage,” or
“Both cars smash through the poultry
plant; chickens fly everywhere, reducing
visibility to feathers and nothing”

THE END OF THE CHASE

If the Lead reaches O or below, the
pursuer has won. The runner cannot
run any more; she may have crashed or
fallen, or simply be blocked by a car or
a cul-de-sac. If the runner does not wish
to surrender, a combat likely begins (see
p- 60).

The pursuer gets the choice of whether
to go first in any ensuing combat,
regardless of ability pools.

If the Lead reaches 10 (or whatever
goal the Director has set) or higher, the
runner has won.The pursuers have lost
the runner; he cannot be found for the
remainder of the scene unless he draws
renewed attention to himself somehow.

The runner also wins if all of the
fallen, or

pursuers have crashed,

otherwise been taken out of the chase.

THRILLS ARE
EVERYBODY’S BUSINESS

GUMSHOE
enthusiastically take ownership of their

encourages players to
own characters’ badass exploits, and
in a thriller chase everybody gets to
chip in. Any player involved in, or just
watching, a thriller chase should feel
free to contribute exciting details: “You
must have just smashed into a fruit stand!”
“Dude, no, you leaped across the balcony

and then straight-legged it off the railing!”
“I bet Beatrice’s wake swamped them;
that’s why they rolled that 2.” Directors
should be delighted when players add
scenery, bystanders, tour buses, railroad
crossings, pointless unfinished stretches of
highway, and two oblivious guys walking
across the street holding a big pane of
glass. Players should remember that their
jobis to help build everyone’s excitement,
not to litter the scenery with “Get Out Of
Chase Free” cards.

One thing that can work well, especially
in groups who haven’t memorized every
Bourne movie, is for the Director to create
alist of ten or twelve thrilling elements for
her planned thriller chase scene. Put the
list (on cards or a sheet of paper) where
everyone can see it: let the players riff off
those to spark creativity and cooperation.

Here are some example thrilling
element lists — things to run into, drive

toward, or otherwise incorporate — for

some reliably unpredictable chases:

EUROPEAN TOURIST CITY

B Open-air fish market
B Chinese school group with cameras
B Clueless local on a bicycle
® Fountain in the middle of
a traffic roundabout
m Little annoying taxi
B Narrow, paint-scraping alley
B Open-air cafe
B Architecturally significant steps or
ruins that can be driven down (or up)
B Telephone call box
® Newsstand
B Sudden delivery truck pulling out
B Red tile roofs that splinter if
shot and get slippery in rain

MIDDLE ERSTERN BAZAAR

B Piles of pots on a trestle table

B Street stall made of beautiful carpets

® Shifty-looking national police guard

B Overhanging wrought-iron balcony

®m Camel

B Crowd of women in burqas

B Narrow, paint-scraping alley

B Classic big American car painted
turquoise and parked in the way

B Guys smoking hookahs
at outdoor tables

B Knife-sharpening booth

B Red-hot brazier cooking something
with a lot of smoke and hot oil
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GRIMY EAST EUROPEAN FACTORY
COMPLEX

m Slippery floor for sliding across

® Hanging iron hook on a heavy chain

m Conveyor belt

® Gout of steam from nowhere

m Stained chemical tank

m Safety doors inexplicably
chained shut

m Catwalk

® Stack of rusting drums
containing who knows what

® Big old pipe wrenches

B Metal trap door

u Huge stamping press with
big green button

s

-
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URBAN HIGHWAY

u Passing semi-trailer
B Surprisingly steep shoulder or verge
o J O
B News helicopter
B Tanker truck full of propane
B Really expensive looking BMW
| Underpass or overpass
B Minivan with mom and kids
B Light pole, complete with
g

power line and mercury lamp
B Sweet convertible
B Oncoming traffic
B Shimmering pool of water

or ice on the road
B Break in the concrete partition

for illegal U-turns

™~
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® High-tension lines
B Commuter train
® Bridge abutment

RAISES

Turning Autobahn

traffic, speeding up on those Riviera

into  oncoming
mountain curves, or charging out onto
a projecting girder in an unfinished
apartment block: when you’re running
for your life, anything looks like a good
idea.

