Cypher

Codename:

Novice

Security Clearance:
First Name:

Mathew

Last Name:

Gender:

Male

Race:

1/3/1989

Birth Date:

Trent Bower

Alias:
Oblivion

Obligations:
United States

Height:

5'10"

Weight:

155

Marital Status:

Eyes:
Education:

Green

Single

Hair:

Black

High School Graduate

Secondary Address:

Primary Address:
1256

24

Alias:

Marcus Fisher

Origin:

Caucasian

Age:

Deceased Date:
Alias:

Baxter

W Able St. Suite 240

Detroit

MI

48201

Missions Assigned:

Background Info:
Grew up in Detroit, MI all his life where he was raised by his single mother for the majority of his
youth. Distancing himself from others and peers his own age, he later developed a rather extensive
juvenile record by the age of thirteen. Was taken from his mother and put into juvenile detention
for two years where he worked on computer fundamentals and programming in which he excelled very
rapidly. By the age of fifteen, he was arrested and charged with eighty-eight federal indictments
of criminal cyber and internet acts. Due to his young age and a plea bargain, he was set on
probation for two years.
Dropping out of school just before graduation, he became involved in a high-end criminal forgery
ring where his talents were put to the test by forging foreign diplomatic papers of ownership and
bank trust accounts. For almost four years, he became very well known in the underground black
market as a master cyber forger and hacker. Other competing organizations took notice of his skills
and tried to acquire him and his talents. Wanting to work alone he became a rogue for hire when
European authorities finally caught up with him. Facing a life sentence in a maximum security
facility, Oblivion stepped in and offered him a second chance by working for the agency if all
charges were dropped. New evidence supporting his defense was submitted and supplied by the agency
and his release was official. He has since then served as a field agent for Oblivion.
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Obligations (Major: Oblivion)

Wanted (Major)

Yellow (Major)

The agent is connected to someone or something demanding a
portion of his time. These obligations can include almost anything,
such as checking in on a sick relative from time to time or a
tenured professor giving lectures and teaching classes. Failure to
fulfill such obligations eventually has serious repercussions. An
agent with Obligations and Connections to the same individual or
organization has a special relationship with the person or group in
question, and gains a +2 bonus to Persuasion rolls (+4 if Major
Obligations) when dealing with them. In essence, the Connection has
a vested interest in the agent, and is more likely to want him to
succeed. In the case of Obligations to an agency, an agent who
regularly fails to meet his responsibilities to the organization, often
ignoring rules to get the job done, may be considered a loose
cannon. This type of behavior can impact his assignments and his
ability to requisition key items, at the Director’s discretion.
Continued failure to uphold the agency’s principles may ultimately
result in the agent being declared rogue. In this case, Obligations
dissipate and are replaced with the Hindrance Wanted (Major) by
the agency in question.

Your hero has committed some crime in his
past and will be arrested if discovered by the
authorities. This assumes the setting actually
has laws and police officers to enforce them.
The level of the Hindrance depends on how
serious the crime was. A hero with numerous
unpaid parking tickets (in a game where he
might have to drive occasionally) has a Minor
Hindrance, as does someone wanted for
more serious crimes away from the main
campaign area. Being accused of murder is a
Major Hindrance in almost any setting.

Not everyone has ice water in his veins.
Your hero is squeamish at the sight of
blood and gore and terrified of coming
to harm. He subtracts 2 from all of his
fear-based Spirit checks.
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Hacker

Jack-of-All-Trades

Sponge

The agent is a master of penetrating
electronic and computer security
systems. He receives +2 to all Tech Ops
rolls and any Investigation rolls where
he has access to a computer. Each
attempt to penetrate a system’s
defenses takes 10 minutes instead of the
normal hour.

Through advanced schooling,
booklearning, computer-enhanced skill
programs, or just amazing intuitive
perception, your hero has a talent for
picking up skills on the fly. There is little
he can’t figure out given a little time and
a dash of luck. Any time he makes an
unskilled roll for a Smarts-based skill,
he may do so at d4 instead of the usual
d4–2.

