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A strict observance of the 
written laws is doubtless 

one of the high virtues of a 
good citizen, but it is not the 

highest. The laws of necessity, 
of self-preservation, of saving 

our country when in danger, 
are of higher obligation.

--Thomas Jefferson

Introduction
The following setting is inspired by information 

originally given in “The Last War - And After” chapter 
of Battlegrounds. It is highly recommended that you read 
that chapter before using this document since Battle-
grounds contains important information regarding this 
setting’s background and timeline.

This document also refers to information that is 
detailed in Agency and Mastermind. Although it is not 
necessary that you own those books to use this docu-
ment, they will certainly enhance your play experience.

Background
The world was coming to an end, and quickly. Not 

everyone knew it, but few had the same foresight as the 
Secretary of Defense. Bleeding-edge surveillance and 
intelligence-gathering technology painted a disturbing 
picture of a world on the brink of destruction. Nuclear 
war was inevitable and the clock was ticking down with 
every passing minute. If that weren’t bad enough, war 
would be precipitated by a more powerful and virulent 
strain of the Flu, unlike anything that had come before.

The Secretary concluded that the United States would 
survive such a war but become a target for opportunistic 
nations hoping to exploit the fallen nation’s vast resources. 
The chaos of reconstruction would prevent the mass mo-
bilization of enough armed forces to stop such an attack; 
as such, there needed to be plans in place to dissuade 
attackers until the nation’s riches were forgotten.

Thus, the Secretary approached his most progres-
sive-thinking subordinates with his plans and the 
Office of Strategic Affairs (OSA) was born. The Office 

prepared by moving resources, stockpiling gear and 
hiding technology, but they also hoarded information, 
knowing that it would become a scarce commodity in 
the future. EMP-shielded mainframes were moved to 
underground, lead-lined bunkers and connected to in-
dependent power sources. Spare parts and peripherals 
were stored away in secret facilities and they co-opted 
the tallest building in every major American city, 
making it their station headquarters and establishing 
independent power plants within.

When Russia finally launched the first ICBMs, the 
highest-ranking members of the federal government were 
shuttled off to secure locations, prompting the most hor-
rific, but important, part of the Secretary’s plans. With the 
upper echelons of the federal government out of contact 
with one another, the Secretary gave the authorization 
codes for a nuclear counterstrike. OSA strike teams 
simultaneously assassinated the President, his Cabinet, 
most of the Senate and House and the Chief Justices. By 
the Secretary’s estimation, the United States couldn’t just 
appear to die, it actually had to die in order to be reborn. 
Within an hour, almost every presidential successor was 
dead and federal-level leadership was in chaos.

In the aftermath, the Office soon had their remote 
stations up and running. While the war devastated the 
nation at large, those sheltered within the various station 
houses escaped the horrors of nuclear fallout, and their 
stockpiles of technology, food, and supplies made it 
through the war intact and unharmed. The stations were 
quickly able to rebuild relay towers and communication 
antennae, establishing an information-sharing network. 
The Office now embraced its purpose: they would secure 
technology, resources and specialists, gathering them 
together until it was time to rebuild the United States 
and release the technology to the rest of the world. For 
a time, though, the nation would have to endure the 
inevitable post war barbarism, and as such, secrecy 
would be the watchword of the day.

Agents of the Office of Strategic Affairs aren’t exactly 
the good guys. They aren’t the bad guys, but their deeds 
are dark and dangerous and could certainly be classified 
as traitorous (at best) or criminally insane (at worst). 
Despite their best intentions, the hard truth is that OSA 
instituted a military coup and continues to operate as 
an illegitimate, clandestine arm of a government that 
barely exists. OSA believes the nation’s security trumps 
personal morality in this post-apocalyptic age, and takes 
comfort in the knowledge that the work it does will one 
day rebuild civilization.

At least, that’s what its agents tell themselves so they 
can sleep at night.
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Architecture is to make us know 
and remember who we are.

--Sir Geoffrey Jellicoe

Overview
Public Face

Name: The Office of Strategic Affairs (OSA)
Home Office: Decentralized offices 

throughout North America
Public Knowledge: Invisible

Specialist Manpower
Specialist Recruitment: Thorough
Specialist Preparation: Minimal
Specialist Numbers: Advisors (4-60)

Leverage
Home Region: North America
Spheres of Influence: Excellent (Intelligence, 

Military); Good (Government, Law, 
Underworld); Average (Society, Business)

Friendly Regions: Latin America and South America 
Spheres of Influence: Excellent (Military); 

Good (Intelligence, Underworld); Average (Law, 
Society, Business); Poor (Government)

Neutral Regions: Middle East, Western Europe
Spheres of Influence: Good (Military); 

Average (Intelligence, Government, Business); 
Poor (Underworld, Society); Shoddy (Law)

Hostile Regions: Africa, Asia, Central 
Europe, Eastern Europe and Russia, Oceana 
(Note: player actions or GC fiat may change 
the disposition of these regions)

Spheres of Influence: Average (Business, 
Military); Poor (Government, Intelligence, 
Underworld); Shoddy (Law, Society)

The Operational Face
Stated Intent: Collection (of Information), 

Investigation (of Events), Research (Technology) 
Agent Style: Conspiratorial
Agent Limits/Indulgences: Apology is Policy

Recruit Manpower
Recruit Induction: Black
Recruit Preparation: Critically 

Understaffed ( Trainier/50 Recruits)
Recruit Numbers: Satellite Training Center (26-50)

Structure
Available Departments: Counter-

Intelligence, Intelligence, Line Military, 
Elite Military, Standard Departments

Rank Structure: Military Derived 
(Secretary, Director, Station Chief, Senior 
Operative, Operative, Recruit) 

The Private Face
Actual Intent: Develop Shadow Empire 
Agency Methodology: Subversion

Operative Manpower
Operative Recruitment: Spy Games
Operative Numbers: Global Teams (40-600) 

Forté/Finances
Agency Forté: Master Detectives
Agency Finances: Wealthy

Efficiency
Response Time: x

Handler Manpower
Handler Promotion: Performance
Handler Preparation: Deep End of the Pool
Handler Numbers: Close Supervision ( per 75) 

The Back Story
Agency Origins: Computer Age
Agency Historical Profile: Quiet
Agency Cover Up Method: Violence
Dirty Secret: Assassination of Domestic 

Political Body, known by Agency Controls/
Agents with Clearance Supremacy

Control Manpower
Control Recruitment: Known Quantities
Control Preparation: None
Control Numbers: Board (6)
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I cannot think that espionage 
can be recommended as 
a technique for building 

an impressive civilization. 
It’s a lout’s game.

--Rebecca West 

Tackling Missions
OSA presents several options for GC’s attempting to 

design missions in the post-apocalyptic setting. This 
section is an overview of the various options players 
and GCs have when thinking through the nature of 
OSA’s operations.

STYLE AND DEMEANOR
As one Station Chief put it, “OSA operates under a 

strange combination of optimistic desperation.”
On the one hand, the world as everyone knew it is 

dead and revival seems to be a lost cause. Most of the 
nation’s infrastructure is intact, but useless and rot-
ting, the majority of highly skilled and knowledgeable 
workers are dead, and civilization is hanging on by its 
fingernails, determined not to be thrown into a dark age 
of anarchy and ignorance that could last for centuries. In 
an ironic twist, it’s part of the Office’s job to make sure 
people believe that’s the case, even if the ultimate goal is 
to prevent it from happening.