Before the next round of the chase
starts, the runner can raise both sides’
Difficulty Numbers, raising them by 1.
For example, if the Difficulty of the last




chase round was 4, the runner can raise

it to 5. This represents trying to throw
off the pursuer by changing the ground
rules of the chase, if only for a little while.

This raise applies to the final Difficulty
set by any special circumstances: if the
pursuing agent uses his Urban Survival
to remember the layout of the banlicue
and drop his Difficulty to 3 while the
runner’s Difficulty remains at 4, a raise
changes the pursuer’s Difficulty to 4 and
the runner’s to 5.

The runner (player or Director) should
describe the specific action she’s taking
to set up the raise: “She cuts through the
railway yards, the clangs and whistles of
oncoming trains nearly deafening you,” or
“Irun-and-jump my way up the corner of
the apartment block,” or “The thief’s boat
heads toward the wake of that docking
freighter”

Ifthe runner fails at the raised Difficulty,
the Difficulty drops back to its previous
level for the next encounter.

If the runner succeeds, and the pursuer
fails, the runner may choose between
keeping the Difficulty raised or lowering
it for the next encounter.

If both succeed, the runner may choose
to raise the Difficulty again, or keep it
raised. The pursuer must agree to lower
the Difficulty for the runner to lower it
in this circumstance.

You are Iunningfrom Detective Grau of
the Berlin police; seeing a stand of plane
trees near the office park, you decide to
climb up onto the sea of identical roofs
and make a parkour chase out of it. This is
a raise; the Athletics Difficulty for you and
Grau goes up to 5 from 4.

If you fail, the Difficulty next round is
automatically 4: a branch breaks and you
crash into the alley, hitting the ground
running to keep up the chase.

If you succeed and Grau fails, you can
keep the Difficulty at 5 (jumping over
skylights as he clambers up slowly) or drop
it back to 4 as you run across the roof.

If you both succeed, you can raise it
again to 6 (hopping up on a parapet and
running flat-out for the next building) or
keep it at 5. Grau has kept pace with you;
you don’t have the luxury of slowing up ...
unless he’s tired, too. If the Director agrees,
you can lower the Difficulty to 4, but she
checks Grau’s pool, grins, and says “Let’s
keep it up here for now.”

SPECIAL THRILLER CHASE RULES

It’s not all driving fast and running
dangerous: plenty more stuff goes on in
a big thriller chase scene. The Director
should feel free to add these elements in
oneatatime as she becomes more familiar
with the basics of the thriller chase.

The Gear Devil and Parkour rules
are particularly optional, although they
will allow player characters to stay in
punishing chases longer.

Although these options model
thriller convention, some of them are
still potentially appropriate for a pusrt
mode game. Such options are marked

with the icon.
ATTACKING DURING CHASES

Passengers in (or unruly strangers
climbing onto) a vehicle involved in a
chase use their combat abilities at +1 to
the target’s Hit Threshold (see p. 61).
Remember, someone in a car likely has
the equivalent of full cover (see p. 66),
unless you're shooting at the driver from
the car’s hood. Jumping from vehicle to
vehicle requires a Lead of 1 or 2 and
an Athletics test of Difficulty 5 or 6,
respectively. Modify this Difficulty by
the Speed value of the fastest vehicle
involved.

For broad dramatic purposes,
consider a combat at Lead 1 or 2 to
be Close range, Lead 3 through 6 to
be Near range, and greater leads to be
Long range. (See Range, p. 67.) Close
range or not, you almost certainly can’t
use Weapons or Hand-to-Hand between
vehicles or runners during a chase; if you
could, it wouldn’t be a chase. At some
Leads, and over some courses, there may
not be a clear shot — the runner may not
even be immediately visible!

The actual pursuer and runner in
a chase — people driving vehicles or
running full-out — can also attack, firing
“Parthian shots” over their shoulder or
throwing lead down range. These attacks
happen at the beginning of the round,
before spending for the chase ability test.