The agent is an amazing source of wide
and varied information that can be
dredged up at a moment’s notice. He
may spend a benny to have any Smartsbased skill at d6 for the remainder of
the scene.
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Forger
The agent makes excellent forgeries. He
receives +2 to all Forgery rolls and +2
to Notice rolls to detect fakes (Forgery
vs. Notice).
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Holeshot

Codename:

Novice

Security Clearance:
First Name:

Francesca

Last Name:

Gender:

Female

Race:

Birth Date:

2/15/1991

Age:

Bernoulli
Italian
22

Deceased Date:

Alias:

Alias:

Alias:

Claudia Visachi

Oblivion

Obligations:
Italy

Origin:
Height:

5'5"

Weight:

130

Marital Status:
Eyes:
Education:

Hair:

Black

High School Graduate

Secondary Address:

Primary Address:
25H

Hazel

Single

Marco
Rome

Italy

Missions Assigned:

Background Info:
Grew up in Italy all her life where she was the daughter to a mechanic all her adolescent life. Her
family owned a mechanic shop and later began sponsoring her brothers in races around town. Winning
several races in their family, her brothers became somewhat well known as very good race car drivers
in and around Italy. Not wanting to be left out she began studying and helping out in her father’s
garage where she took to repairing vehicles with an astounding determination. Her knowledge of
automobiles and their parts were far superior to anyone in the business.
Graduating from high school, she went to work full time in the garage and later received a chance to
race in a smalltime car race. She was smitten with race fever and from that point on she was racing
in all sorts of underground races for money and prestige. Willing to help anyone in need, she
donates much of her proceeds to the Catholic Church which she is a devout roman catholic. Wanting
more from life than the fame she was receiving through illegal racing and at her family’s garage,
she was approached by Oblivion Agents and offered a position as a mechanic to the Agency. She
accepted the mechanic position and later proved her skills on the raceway where she was given a
chance of promotion. She has since then served as a field agent for Oblivion.
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Obligations (Major: Oblivion)

Vow (Major: Catholic)

Heroic (Major)

The agent is connected to someone or something demanding a
portion of his time. These obligations can include almost anything,
such as checking in on a sick relative from time to time or a
tenured professor giving lectures and teaching classes. Failure to
fulfill such obligations eventually has serious repercussions. An
agent with Obligations and Connections to the same individual or
organization has a special relationship with the person or group in
question, and gains a +2 bonus to Persuasion rolls (+4 if Major
Obligations) when dealing with them. In essence, the Connection has
a vested interest in the agent, and is more likely to want him to
succeed. In the case of Obligations to an agency, an agent who
regularly fails to meet his responsibilities to the organization, often
ignoring rules to get the job done, may be considered a loose
cannon. This type of behavior can impact his assignments and his
ability to requisition key items, at the Director’s discretion.
Continued failure to uphold the agency’s principles may ultimately
result in the agent being declared rogue. In this case, Obligations
dissipate and are replaced with the Hindrance Wanted (Major) by
the agency in question.

The character has a vow of some sort.
Whether it’s Major or Minor depends on
the Vow itself. Some may have Vows to
particular orders or causes, to the
Hippocratic Oath, to rid the world of evil,
and so on. The danger in fulfilling the Vow
and how often it might occur determines
the level of the Hindrance. Whatever the
Vow, it’s only a Hindrance if it actually
comes into play from time to time and
causes the character some discomfort.

This noble soul never says no to a
person in need. She doesn’t have to be
happy about it, but she always comes to
the rescue of those she feels can’t help
themselves. She’s the first one to run
into a burning building, usually agrees to
hunt monsters for little or no pay, and is
generally a pushover for a sob story.
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Ace

Engineer

McGyver

Aces are special pilots and drivers who
feel more comfortable behind the wheel,
throttle, or flight stick than on their own
two feet. Aces add +2 to Boating, Driving,
and Piloting rolls. In addition, they may
also spend Bennies to make Soak rolls for
any vehicle or vessel they control. This is
a Boating, Driving, or Piloting roll at –2
(cancelling their usual +2). Each success
and raise negates a wound and any critical
hit that would have resulted from it.

The agent adds +2 to Repair rolls. With a
raise, he halves the time normally
required to fix something. This means if
a particular Repair job can be
accomplished in half the time with a
raise, an engineer could finish the job in
one-fourth the time.

This character can improvise something when
the need for a tool arises. He suffers no
negative penalties on Trait rolls for lack of
equipment in most situations. In addition, given
a few simple tools, props, or devices, he can
generally rig devices to help escape from
death-traps, weapons to match some bizarre
need, or otherwise create something that’s
needed when such a thing isn’t actually
present. The extent of this is completely up to
the Game Master, but creativity should be
rewarded, particularly in dire situations where
few other answers are possible.