On the other hand, the Office is committed to the 
rebirth of a great nation. The Secretary’s vision is that 
of a dominant United States whose influence spread 
throughout not only North America, but to the rest of 
the world. It’s Democratic ideals that kept the bombs 
from dropping before now (or rather, it’s un-Democratic 
ideas that launched the first ICBMs), so therefore it’s 
Democracy that will save the world. And make no 
mistake: Democracy will return to the earth, by any 
means necessary.

MISSION PROFILES
Since intelligence and innovation are the primary 

missions, OSA pursues every bit of information and 
technology available. It is a standing order for all agents 
to record and/or secure anything that appears to be 
new or advanced, regardless of the current mission. The 
Office must be at the top of the technological food chain 
– in all areas, at all costs. Part of the Office’s long-term 
strategy is that when the United States returns, it will 
emerge as the most advanced, cohesive force in the world. 

Among other things, that means denying resources to 
everyone else.

The Office infiltrates any popular or growing move-
ments as it becomes aware of them and investigates the 
many charismatic leaders that crop up with alarming 
regularity. While most of the states’ governors have 
achieved some independence and are striving to make 
contacts with the other governors, the Office feels the 
nation is not quite ready for unification, and makes it a 
policy to undermine the governors’ power base. Those 
whom they cannot subvert, they sanction.

That said, the Office has identified several leaders 
they feel may have the talent and resolve to lead the 
United States back to a unified body, and are working 
to strengthen those leaders while simultaneously putting 
agents into key positions in those leaders’ staff. OSA 
has additionally established stations in most of Canada’s 
major cities and placed operatives in all levels of her 
government; in fact, the backbone of the Office’s Internet 
is actually in Vancouver.

Finally the Office is in the beginning stages of expansion, 
looking to establish power bases in the governments of 
their neighbors to the south and then across the globe. 

Players may find themselves in a number of specific 
roles, depending on their skills and mindset. OSA 
protocols dictate four different team configurations, 
each with their own methods and style.

Assault Team
Although secrecy is of paramount importance, the 

Office recognizes the need for fast, precise assaults from 
time to time. As such, the assault team is usually tasked 
to carry out surgical strikes, moving into an area rapidly, 
taking action against a specific target or targets, then 
moving out of the area just as quickly. 

Agent Matches: Team members often have base class 
levels of Martial Artist, Pointman, Scout and/or Soldier 
augmented by levels in the Counter-Terrorist (see the 
Shadowforce Archer Campaign Setting book), Grunt (see 
the Soldier/Wheelman Class Guide) or Tactician (see the 
Soldier/Wheelman Class Guide) prestige classes. Above 
all else, members of the assault team must be able to 
handle themselves in a fight.

Team members do not exclusively stick to combat-
oriented classes since they often find abilities from other 
classes useful. One apocryphal tale has cropped up 
regarding a team in Denver who spent two days shadow-
ing a Neo-Nazi extremist, then moved in under cover of 
darkness, took out the leader and his two subordinates. 
After their exfiltration path was compromised, their 
team leader led them through a quick-change disguise 
to resemble the rest of the extremists and slipped out in 
the confusion. 
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Because many assault team members are recruited 
from Special Forces backgrounds, most of these teams 
use a six-man model (although this is not required). The 
Office doesn’t enforce a strict hierarchy or roles except 
that every team has a designated team leader.

Standard Gear: The nature of the rapid assault 
demands that these teams to use lethal, military-grade 
arms such as the Colt M4A, H&K MP5N or any of 
the other standard weapons common to the Special 
Operations community. These are supplemented with 
concussion, CS, and flash/bang grenades and medium 
or heavy armor.

Approaches: Assault team missions often involve 
hours or even days of planning and surveillance, fol-
lowed by seconds or minutes of extreme violence. For 
such a violent arm of the Office, assault teams are 
unusually squeamish about unnecessary deaths and too 
much collateral damage. Assault teams are meticulously 
accurate hit squads, not murderous bands of mercenaries 
and their success lies in their ability to move in quickly, 
eliminate their target, and disappear so quickly that 
bystanders wonder if the team was really ever there.

Game Options: Assault teams provide an opportunity 
to run an urban commando game. Some players may 
find the gearing-up system a bit frustrating, however, 
since the BP/GP method places a heavy price on fire-
arms. Although players can and should turn to the black 
market to acquire unusual items when necessary, GC’s 
may want to consider coming up with a standard loadout 
based on the mission profile (see the missions given in 
Battlegrounds for examples). As the mission profile makes 
for particularly violent gameplay, GC’s should be aware to 
protect important NPCs from player actions.

Extraction Team
Sometimes operations end badly and OSA agents are 

captured, hunted or come under heavy fire and are in 
need of rescue. Other times, the Office needs a team to 
“recruit” a reluctant specialist. Then there are the special 
cases where the Office requires something to happen at 
a certain time, in a certain place. When these needs 
arise, OSA calls upon an extraction team. Extraction 
teams are expected to be highly versatile, able to carry 
out covert operations, take on disguises and fight off 
multiple attackers – often on the same mission. 

Agent Matches: Team members often have levels 
of Fixer, Faceman, Pointman, Sleuth and several teams 
have a dedicated Wheelman. Due to the diversity of 
missions, team members tend to multiclass and go for 
versatile and flexible prestige classes such as the Lord 
(see the Archer Foundation chamber book), Grifter 
(see the Fixer/Pointman class guide), or Troubleshooter  
(see the African Alliance chamber book). The agency recruits 
disciplined but creative thinkers for their extraction teams 

who can function alone when necessary but work well with 
other, like-minded, individuals.

Approaches: In an agency of secrets, extraction 
teams stand out as the least discreet teams in the 
entire OSA. This is not deliberate; rather, the nature 
of extraction team missions are such that success takes 
priority over any other goals. Their targets are often 
one-of-a kind and irreplaceable, so failure is simply 
not an option. Extraction teams are highly varied in 
size and configuration, ranging from teams as small 
as three to larger squads of twelve. Due to their work, 
these teams tend to be highly competent team players, 
able to adapt to most any scenario.

Standard Gear: Extraction teams favor long-range 
weapons (e.g. sniper rifles) equipped with suppressors and 
scopes, but are willing to use quick-kill melee weapons 
when circumstances dictate it. They additionally favor 
stealth intrusion gear (e.g. basic blacks and lockpicking 
kits). When circumstances call for it, the Office encour-
ages the use of disguise kits and smartskins to slip past 
unwary security. Naturally, these teams also prefer fast 
rides, as the nature of their missions often requires quick 
getaways and competent drivers. 

Game Options: Missions involving extraction teams 
start out with a defined goal but can often move in an 
entirely different direction. This can be fun for players, 
but frustrating for unprepared GCs who may have diffi-
culty directing the player’s actions to achieve the correct 
goals. GCs are encouraged to use rules that speed up 
gameplay (e.g. the streamlined infiltration rules found 
in the Fixer/Pointman class guide) and pre-generated 
NPCs in order to focus on moving the plot along.