Pursuers and runners must pay 3 pool
points to attack during a chase, which
can come from ecither Shooting or the
chase pool or a combination. Their
target’s Hit Threshold increases by 1, as
does the Difficulty of their chase test in
the round they attack.

Both pursuer and runner may use the
Evasive Maneuvers option from p. 73
of the Thriller Combat Rules during a
chase. They must spend 2 points from
the chase pool to increase their own Hit
Threshold by 1, to a maximum increase
of 3.

Shooting out tires or tail rotors
or other vulnerable parts of a vehicle
requires a Called Shot (usually +3 to
Hit Threshold, see p. 72), plus the
additional +1 to Hit Threshold above.
Unless a car has solid tires, losing one
tire raises the Difficulty of all Driving
rolls by 1; losing two tires results in
a crash. (For solid or “run-flat” tires,
losing one tire has no effect; losing
two or more tires raises the Difficulty
of all Driving rolls by 1.) The Director
determines the specific effects of shots
at other potentially critical parts of a
vehicle.

CRASHES AND FALLS

Even without bullets punching through
the rear windshield, there are lots of
ways to get hurt in a chase scene.

See Hazards (p. 78) for damage
from crashes and falls. Dramatically, a
crash or fall ends your chase scene. A
fall from a great height, or a crash at
high speed, may well seriously wound
or kill the victim. (If an agent, probably
seriously wound; if an NPC, probably
kill.)

GEAR DEVIL
Prereq: Driving or Piloting 8+

Rules aren’t the only way to create
an atmosphere of burning rubber and
exhaust. Adopt this rule if you want to
keep the chase rules simple while giving
your resident gearheads a whiff of super
premium.

Once per chase,aplayer witha Driving
or Piloting rating of 8 or more can gain a
3-point refresh in that ability by uttering
a brief narrative description of his or her
actions in transportive detail:

B “I take the revs all the way into
the red, and when I’ve buried the
tach I throw her into fourth and
scream down the straightaway!”

B “The characteristic stiff suspension
of my Jaguar XKE keeps the
center of gravity low, putting all
the torque into cornering.”
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B “As the breeze freshens in the port
quarter, I luff the spinnaker and sheet
her two more points to the wind.”

Director’s

At the

vehicular vocalization may provide

discretion, such

a 4-point refresh when it is so
incomprehensibly turbocharged  that
other players gape at the utterer’s sheer
auto-eroticism.

Souping up your gearhead chatter in
advance is encouraged. Players should
feel free to script out suitably hi-test
utterances, perhaps on index cards.

INVESTIGATIVE ABILITIES AND
CHASES

Before the chase begins, or between
rounds in a chase, any player character
— not just agents directly involved in
the chase — can try to influence the
contest by calling on arated Investigative
ability. This may or may not require a
spend, but is usually free. In some cases,
spends might extend free benefits. Inany
given chase, each ability can only be used
once: if Beatrice has used her Human
Terrain for this chase, Luc can’t use his.

In general, you can handwave such
involvement by using reliable comms
gear; in other cases, it might be a
remembered briefing or other flashback
sequence.

Invoking an ability provides one of the
following, at the Director’s discretion:

m Partial refresh of the chase ability:
best when the benefit is abstract
or harder to quantify, or when it
actually might involve a brief respite.

m Difficulty adjustment:
best reflects positional or
tactical advantages.

® Opposition spends first:
Making the opponent reveal their
spend first best reflects something
that forces the enemy to slow
down or become predictable.

® Opposition pool reductions:
best when a change in the chase
puts the other side at a sudden
and dramatic disadvantage.

® Lead change: best when a change
in the chase puts the agents at a
sudden and dramatic advantage.

® Special Rule setup: allows
a specific special rule such as a
Swerve or Sudden Escape, either
earlier or easier than normal.

Some possible uses of such abilities, and
their possible rewards, include:

B “I know Spetsnaz search patterns;
can [ predict these Russian
mob guys’ next moves?” “Using
Military Science lets you refresh
2 in your Athletics pool.”

® “I use Architecture.” “You know the
plan of the parking garage up ahcad;
it’s a standard plan. On a spend
you remember where the utility
stairs are.” Drops Difficulty for
the agent by 1 for the next round.
On a spend, it stays down for each
following round until the opposition
succeeds at their chase ability roll.

B “We’ve already hacked the CCTVs
here (with a previous Digital
Intrusion test), so can I use
Electronic Surveillance to guide Luc
past the guards?” The opposition
must reveal its spend first for two
rounds, or more with a spend.

B “What does Vampirology tell me
about being chased by vampires?”
“It tells you there’s a lot of running
water in the Seine.”When Luc
crosses the Seine, the pursuing
vampires have to make Difficulty
8 Athletics tests to penetrate the
block (see Blocks, p. 141).

B “[ get on the police band and start
snarling their pursuit with a bunch
of false leads.” “That’s Cop Talk,
right? Every point you spend is
another round after the first two that
it takes them to figure it out.” Drops
the opposition chase pool by 3, and
then 2 more each additional round.

® “[ use Urban Survival to find a short
cut.”This simple move simply moves
the Lead by 1 in the agents’ favor.

® “After Ivan goes through, I'm gonna
Intimidate that shopkeeper. He'd
better close and lock that gate and
go home carly.” Cutting off the
pursuers’ path adds 1 to Ivan’s Lead.

® “Does Human Terrain tell me about
any street festivals or strikes or
protest rallies nearby?” “You’re two
rounds away from King Leopold
Park, and from a Flemish separatist
rally, as it happens.” In two rounds,
the Difficulty for a Swerve will
drop by 2 for the agents.

B “Hey, can I drive this motorboat
toward Camille’s yacht? Surely, she’s
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having a soiree on board on a sunny
day like this. For her High Society
pals, I mean.” Sets up a Sudden
Escape into Camille’s boat party
(probably involving Athletics to leap
from your motorboat to her party
deck) at Lead 5 instead of 7. “Good
thing you wore your tuxedo on this
chase. You did wear your tuxedo,
right?” “Uhhh, Preparedness ...”

B “I bet Traffic Analysis can, well,
analyze traffic patterns. I want to
find a more crowded street to let
Luc use his superior Maneuver.”
“Spend a point for one traffic
jam, straight up ahead.”With a
spend, this changes the conditions
of a chase: i.e., from crowded
to normal, or normal to open, if
the shift in modifiers would be
advantageous. With no spend, it’s
just a 2-point Driving refresh.

Some General abilities might also be
able to affect a thriller chase, especially
the Preparedness cherry In the Nick of
Time (see p. 33). The same guidelines
apply.

The Director may pre-plan these
options into her scenario notes, or
simply roll with player creativity. Most
chases will involve a combination of the
two.

The Director will have to
determine how best to use this rule in
a pusT mode game. Much will depend
on the specific request; if it’s practical
and realistic sounding (e.g., using
Urban Survival to find a short cut, or
monitoring enemy comms), it’s more
likely to work. Invoking abilities is more
likely to result in Difficulty changes or
Lead changes.

MULTIPLE PURSUERS
A lone
paramilitaries; sirens echo from the

agent flees a squad of
walls of the old city as the cop cars squeal
to the scene; a team of killers hunts their
target through the sewers. Many thriller
chases involve more than one pursuer.
If the player characters are the
multiple pursuers, treat the chase
as Cooperation (see p. 50), with one
agent as “lead pursuer” and any other
agents actually running, driving, flying,
etc. as the assistants. (This is one of those
rare cases where multiple agents use

ASERULES




Cooperation instead of Piggybacking.)

Agents manning the computer back
at the safe house, providing sniper
overwatch, riding in the back of the van,
or otherwise marginal to the actual chase
cannot spend chase pool points, but can
use Investigative abilities (see above),
attack convenient targets, or otherwise
provide support in their fashion.