Infiltration Team
Infiltrators feel that theirs is the most important job 

in OSA. While this isn’t the most accurate view, the in-
filtration team is clearly a key component of the Office’s 
strategy. It is the infiltration team’s job to identify, 
develop, and maintain assets within the organizations 
they subvert. They also use these assets to carry out 
important tasks whenever necessary, trading favors and 
people like some trade goods.

Agent Matches: Infiltration teams are dominated by 
Facemen, High Rollers, and Advocates who are often 
supported by Pointmen and Snoops who plot tactics and 
relay information from a secured location as needed. 
Depending on their base training, some team members 
gain levels as an Eavesdropper (see Agency), Illuminati 
(see the European Commonwealth chamber book), Oracle 
(see the Faceman/Snoop class guide), or Provocateur (see 
the Fixer/Pointman Class Guide). Some infiltration 
teams hedge their bets by including a Wheelman (often 
trained by the Home Office) for a quick extraction and 
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extra muscle. Like extraction teams, infiltration teams 
are varied in size but are rarely larger than six.

Standard Gear: Since infiltrators operate in the 
open, they prefer disguised gadgets and easily concealed 
surveillance items in addition to items that allow them 
to weaken the resolve or confuse their targets (such as 
terror prints and seduction cigarettes). The simplest, but 
most important tool in their arsenal is cash since bribery 
is still in fashion. 

Approaches: By necessity, infiltration teams are  
rather charismatic, able to sell ice cubes to Eskimos. 
Their enemies underestimate their combat skills, much 
to their chagrin, for regardless of their current skillset, 
the infiltrators are, at their core, still ex-military op-
erators who are perfectly capable of seemingly brutal 
acts whenever necessary. Case in point, the Detroit 
infiltration team recently burned a mole, exposing him 
to the wrath of a demented warlord just so they could 
gain access to that warlord’s advisor, whom they then 
extracted from the headquarters while under fire.

Game Options: The deep cover mission, such as 
those is a great opportunity for those who enjoy roleplay 
and complex schemes ala Confidence and Ocean’s Eleven. 
GC’s should allow players to act out their interactions 
with NPCS but should not ignore any of the agents’ class 
abilities that allow them to easily subvert or circumvent 
the will of minions. Remember that the agents are often 
isolated and in great peril, and should be afforded a 
degree of latitude because of it.

Stealth Team
There rises an occasional need to procure secured 

items or to gather specific, detailed, intelligence on a 
target. When this happens, OSA turns to its stealth 
teams, arguably the most dedicated and competent 
members of the entire organization. Stealth teams 
must be manually dexterous, but also mentally sharp 
enough to filter and process the data they collect in case 
they stumble upon something that requires immediate 
attention. These teams are also the most technically 
oriented teams of the Office.

Agent Matches: Fixers, Martial Artists, Pointmen, 
Scouts and Snoops are the most seen classes on stealth 
teams and many teams utilize an unusual five-member 
configuration (which is not strictly enforced or even 
encouraged). More specialized agents take training as Cat 
Burglar (see Agency), Ninja (see the Fixer/Pointman class 
guide), or Sentry (see the Faceman/Snoop class guide). 
By necessity, the agency expects stealth teams to have 
many ranks in Hide and Move Silently with specialties 
in Electronics or Surveillance.

Standard Gear: The nature of their work requires 
powerful, short-ranged and silent weaponry, so stealth 
teams often carry archaic weapons like bows and throw-
ing knives in addition to subdual weapons like dart 
guns and tazers. Some agents, however, use the biggest 
silencable ‘hand cannon’ they can find or go with silenced 
submachineguns. Stealth teams are experts at moving 
undetected and are thusly equipped with any and all gear 
that helps them remain hidden and quiet.

Approaches: Stealth teams are the least squeamish 
about violence and collateral damage. Since they often 
travel lightly armed and armored, discovery too often 
leads to an inevitable death; they simply cannot afford 
to leave witnesses of any kind. These agents only kill 
when they have to, however, since the majority of their 
missions call for them to remain unobserved.

The Fixer, Martial Artist and Snoop usually perform any 
covert entry while a Pointman and a Scout remain on over-
watch and back-up, as necessary. Naturally, the five member 
rule is not strictly enforced, or even encouraged.

Game Options: Stealth team missions provide a won-
derful opportunity to institute an old-fashioned dungeon 
crawl with a modern feel. Since stealth teams are often cut 
off from headquarters in isolated and dangerous, the GC 
may make judicious use of traps, pitfalls and surprises to 
keep the players on their toes. GC’s should be careful not 
to allow the game to degenerate into a wetworks-oriented 
kill-fest when unimaginative players decide that it is easier 
to eliminate witnesses rather than subdue or avoid them. 
The standard gearing up system will help, but the GC 
should feel free to have Internal Affairs pay the players a 
visit when the body count grows too high.
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To make a people great it is 
necessary to send them to 

battle even if you have to 
kick them in the pants.

--Benito Mussolini

Keeping the Secret
At this stage, OSA demands total secrecy. No one 

outside of the organization is to know of its existence 
and most within the organization don’t understand the 
full scope of the mission-at-large. Any who have the 
potential to expose the Office are subject to immediate 
recruitment or sanction – and most likely the latter 
(unless they can provide a unique and important skill, 
talent or object). OSA doesn’t employ a bunch of raging 
psychopaths, however; killing someone to silence them 
is a tool in the toolbox but it’s not the only one.

As a matter of fact, OSA tends to look down on agents 
who wrack up large body counts (unless, of course, it 
is a pre-planned act as a part of a larger operation). 
The Office doesn’t employ Cleaner squads, so agents 
are expected to take care of their own messes. While 
Forensic Science has taken a few steps backwards in the 
post-war era, the Office knows it’s only a matter of time 
before sophisticated police work returns and is therefore 
pushing agents to be creative in dealing with potential 
leaks. Simply put, it’s much better to not be seen or 
noticed than it is to have to take care of witnesses to 
your actions.

Shadow History
Following is a timeline of events that lead to the cre-

ation of OSA. While some facts were already revealed in 
Battlegrounds, certain details were hidden...until now. 

16 Months Ago (Year 1, November): As the third wave 
of the rampaging super flu Strain I hits the world, the 
Secretary of Defense receives a report predicting that a 
second strain of flu will devastate the nation’s personnel, 
weakening it enough to make it vulnerable to outside 
attack. It further suggests that certain third-world nations 
will lay blame for the epidemic on industrialized nations. 
This will destabilize Eastern European nations, causing 
a nuclear strike that will usher in World War III. The 
Secretary presents these findings to the President, who 
dismisses them as paranoid musings. The Secretary pres-
ents the report to the Director of the Defense Intelligence 
Agency (DIA), who shares the Secretary’s concerns.

15 Months Ago (Year 1, December): India levies 
accusations against Pakistan regarding the super flu. 
The Secretary reminds the President of the report, who 
again dismisses the paper as innuendo and paranoia. 
Again, the Secretary disagrees. The Secretary meets in 
secret with the directors of DIA, the Defense Advanced 
Research Projects Agency (DARPA) and the Defense 
Commissary Agency (DCA) to discuss the original 
report. They agree that steps must be taken to protect 
the nation’s resources and begin the process of co-opting 
sites and moving assets to these secured locations.

13 Months Ago (Year 2, February): Insurgent leaders 
in Iraq initiate rumors that the United States and Britain 
possesses a cure for the super flu. The ensuing uprising 
results in heavy American military and Iraqi civilian 
casualties and the United Kingdom withdraws its forces 
from Iraq. Alarmed by the sudden changes in the world 
stage, the Secretary steps up his plans, disclosing the 
report and the existence of the newly formed OSA to the 
heads of Special Operations Command (USSOCOM), 
the National Security Agency (NSA) and the Defense 
Security Service (DSS). The DSS director refuses to join 
but promises to maintain his silence. He is discovered in 
his home twelve hours later with a heroin needle in his 
arm and there is substantial evidence that he has been 
abusing it for at least three years.

12 Months Ago (Year 2, March): Pakistan uses tactical 
nuclear weapons against Indian troop concentrations and 
India responds in kind. NSA, in cooperation with DARPA, 
develops a mainframe protection system (in secret) be-
lieved to be able to withstand the EMP blasts from nuclear 
weapons. They scramble to find a manufacturer who can 
rapidly reproduce these materials in mass quantities.

10 Months Ago (Year 2, May): North Korea emplaces 
and detonates a nuclear weapon under Seoul, Korea. The 
Secretary recommends that the United States remain 
on the peninsula and the President agrees. The head of 
USSOCOM takes the opportunity to co-opt funds from 
the massive wartime budgetary windfalls to produce the 
NSA/DARPA mainframes. One congressman notices 
the funds being shifted and meets with the Secretary 
of Defense in private with the belief that members of 
USSOCOM are embezzling government funds. The 
Secretary agrees to look into the matter. Eight hours 
later, the congressman’s private plane, carrying himself 
and his seventeen closest advisors, disappears over the 
Rocky Mountains. The plane’s wreckage is found a day 
later. There are no survivors.

8 Months Ago (Year 2, July): After North Korea 
launches a nuclear missile that strikes Yokohama, Japan 
(and destroyed a large part of the city and the American 
carrier strike group in Yokohama’s harbor), the American 
public pushes for nuclear war and the President agrees. 
USSOCOM operatives in China make contact with 
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their moles in China who pass the information on to 
the upper levels of the government. China steps into the 
conflict and allies with the United States; their combined 
forces crush North Korea in a mere two weeks. The last 
outbreaks of the flu Strain I are resolved, but the flu 
alone has claimed 2% of the world’s population.

7 Months Ago (Year 2, August): Most OSA assets 
are in place in the United States, and all mainframes 
are secured and safe as their technicians are capable of 
making them. The mainframe data is synchronized and 
updated every 2 hours. China demands that American 
forces withdraw from the Korean peninsula, and the 
Secretary convinces the President this is a wise decision. 
The American troops in Korea, Iraq and Saudi Arabia 
relocate to American bases in Iran. The Secretary meets 
with the new DSS director in private regarding OSA. 
The new director agrees to join and scrambles to subvert 
members of his organization with the help of DIA.

6 Months Ago (Year 2, September): The super flu 
re-emerges as Strain II and spreads worldwide in only 
two weeks. OSA goes into action, blitzing worldwide 
civilian media with a massive disinformation and hack-
ing campaign, disrupting news around the globe in such 
a way that 90% of the public has no idea what’s going on. 
The end is near, and OSA knows it.

5 Months Ago (Year 2, October): After French forces 
launch tactical nuclear artillery shells against Russian 
armor, Russia launches an ICBM, destroying Lyon. 
Hunter-killer subs go into action, reducing the Russian 
boomer sub fleet to radioactive wreckages on the bottom 
of the ocean. The U.S. federal government activates its 
continuity of government plan and OSA operatives move 
to assassinate the highest ranking members of the U.S. 
government. Russian launches missiles, forcing France, 
the U.S. and the U.K. to respond in kind.

OSA operatives on Air Force One attack and kill 
the president and several cabinet members; the plane 
is damaged during the assault forcing it to make an 
emergency landing at Davis-Monthan Air Force Base. 
The Secretary of Defense authenticates the nuclear 
launch codes, transfers command of American nuclear 
forces to NORAD and signs off with the code phrase, 
“we have to destroy Air Force One to prevent capture.” 
All OSA operatives recognize this as a sign that OSA 
plan is in final countdown, and eradicates the remaining 
government leadership.

3 Months Ago (Year 2, December): Civilians manage 
a limited restoration of the internet using low-bandwidth 
backup systems. OSA Internet has been operational for a 
month and a half, however, and the Intelligence Division 
quickly establishes back doors as each system goes online.

OSA leadership makes preliminary contact with 
troops stationed in the U.K. and Iran just as the handler 
in Cuba lets the Board know he’s established a station on 
the island nation. The Board manages to send two addi-
tional teams, a mainframe and some support personnel 
to the Cuban site but the ship, is attacked by marauders 
and lost at sea.

Most Canadian stations are running and fully staffed and 
two teams have infiltrated the national Canadian government. 
A miscommunicated message to potential contacts in Saudi 
Arabia causes two co-opted Arabian soldier to detonate 
nuclear bombs in Riyadh and Mecca. The agents are killed 
in the process, so the Board cuts off further long-distance 
contact with assets in that country.

1 Month Ago (Year 3, February): An aircraft carrier 
is discovered off the coast of Seattle. Operatives attempt 
contact for two solid weeks before the Board authorizes 
a stealth team to investigate the vessel. Preliminary sur-
veys suggest all hands on board are dead, but there are 
indications that other shadow players have interests 
regarding the vessel. The Board drafts plans to secure 
the carrier and move it to a hidden port. The Board also 
sends operatives south, to Venezuela and specifically, to 
infiltrate Pemex’s oil facilities in the Gulf of Mexico. 
An abandoned oil platform is identified as a potential 
base of operations. There is also a planned operation 
to reinforce the Cuban station and establish a second 
station on the island nation.

Now (Year 3, March): The Board makes contact with 
troops in Iran and discovers that there is pressure for 
the Untied States to leave the nation. OSA tasks one 
submarine to go to Bandar Abbas in the hopes of drop-
ping off operatives that can quickly infiltrate the Iranian 
government and establish a station in the Middle East. 
The American troops in Iran are ordered to be on their 
best behavior and delay their exit from the nation. The 
restless troops in the United Kingdom are also ordered to 
remain in the nation, a universally unpopular decision. 
All overseas servicemen are kept unaware of the full state 
of affairs at home.



8

If you’re going to sin, 
sin against God, not the 

bureaucracy; God will forgive 
you but the bureaucracy won’t.

--Hyman G. Rickover

Organization
Since most operatives come from Department of 

Defense agency backgrounds, OSA follows a distinct 
hierarchy reminiscent of both military and civilian 
command structure. At every point in their career, 
agents should know where they stand within the 
organization. One distinctive point about OSA is that 
there is no such thing as demotion or expulsion – you 
join OSA for life. Agents ‘retire’ in body bags. It’s not 
that OSA is cruel, it’s just that the safety of the United 
States depends on OSA remaining a secret. OSA also 
has no toleration for disloyalty and stamps dissention 
out quickly. Operatives should quickly learn to keep 
their objections to themselves.