If the opposition are the multiple
pursuers, just add more points to the
opposition’s chase pool to represent
additional manpower, police cars, or
what-have-you. This is by far the best way
to “balance” a chase against a specialist
agent with a high chase pool. The Director
can either decide ahead of time the total
pool available to the bad guys, add pool
points one or more increments at a time
in response to specific incidents (“that
explosion is gonna bring more cops”)
or timing (“one more cop car shows up
for every two rounds this chase goes
on”). Similarly, player character actions
can restrict the opposition’s available
chase pool by carefully planning a chase
route, distracting the authorities, or just
sabotaging all the Audis in the motor pool.

Each additional pursuer contributes a
given amount of pool points: this might
be 2-3 (militia or thugs), 4-5 (trained
professionals: cops or soldiers), 6-8

(elite professionals: SWAT or special

forces), or the result of a die roll. If the
agents knock out a pursuer — wreck
one cop car, knock one guard off the
roof — the opposition pool loses half an
increment of pool points immediately.

Use the same guidelines for multiple
runners.

PARROUR
Prereq: Athletics 8+
A character with an Athletics
rating of 8 or higher can specify that
she is trained in parkour or similar
freerunning disciplines. Once per foot
chase, you may gain a 3-point Athletics
refresh by uttering a brief, evocative
narrative description of her elegant use
of momentum and muscle:

® “With a flowing passe muraille,
I step up off the fire escape,
grab the parapet, and flip
myself onto the roof.”

® “Planter, air conditioning unit,
dish antenna, roof gutter:
tic-tac, pop vault, cat grab,
and dyno. I can do this.”

B “These alleys remind me of the
banlieue where I first learned
to harness the bodymind; I fall
into remembrance even as |
demitour off the balcony and
lachér to the bricks below.”

At the Director’s discretion, especially
poetic or believably obscure descriptions
may fetch a 4-point refresh.

These
improvised; players can prepare key

utterances needn’t  be
phrases in advance, then adapt them to
the situation at hand.

RAMMING

What would a chase scene be without
the ominous closeup shots of the
bumper and grille, cars shouldering and
jockeying for position, setting up a full-
on ram attempt? This section uses “ram”
to mean any attempt using a vehicle to
force another vehicle off the road or to
a stop during a chase: shoving, sliding,
pulling up in front or alongside, nudging,
or full-on T-bone ramming. The specifics
depend on the Director or player, or both
collaboratively. (Ramming outside a chase
is just good old vehicular assault; make a
player-facing Driving test and apply any
damage as in Hazards (sce p. 78).)

A ram attempt can only take place if
the Lead is 1 or 2. A ram attempt always
costs the rammer 3 points from their
chase ability pool before any die is rolled.

The player always rolls, whether doing
the ramming or attempting to avoid being
rammed. The Difficulty for a ram attempt
(whether for evasion or collision) always
begins at 4. Ram rolls use only the
following modifiers and rules:

On the defensive (avoiding being
rammed): The player adds his vehicle’s
Maneuver tothedieroll (againsta Difficulty
of 4), plus any other spends he makes.

m If he fails, the Lead alters in the
opposition’s favor by 1. Sparks fly,
paint scratches, bumpers fall off,
hubcaps go spinning, doors cave in.

® If he rolls an unmodified 1 and
fails, he has crashed, and likely
been forced off the road.

® If he succeeds, the rammer must
spend 2 points immediately from
her chase pool; if her pool is
insufficient, the Lead alters in
the player’s favor by 1 for every
point by which she falls short.

On the offensive (ramming): The
player adds her vehicle’s Maneuver to the
Difficulty of 4, and adds any other spends
she makes to the die roll. Note that

vehicles with a negative Maneuver will
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COLLISION IS DRAMA,
NOT PHYSICS

In spy thrillers, collisions between

vehicles or obstacles either do

dramatic but essentially cosmetic
damage — doors come off, panels
crush in, but the car keeps going — or
total damage, knocking the vehicle out
of commission entirely.