Specialists (Specialist)
The Office aggressively recruits technical specialists 

(former doctors, scientists and other skilled workers). 
Refusing recruitment is not an option and special-
ists often join under threat of death, torture or other 
coercion. The Office is not above kidnapping in order 
to ‘convince’ a specialist to join their cause. Specialists 
are strangely protected and guarded, at once prized 
members of the organization and suspected prisoners. 
As one operative remarked, “These guys are treated 
like concubines in a harem. They have everything they 
could want but their freedom.”

That operative disappeared under mysterious circum-
stances and hasn’t been seen for weeks.

Recruits (Recruit)
Most Office agents are former members of the military 

or have received the Office’s brand of specialized training. 
Recruits receive training at their assigned station, but 
recruits are expected to be competent operators to begin 
with. Most training is on-the-job and recruit teams are 
usually assigned several low-level, low-risk tasks in the field 
while being covertly shadowed by a stealth or extraction 
team. Failure at these ‘milk-runs’ invariably results in OSA 
sanction – the Office can’t afford to mollycoddle a bunch 
of screw-ups and their tolerance for incompetence is less 
than zero. When observers feel the recruits are capable 
enough to function, they are rotated into an existing team 
suitable to their skillset. 

Operatives (Operative)
Every agent, upon becoming a full-fledged operative, 

chooses a particular division to work with. While this 
has no particular effect on team cohesion or goals, it 
does define an agent’s focus and ultimately determines to 
whom they answer.

Division I - Operations
The Operations Division is run by the former head 

of USSOCOM whose members were instrumental in 
setting up the Office days after the bombs dropped. 
The director runs a tight ship, demanding excellence 
and professionalism from his operatives. Those who 
can’t meet his standards quickly find themselves under 
intense scrutiny and scheduled for early ‘retirement’.

Benefits: A Division I agent may add a single master-
work modification to any one item or weapon purchased 
with his personal budget at no cost. This masterwork 
modification is not counted when determining the cost 
of any other masterwork modifications added to this 
item. If the agent chooses a weapon or item purchased 
as a batch (e.g. throwing knives), every item in a single 
batch gains the masterwork modification.

Responsibilities: Once per session, during the gearing 
up phase, the GC may spend one action die to assign an 
‘trainee’ to a Division I agent. The trainee is a minion 
(standard NPC, skills and type appropriate to the 
mission but assigned by the GC) with abilities scores of 
2, level equal to one-half the agent’s level (rounded up), 
and 25 BP worth of gear (assigned by the player). He must 
attempt at least one skill check or combat action during 
the session as a part of his training and the roll must be 
important to the mission (GC’s discretion). The player 
may assign items to the trainee out of his own mission 
budget and may spend action dice to activate threats or 
increase skill rolls. The agent is responsible for the safety 
and security of the trainee and if the trainee is killed, the 
agent is placed on administrative leave (see the Faceman/
Snoop class guide, page 08, for more information) during 
his next mission pending an investigation. The trainee is 
otherwise cooperative and follows all of the agent’s orders 
to the best of his ability and is considered to be an ally for 
disposition purposes.

Division II - Intelligence
The Intelligence Division is run by the former director 

of NSA, who oversees and maintains the Office’s 
communication towers and Internet. The director is a 
meticulous planner and somewhat obsessive regarding 
information gathering. Most of his subordinates carry 
cameras as a habit are prone to taking seemingly random 
pictures at a moment’s notice. Not surprisingly, many 
Division II agents are amateur artists.

Benefits: Division II agents gain a number of free 
BP to their personal budget equal to their agent level. 
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These BP may only be spent on surveillance or computer 
equipment or related accessories.

Responsibilities: Once per session, during the gearing 
up phase, the GC may spend one action die to assign 
a Division II agent a single, simple, task during his 
mission. Examples of such tasks include taking a series 
of photographs of a building in the team’s operational 
area, retrieving or placing an object as a dead drop or 
delivering an object to someone. Whatever the task, it 
never interferes with the agent’s mission or compromises 
any cover identities and is a task appropriate to the agent’s 
skillset (an agent with no ranks in surveillance would 
not be tasked to take surveillance photos of a site, for 
example). Failure grants the agent a morale penalty to all 
of his rolls during his next mission equal to  + his Agent 
level/4 (rounded up).

Division III - Research and Development
The Research and Development Division is run by 

the former director of DARPA. Among other projects, 
R&D is very close to perfecting an easily manufactured 
hydrogen cell and has installed solar panels on every 
Office Station Headquarters. The director has amazing 
foresight and constant energy, always striving for innova-
tion and advancement in all areas. He is also somewhat 
protective of ‘his’ gadgets, as are his people.

Benefits: A Division III agent may choose to spend 
0 BP per  GP of his personal budget to retain a single 
gadget as a part of his personal gear. The agent my 
only purchase a gadget (and it’s associated upgrades) of 
maximum cost equal to his Agent Level/4 (rounded up, 
minimum  GP).

Responsibilities: Once per session, during the gearing 
up phase, the GC may spend one action die to declare 
that one of the agent’s requisitioned gadgets is actually 
an R&D prototype undergoing a field test. The error and 
threat ranges of any rolls involving the device are increased 
by the item’s GP cost and the GC (or player) must spend 
one less action die to activate any errors or threats. For 
example, a 3 GP item with an error range of  and threat 
range of 20 gains an error range of -4 and a threat range of 
7-20. The GC does not have to inform the player of this 
switch, as R&D sometimes conducts ‘blind’ field tests in 
order to increase the accuracy of its data.

Division IV - Public Relations
The Public Relations Division is run by the former head 

of DIA and is divided into External Affairs and Internal 
Affairs branches. The External Affairs branch is tasked 
with maintaining the Office’s secrecy and ensuring that 
knowledge of the Office does not become available to 
the general public. The Internal Affairs branch is mostly 
staffed by former members of DSS, which was co-opted 
mere months before the war began, and is charged with 
counter-intelligence and internal security. Both branch 

leaders are rather cynical, describing themselves as 
‘optimistic realists’. Most of their subordinates refer to 
them as cantankerous pessimists with varying degrees 
of paranoia.

Benefits: An agent of Division IV may purchase the 
Political Officer bundle for 5 BP instead of 25 BP using 
mission or personal budget. He may additionally make 
an Information Favor Check once per session without 
spending an action die as long as the favor check is 
regarding an individual. The GC may spend two action 
die to make this information unavailable to the agent.

Responsibilities: Once per session, during the gearing 
up phase, the GC may spend one action die to assign 
an ‘observer’ to a Division IV agent. The observer is a 
stealthy minion (standard NPC) with abilities scores of 
2, level equal to one-half the agent’s level (rounded up), 
and personal gear appropriate to the mission, most likely 
including a set of Basic Blacks. He takes no direct action 
to assist or hinder the agents and accompanies the agent 
at all times. While his actions don’t interfere with the 
agent’s duties, his constant presence and intense scrutiny 
makes everyone slightly jumpy, increasing the error range 
of all rolls made in his presence by  (so an error range 
of  becomes -2). The agent is responsible for the safety 
and security of the observer, and is placed on administra-
tive leave (see the Faceman/Snoop Class guide, page 08, 
for more information) for the next mission, pending an 
investigation of his actions.

Division V - Finance
The Finance division is governed by the former head 

of DCA. Already used to handling nationwide logistics 
and distribution of supplies, it was a simple matter for 
the DCA to shift supplies and materials to its pre-war 
caches unnoticed. The director encourages a familial 
environment within his division although he expects all 
of his agents to act appropriately. Division V agents are 
known pranksters and often bring gag items (such as 
whoopee cushions or silly string) on missions or leave 
them in cached bundles when they drop them off.

Benefits: Agents of Division V have increased access 
to the agency’s resources; after all, it is their responsibility 
to ensure that supplies move from areas of glut to areas of 
need. Any Division V agent may purchase one 25 BP cost 
bundle for 5 BP as a part of his personal budget. He may 
not grant this discount to any of his team members. He 
also may add one-half his agent level (rounded up) to his 
class budget points before determining field expenses.

Responsibilities: Once per session, during the gearing 
up phase, the GC may spend one action die to assign a 
single 25 BP bundle to a Division V agent. The agent 
must, during the course of the mission, store the bundle 
in a designated secret cache while out on his mission. 
This task is assigned in addition to his other duties 
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during the mission, and if the agent fails at the task or 
loses the bundle, he receives no mission BP during the 
next mission.

An agent may transfer to another division with 
permission of their station chief (GC’s permission) and 
then only upon gaining a level. Transferring agents 
lose all benefits and responsibilities of their previous 
division, gaining the benefits and responsibilities of their 
new one.

Station Chiefs (Handler)
Each station is run by a single handler or Station Chief 

who oversees four to seven operative teams. Ideally, these 
teams are composed of two Infiltration teams, two Stealth 
teams, two Assault teams and one Extraction team, but 
most Chiefs take what they can get. Station Chiefs have 
a degree of autonomy since they are tasked to watch 
for and respond to activity in their operational regions, 
but all Chiefs are expected to report their operations 
as soon as possible and quickly respond to any orders 
when given. As long-distance communication is still 
occasionally unreliable, this gives the appearance that 
OSA functions more like independent cells, but the fact 
is that the Station Chiefs operate only with the authority 
and consent of the Board.

Each Chief also has under his command two to three 
Specialists (a medical doctor, an engineer and another 
person from a discipline previously common to the area) 
who rarely, if ever, go on missions. Directly subordinate 
to the Chief are five Senior Operatives who act as 
representatives for each of the five divisions and advise 
the Chief regarding routine operations (thus mirroring 
the structure of the agency-at-large). Senior Operatives 
and even the Station Chief occasionally go into the field; 
in fact, the Chief and his Advisory Board are considered 
to be an Emergency Action Team. Finally, all Chiefs 
are assigned one Recruit team and enough technicians 
to run and guard their station. OSA members usually 
live at the station house although some agents prefer to 
maintain private (and secret) housing near the station.

The Board of Directors (Control)
The Directors operate from separate, secret, locations 

in the United States, remaining in contact with the rest 
of OSA and one another via the Office’s Internet. They 
hand down directives and guidance to the nearest appli-
cable station, while receiving regular reports from each 
station on the initiation, status and results of missions 
that occur in each station’s jurisdiction. The Directors 
(along with their staff), perform analysis on the data 
received from the stations, review the information 
with the Secretary and each other, then compose new 
mandates or revise old ones. As such, the Board and the 

Secretary guide the larger scope and direction of OSA 
operations, while the stations handle the minutiae and 
daily operations.

The Secretary (Control)
The former Secretary of Defense runs the Office, as it is 

his guiding vision that drives OSA and its goals. It wasn’t 
a coincidence that he named his brainchild similarly to 
the same organization that was birthed during World War 
II: the parallels were too obvious to ignore. After all, here 
was a situation regarding a world at war where the United 
States was attacked and hit pretty hard, forcing the nation 
to institute a draft and intern some individuals here on the 
home front while the wartime commanders-in-chief go 
about their terms in office, but as soon as OSA makes the 
world safe, probably thanks to a scientific breakthrough 
from the supersecret research project that top civilian 
specialists are working on then the nation will return to 
old-fashioned democracy. Ultimately, every operation is 
authorized by the Secretary, but he gives heavy consider-
ation to advice of the Board of Directors.

Office Politics
Regarding internal matters, there is an unspoken ladder 

of knowledge that tells most agents where they stand in 
the pecking order. It’s an open secret that there’s more to 
the Office than is generally known but smart agents keep 
their nose clean and mind their own business. They know 
what happens to people who ask too many questions – or 
rather, they don’t know, and they plan on not knowing. 
It’s commonly understood that the Office operates under 
a “don’t ask, don’t tell” policy: you don’t ask, and you 
don’t tell.

Recruits are aware that the Office’s mission is to 
gather information and intelligence while simultane-
ously keeping that information safe from the rest of 
the world. They also know that this information will 
eventually be re-released to the world when the time is 
right. Operatives recognize that OSA is waiting until the 
United States is in a better position to deal with the rest 
of the world (from a military standpoint), which is the 
reason for all of the secrecy. United States technological 
supremacy is paramount in the eyes of OSA. Senior 
operatives know that OSA was founded shortly before 
the bombs dropped and that the supplies that built and 
sustain OSA were co-opted from previously legitimate 
government agencies. Station Chiefs understand that 
OSA’s long-term strategy is global in scope and that the 
ultimate plan is to have a station in every major city in the 
world. Board members know the full history and plans 
of OSA, and that the organization was instrumental in 
the downfall of the pre-war United States.
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Harsh necessity, and the 
newness of my kingdom, force 

me to do such things and to 
guard my frontiers everywhere.

--Virgil

Mission Ideas
There are several opportunities for a variety of campaigns. 

Battlegrounds provides an introductory adventure that 
could easily fit in an OSA campaign. It is recommended 
that the information discovered by the agents at the end 
of the scenario will lead the agents to OSA.

Following are a few ideas for short and long-term 
campaigns and seeds for missions.

Asset Recovery: The Office is working to secure 
certain military assets -- while OSA primarily looks at 
itself as an Intelligence agency, it still has historical roots 
in the military, recognizing the need for a certain amount 
of martial might. Currently, the Office has its eyes on 
the aircraft carrier anchored some twenty miles off the 
coast of Seattle. Radio contact with the vessel has thus 
far gone unanswered (suggesting the crew is dead), but 
many suspect the vessel may be salvageable.

The Office also has three, fully staffed, nuclear subma-
rines at its disposal. Two of them are attack submarines 
but one is a ballistic missile submarine that still has five 
active nuclear warheads. Furthermore, the Office has 
hidden away three Destroyers, two Cruisers and a small 
fleet of transport planes and helicopters. Unfortunately, 
support personnel for these vessels are woefully inad-
equate, putting recruitment of such personnel high on 
the priority list.

Complications: While the team is aware of the Office’s 
structure and general function, they have no real way of 
knowing if the upper leadership is compromised. Were 
the Secretary or any of the Board members replaced, this 
could have long-term (and deadly) consequences on the 
players. Furthermore a rogue Station Chief is everyone’s 
nightmare, and though there are contingencies in place for 
such an event, it wouldn’t be a painless process. Even worse 
is the idea of conflict within OSA; this would certainly 
destroy the agency, and possibly the entire nation.