If the vehicle is driven by a bystander
or by a secondary opponent, any
collision totals the car. It spins out, flips
over, explodes, or otherwise removes
itself from the chase. Normally, collisions
with civilian or bystander vehicles (or
kebab

stands or phone booths) have no

impermanent structures like
mechanical effect whatsoever. Rather; the
players and Director use these collisions
to explain failed die rolls, lost Lead, or
other changes to the chase.

Every so often, though, there will be a
really awesome and dramatic bystander
vehicle to crash into: a tanker truck

full of liquid nitrogen, or a blood bank

ambulance, or a T-85 tank.The Director
should assign Difficulties to the Driving
roll (for player characters) or assess
penalties to Driving pools (for the
opposition) to avoid totaling a vehicle
after such a crash. But that crash had
better be worth doing math for.

lower their Difficulty on a ram attempt:
less maneuverable vehicles are usually
heavier, which is an advantage when
trying to force someone off the road.

B If she fails, she must spend
2 points immediately from
her chase pool; if her pool is
insufficient, the Lead alters in the
opposition’s favor by 1 for every
point by which she falls short.

| If she succeeds, the Lead
alters in her favor by 1.

m If she rolls an unmodified
6 and succeeds, the other
vehicle has crashed, and likely
been forced off the road.

The Director can try using this rule
in a foot chase for tackling, shoving,
grappling, or otherwise trying to bring
down a target.

SUDDEN ESCAPE

If the runner has a Lead of 7 or better,
and wins the exchange of chase ability
tests, she can attempt a Sudden Escape
instead of changing the Lead. This is
outside the
parameters of the chase: jumping the car

something completely
onto a barge in the canal, diving off the
skyscraper roof and opening a parasail,
or turning into a bat. The classic chase
example is leaping off the overpass onto
the roof of the passing train beneath.
(Barely getting on the Underground
train as it pulls away is not a Sudden
Escape; it’s what happens when a foot
chase in London ends with a Lead of 10.)
The runner must describe the Sudden
Escape: what she’s attempting, and how
it will end the chase.

TheSuddenEscaperequiresasuccessful
test of some kind. The Difficulty of the
Sudden Escape test is always at least 1
higher than the previous Difficulty in the
chase: the specific test might be another
Athletics test (“I shoulder vault onto the
semi-trailer and land rolling”), another
Driving test (“I aim the car at the raising
drawbridge”), a Preparedness test (“of
course I stashed my parasail on the roof
before going down to the meeting”),
or something else appropriate at the
Director’s discretion.

Success results in escape. A failure
quite likely ends in a fireball or a bloody
smear on the ground: double all damage
from the crash or fall.

SWERVE

A Swerve is a single maneuver that holds
the potential to change the chase all at
once: vaulting over the balcony and
aiming for the big couch in the atrium
below, cutting off the exit ramp and
forcing the car into the constructionssite,
trying to beat the train to the crossing, or
gunning the Ducati toward the oil slick.

If either the pursuer or the runner
has the higher Mancuver (or if both
Mancuver ratings are the same), he can
spend 3 points of the chase ability to
force a high-risk swerve: all changes in
Lead in the Swerve round are double
normal. For instance, if the pursuer
succeeded and the runner failed in the
Swerve round, the Lead would shrink

by 4, not 2.

SINESS : SPECIAL THRILLER CHASERULES

This must be announced at the
beginning of the round, before bids are
recorded.You cannot Swerve in the first
or second round of the chase.

You must describe the risky and
exciting maneuver you’re pulling: “I
pull the parking brake and stand on the
gas simultaneously; the Porsche swivels
around and heads straight down the
shopping arcade.”

Speed bonuses (for open or normal
chases) do not count toward chase
ability tests made in Swerve rounds.

If the chase ends in a Swerve round, it
ends in a crash or fall for the loser.