Conspiracy Theories: Since OSA is in the middle of 
northern expansion, OSA operations in Canada provide 
plenty of room for action and adventure. The agents will 
be constantly living a double life in the more civilized 
lands of Canada. Over time, they will be expected to 
compromise the Canadian government and bring anar-
chy to those lands. After all, the United States will not be 
able to achieve supremacy if their neighbor to the north 

is too stable. This may be a less-than-comfortable task 
for the characters, as they’ve likely developed friendships 
and contacts who will most likely suffer during the 
destabilization process.

Ground Floor Expansion: The Office is desper-
ate to regain contact with the rest of the world. The 
various agencies that make up the Office had contacts 
in every nation, and the Controls have made it a 
priority to reestablish and redevelop assets. Their first 
target area is Central and South America, but they’ve 
made preliminary contact with assets in Iran and the 
United Kingdom. Additionally, only the Board and the 
Secretary are aware that there is a brand new Station 
Chief in Cuba who already has three operative teams ( 
Extraction,  Infiltration,  Stealth) and a specialist (an 
ex-U.S. Marine physician) under his command.

OSA is planting seeds all over the world, and the 
agents are in the forefront of that process. Players could 
be a part of one of the mission teams currently in Cuba, 
or their first task could be to reinforce their brothers 
and sisters already in the island nation. There is also the 
issue of a second station in Cuba and who will lay the 
groundwork for it to be established. The teams headed to 
Iran don’t even have a foundation laid and will therefore 
wage an uphill battle to establish posts in the Middle 
East. Agents headed to the United Kingdom will fight 
a two-front battle, at once identifying and subverting 
members of their own military while simultaneously 
working their way into the British government.

Innovative Strategies: The Office is working to rebuild 
electronic infrastructure as well as create new technology 
for this new era. The Office’s medical programs are the 
most advanced in the known world, almost on par with 
pre-war knowledge and skill. The Office continues to push 
forward innovations in communication and electronics, 
but breakthroughs happen daily, and their are those out 
their whom could help with those breakthroughs. While 
most computers and related equipment in the world are 
so much molten plastic, the Office has a relatively large 
stockpile of such gear, ready to be used by its agents. The 
Office is far behind in manufacturing, unable to mass 
produce its innovations.

Status Quo: Campaigns staged in the United States 
usually involve missions where agents seek out new 
technologies and gifted individuals, while maintaining 
the public perception that the nation is on the edge of 
destruction. In these campaigns, the players are most 
likely to climb the office ladder and come closer to the 
secrets of OSA. At some point, the players (or rather, 
the characters) will have to reconcile the fact that their 
agency is responsible for the downfall of the United 
States, and whether this is a good thing.
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There can’t be a crisis 
next week. My schedule 

is already full.
--Henry Kissinger

New Threats
In this post-apocalyptic era, OSA is not the only 

organization (secret or otherwise) with an agenda. 
Intelligence services throughout the world are starting 
to reorganize, regroup and reassess, seeking out and 
destroying threats to the security and safety of their na-
tions. Law enforcement is slowly but surely coming into 
their own and regaining control over rural and urban 
areas. Emergency management teams, once thought to 
be a luxury of the past, are turning their eyes toward the 
cities in the hopes of rebuilding civilization and reclaim-
ing the lost vestiges of the Information Age. The various 
military machines, while currently undermanned, are 
still capable of bringing death and destruction to the 
embattled civilian populace. 

Unfortunately, devastation brings chaos, and chaos 
brings opportunity for those with sinister purposes to 
step into power. Thus far, OSA has operated in secret 
and without any real opposition. That time is quickly 
coming to an end as there are several players coming to 
the stage to participate in the Great Game. The Cold 
War is over but the memory of nuclear winter has not 
faded, leaving the seeds of conflict in its wake.

LA EME
MP Cost: 40
Scope: National Threat (4)
Wealth: 7
Technology: 4
Loyalty: 7
Influence: 5
Agendas: Greed, Entertainment, Power
Resources: Fall Guy, Filthy Stinking Rich, 

Manipulators, Master Plan, Worse Than Death
Departments: Adolescent, Freelancer, 

Orphan, Thrill Seeker
Macro Departments: Organized Crime
Base Classes: Fixer, High Roller, Soldier, Wheelman
Prestige Classes: Cat Burglar, 

Goodfella, Grifter, Smuggler
Senior Agent Classes: Dai Lo
NPC Classes: Community Criminal, 

Gangster, Heavy, Urban Biker

Background

Like cockroaches, the devastation of nuclear war 
wouldn’t be enough to kill off the criminal element. It 
therefore came as no real shock when La Eme began to 
rear its ugly head, taking the idea of organized crime 
to an entirely new level. With most states’ police forces 
woefully underpowered, government leaders found 
themselves unable to oppose the growing numbers of 
criminals who seemed unusually unified.

La Eme was once a prominent prsion gang, but in the 
breakdown of prison systems, the criminal movement 
blossomed in the chaotic aftermath. They see the lack 
of any real government as an opportunity to control 
vast resources without fear of reprisal. The vast majority 
of La Eme members are street-level hoodlums but as 
one climbs up the increasingly narrow food chain, one 
begins to see seemingly legitimate businessmen ruling 
over criminal empires. 

The nation’s fledgling press has begun to report on 
the activities of La Eme, bringing their myriad activities 
and bold endeavors to light. Of even more concern to 
the general public is that there are rumors beginning to 
spread of La Eme’s influence over legitimate government. 
La Eme’s members have grown bolder over the past 
months, brazenly committing crimes in broad daylight 
without fear of reprisal.

Current Goals
First and foremost, La Eme’s focus is greed. They 

currently have their eyes on a seemingly abandoned 
Aircraft carrier off the coast of Seattle, Washington. 
The potential profits from salvaging the military-grade 
weapons are enormous, as militia groups are willing to 
pay top dollar for advanced technology.

They are also courting several governors, planning 
to gain the protection of legitimate government while 
lining the pockets of friendly politicians who are willing 
to overlook certain of La Eme’s activities. It is also La 
Eme’s hope to establish permanent relationships with 
their brethren to the south and reestablish the once-
thriving drug trafficking trade. Initial inquiries have 
been positive.

WORLD SAFETY COMMITTEE
MP Cost: 272
Scope: Global Threat (9)
Wealth: 0
Technology: 8
Loyalty: 0
Influence: 0 
Agendas: Luddite, Peace, Redemption
Resources: Departmental Access, 

Departmental Training, Manipulators, 
Propaganda, Secure Communications

Departments: Diplomatic Security, Field Researcher
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Macro Departments: Intelligence 
Agency, Counter-Intelligence Agency

Base Classes: Faceman, Scientist, Sleuth, Soldier
Prestige Classes: Bounty Hunter, 

Deceiver, Field Analyst, Provocateur
Senior Agent Classes: Field Commander
NPC Classes: Operative, Region Commander, 

Special Inspector, Squad Leader 

Background
Canada, arguably the most powerful post-apocalyptic 

nation, was still reeling from the nuclear holocaust. 
With 60% of their population dead, the beleaguered 
people began to rebuild. With no designs for becoming 
the next world superpower, most of the Canadian people 
believed war was finally at an end with the rest of the 
world likely dead.

Then there were those who knew the truth.
Like most conspiracies, the movement started out 

small, as a legitimate arm of the Canadian Security 
Intelligence Service’s Counter-Proliferation Program, 
but there were enough like-minded individuals who felt 
that the evils of nuclear war could never again threaten 
the world. In time, it grew to a rather ambition plan: all 
evidence, all knowledge, all technology that gave birth 
to the nuclear menace would be driven from history. 
Slowly and secretly, the conspirators recruited others and 
things began to happen. History books lost references to 
atomic energy. Blueprints began to disappear. Nuclear 
reactors shut down, their fuel missing. Never again 
would the split atom lead to the world’s destruction.

Never again.

Current Goals
The Committee’s final goal is world peace, but they feel 

that massively destructive weapons must go. Seeking to 
eradicate all vestiges of the former age, they’ve recently 
received word of a nuclear-powered aircraft carrier off the 
coast of Seattle, Washington. They plan on ‘liberating’ 
the nuclear material, if possible, or sinking the vessel if 
it’s not.

There are cells all throughout the world since the 
fear of another holocaust is fresh on everyone’s mind, 
but their plan is to become more firmly entrenched 
throughout the world so that their goal is met within 
the next ten years. It’s an ambitious schedule, but thus 
far, they are on track.

THE SONS OF MAN
MP Cost: 80
Scope: International Threat (6)
Wealth: 5
Technology: 7

Loyalty: 8
Influence: 0
Agendas: Destruction, Extinction, Revelation 
Resources: Fanatics, Hardened Killers, 

Martyrs, Secret Identification Method, 
Weapons of Mass Destruction

Departments: Damage Control, 
Indoctrinated, Programmed

Macro Departments: Fourth Estate
Base Classes: Advocate, Faceman, 

Fixer, Martial Artist
Prestige Classes: Saboteur, Terrorist
Senior Agent Classes: Menace
NPC Classes: Jäger, Mad Bomber, 

Resistance Fighter, Sleeper

Background
Doomsday cults have existed since before recorded 

history. In keeping with the pattern, the Sons of Man 
see it as their responsibility to ensure that doomsday 
does eventually come. In their minds, the world cheated 
death by making it through the nuclear and biological 
holocaust, and now it’s time to take prophecy and make 
things happen.

Guided by a loose (and questionable) collection of 
apocalyptic literature from various religions, the Sons 
have initiated plans to collect nuclear material and 
weapons, using them to complete the work the foolish 
nations began when the first atomic bomb detonated. 
They’ll couple this with samples of some of the worst 
diseases mankind has ever known, kindly incubated 
and propagated by a generation that knows nothing of 
modern medicine and science. The world will end. The 
apocalypse will come. All hail the Sons of Man.

Current Goals
Having heard of an aircraft carrier anchored off the 

coast of Seattle, the Sons of Man are putting together an 
operation to collect the nuclear material. It’s their hope 
to be able to use that material, along with other salvaged 
nuclear fuel from various facilities throughout the conti-
nent, to construct several high-yield atomic bombs. Once 
that’s finished, they’ll have to find a way to coordinate 
simultaneous worldwide detonations, a difficult prospect 
now that mass communication is a dream.

They also have plans for a large-scale operation in 
Atlanta, Georgia, where the former headquarters of the 
Centers for Disease Control (CDC) lies in radioactive ruin. 
It is there they will find the worst of diseases and biological 
pathogens, conveniently locked in storage and awaiting 
liberation. Otherwise, they will continue to spread their 
cause throughout the world. Not unexpectedly, they’ve 
found faithful in every corner of the globe.
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Open Game 
Content

All gaming related material in this Supplement is 
considered Open Game Content, except for the proper 
names of NPC’s, and may be used pursuant to the Open 
Game License. In addition, to the extent any material is 
derived wholly from the d20 SRD and/or the Dungeons 
& Dragons® Player’s Handbook, Third Edition, such as 
feat names and skills, that material is also designated as 
Open Game Content. All other content is designated as 
closed content, including but not limited to: NPC and 
Pre-generated character names, character background 
text, villain descriptions and all other module text not 
otherwise required to be Open Games Content. The 
author reserves the right to publish addenda and/or 
modification to the designation of Open Game Content 
within this supplement if either by the unilateral action 
of the author, by agreement of parties (including the 
author) or by operation of law there is a change to the 
designation of Open Game Content.

Legal Stuff
Spycraft is a trademark of Alderac Entertainment 

Group, Inc. Dungeons & Dragons® and Wizards of the 
Coast® are trademarks of Wizards of the Coast, and are 
used in accordance with the Open Game and d20 Li-
censes. Spycraft © 2002 Alderac Entertainment Group, 
Inc. This campaign setting © 2005 Garland T. Dunlap. 
ALL RIGHTS RESERVED. This document is a work of 
fiction; any similarities to actual people, organizations, 
places, or events is purely coincidental.

The Open Game License
The following text is the property of Wizards of the 

Coast, Inc. and is Copyright 2000 Wizards of the Coast, 
Inc (“Wizards”). All Rights Reserved.

. Definitions: (a) “Contributors” means the copyright 
and/or trademark owner who has contributed Open Game 
Content; (b) “Derivative Material” means copyrighted 
material including derivative works and translations 
(including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or 
adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d) “Open Game Content” means 
the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, 

and means any work covered by this License, including 
translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos 
and identifying marks including trade dress; artifacts; 
creatures, characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other 
visual or audio representations; names and descrip-
tions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” 
means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open 
Game License by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) “You” or “Your” means 
the licensee in terms of this agreement.

2. The License: This License applies to any Open 
Game Content that contains a notice indicating that 
the Open Game Content may only be Used under and 
in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except 
as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content 
distributed using this License.

3. Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of 
this License.

4. Grant and Consideration : In consideration for 
agreeing to use this License, the Contributors grant 
You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the 
Open Game Content.

5. Representation of Authority to Contribute: If 
You are contributing original material as Open Game 
Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update 
the COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modi-
fying or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to the 
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COPYRIGHT NOTICE of any original Open Game 
Content you Distribute. 

7. Use of Product Identity: You agree not to Use 
any Product Identity, including as an indication as to 
compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element 
of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark in 
conjunction with a work containing Open Game Con-
tent except as expressly licensed in another, independent 
Agreement with the owner of such Trademark. The use 
of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in 
Open Game Content shall retain all rights, title and 
interest in and to that Product Identity.

8. Identification: If you distribute Open Game Con-
tent You must clearly indicate which portions of the work 
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. 
You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

0. Copy of this License: You MUST include a copy 
of this License with every copy of the Open Game 
Content You Distribute.

. Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the name 
of any Contributor unless You have written permission 
from the Contributor to do so.

2. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with respect 
to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected.

3. Termination: This License will terminate auto-
matically if You fail to comply with all terms herein 
and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the 
termination of this License.

4. Reformation: If any provision of this License is 
held to be unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable.

5. COPYRIGHT NOTICE: Open Game License 
v.0a Copyright 2000, Wizards of the Coast, Inc. 
System Rules Document Copyright 2000, Wizards of 
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on original material by E. Gary 
Gygax and Dave Arneson. Star Wars roleplaying game 
Copyright 2000, Wizards of the Coast and Lucasfilm 
Ltd.; Authors Andy Collins, Bill Slavicsek, JD Wiker. 
Spycraft Espionage Handbook and Shadowforce Archer 
Worldbook Copyright 2002, Alderac Entertainment 
Group Inc.; Authors Patrick Kapera and Kevin Wilson.