A raise changes the ground of the
chase; a Swerve might open the chase
wide open but could go dramatically
cither way; a Sudden Escape ends the
chase. Don’t worry too much about the
narrative differences between them;
in the heat of the moment, anything
exciting will work for any of the three.
You can always clarify exactly what
happened after the dice have rolled and
you find out who got away and who got
pancaked.

TARE THE WHEEL!

Turning the vehicle over toan NPC while
you jump onto the villain’s car or steady
the rocket launcher through the sun
roof requires a spend of 2 points from
your chase ability. Further, on any round
during a chase that the NPC is the driver
your chase ability has a +1 Difficulty.
(You're still the hero of the scene, so you
still spend your points in a chase, even
though you’re not technically the one
with her foot on the gas.) If you are the
runner, you cannot raise the Difficulty
during a chase while an NPC is actually
driving the vehicle.

&Z® REGARDING CHASES

If over time, Chases fall into a pattern
— always always
catching up on the third attempt — the

2-point  spends,
easiest solution is to stop the chase for
a narrative reason before it mechanically
should end. Nothing breaks up a boring
car chase like slamming into oncoming
traffic at 90kph. Given a choice between
mechanics and the story, let the story
win.




___ LUMBAL

Very occasionally, you may find

yourself in a vehicle chase with a trained
professional driver or pilot as an NPC
ally. This is most common in helicopter
chases, where the pilot is just there to
“take her down lower!” or jink to avoid
incoming fire. The Director should give
this trained NPC a chase ability pool (in
Piloting, or sometimes Driving) and let
another player (perhaps the player of the
hacker who stayed back at the safe house)
take the wheel of that character for the
duration of the chase. Treat such allies as
player characters with Health 1, unless
someone is grooming a replacement
character with full stats.

Switching drivers of a vehicle between
player characters requires a spend of 2
points from the chase ability of either

Combat is a specialized sort of contest,
usually involving any of the following
abilities:

® Hand-to-Hand vs. Hand-to-Hand,
Hand-to-Hand vs. Weapons, or
Weapons vs. Weapons: the characters
are fighting at close quarters.

B Shooting vs. Shooting: the characters
are apart from one another and
trying to hit each other with guns.

As with full contests, the combatants
take turns using their abilities. The other
guy may swing first, but the fighter with

MOOKS

Many, many combats in thrillers
feature cheap, disposable foes who
reliably drop with one punch or one
bullet: in a word, mooks. Mooks have
Health pools between | (one-punch
mooks) and 3,and Hit Threshold 3 (or
even 2).They drop at Health 0.
Well-trained and  professional
mooks might still have high levels of

Hand-to-Hand, Shooting, or Weapons,

making them especially satisfying foes

to cut down.
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agent or both. The new driver becomes
the runner or pursuer, and begins
spending from his chase ability pool.

@ If both agents Trust cach other,
they only need to spend 1 point to switch
drivers.

THREE-PARTY CHASES

Every so often, a thriller chase will
involve three sides: cops chasing the
agents chasing a dhampir, for instance.
Run these as two separate thriller chases,
each with their own Lead and with a
separate chase pool for each faction,
alternating rounds between chases. In
the example above, the cops would be
the pursuer and the agents the runner in
one chase, and the agents would be the

pursuers and the dhampir the runner in
the other.

the highest rating seizes the initiative.
Unlike an ordinary contest, in a fight it is
usually advantageous to strike first.

A contest proceeds between the
two abilities. When combatants using
the Hand-to-Hand,
Weapons abilities roll well, they get

Shooting,  or

the opportunity to deal damage to their
opponents.

Unlike other contests, participants
do not lose when they fail their test
rolls. Instead, they’re forced out of the
fight when they die, lose consciousness,
or become seriously wounded (see p.
63).

Directors should offer a ready supply
of mooks who can be shot off balconies,
mowed down with Autofire (see p. 71),
or knocked down with a swift chop to
the back of the neck in one blow.

See also special mook-related rules
in Player-Facing Combat (p. 64) and the
Mook Shield maneuver (p. 76).

There are no mooks in DUST
mode games. Any foe can be reliably
assumed to have Health 4, at |east.

Ifth