Molotov

Codename:

Security Clearance:
Yuri

First Name:

Male

Gender:

1/4/1980

Birth Date:

Novice

Last Name:

Pachenkof
Caucasian

Race:

33

Age:

Deceased Date:

Alias:

Alias:

Alias:

Boris Vlalsberg

Oblivion

Obligations:
Russia

Origin:
Height:

6'0"

Weight:

195

Marital Status:
Eyes:
Education:

Hair:

Blonde

Russian Military Academy

Secondary Address:

Primary Address:
2B30

Blue

Single

Kriegal Way

Srednekolymsk

Russia

Missions Assigned:

Background Info:
Grew up in Moscow as an orphan and was transferred to many orphanages throughout Moscow and
surrounding cities. Excelled in physical activities and by the age of fourteen, entered into the
military youth brigade where he studied until he transferred to the Russian military. He has
naturally heightened senses and keen motor reflexes which led to his enlistment into the elite
Russian Spetsnaz. He served on many operations in and around Russia for many years, primarily
defensive excursions. Was involved in a volatile altercation with terrorists where an explosion
left him badly injured. He was laid up in recovery for nearly eight months before being released
for active duty.
He has gone under many psychological evaluations for anger management issues and very wild erratic
behavior towards other combatants. Things seemed under control until six months later when he
killed another fellow comrade in a physical combat exercise in which he was honorably discharged
from the outfit. A mercenary for hire, he wondered most of Europe before Oblivion field Agents
caught up with him and convinced him to leave Europe and begin training as an Oblivion field agent
in Washington DC along with agreeing to attend many sessions of some revolutionary advanced psychotherapy treatment for his explosive behavior which he has begun to get a grip on and somewhat
control. He has since then served as a field agent for Oblivion.
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Obligations (Major: Oblivion)

Bloodthirsty (Major)

Overconfident (Major)

The agent is connected to someone or something demanding a
portion of his time. These obligations can include almost anything,
such as checking in on a sick relative from time to time or a
tenured professor giving lectures and teaching classes. Failure to
fulfill such obligations eventually has serious repercussions. An
agent with Obligations and Connections to the same individual or
organization has a special relationship with the person or group in
question, and gains a +2 bonus to Persuasion rolls (+4 if Major
Obligations) when dealing with them. In essence, the Connection has
a vested interest in the agent, and is more likely to want him to
succeed. In the case of Obligations to an agency, an agent who
regularly fails to meet his responsibilities to the organization, often
ignoring rules to get the job done, may be considered a loose
cannon. This type of behavior can impact his assignments and his
ability to requisition key items, at the Director’s discretion.
Continued failure to uphold the agency’s principles may ultimately
result in the agent being declared rogue. In this case, Obligations
dissipate and are replaced with the Hindrance Wanted (Major) by
the agency in question.

Your hero never takes prisoners unless
under the direct supervision of a
superior. This can cause major
problems in a military campaign unless
his superiors condone that sort of thing.
Your killer suffers –4 to his Charisma,
but only if his cruel habits are known.

There’s nothing out there your hero
can’t defeat. At least that’s what he
thinks. He believes he can do most
anything and never wants to retreat
from a challenge. He’s not suicidal, but
he certainly takes on more than
common sense dictates.
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Unarmed Combat (Basic)

Berserk
Immediately after suffering a wound (including a Shaken
result from physical damage), your hero must make a
Smarts roll or go Berserk. While Berserk, his Parry is
reduced by 2 but he adds +2 to all Fighting, Strength,
melee damage rolls, and Toughness. The warrior ignores
all wound modifiers while Berserk, but cannot use any
skills, Edges, or maneuvers that require concentration,
including Shooting and Taunt, but not Intimidation.
Berserkers attack with reckless abandon. Anytime his
Fighting die is a 1 (regardless of his Wild Die), he hits a
random adjacent target (not the original target). The
attack may hit friend as well as foe. If there are no other
adjacent targets, the blow simply misses. The Berserker
may end his rage by doing nothing (not even moving) for
one full action and making a Smarts roll at –2.

The agent is considered armed at all
times (negating the Unarmed Defender
bonus) and does Str +d4 unarmed
damage when attacking.
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Carnivore
As a free action, the agent may make a
Spirit roll to voluntarily go berserk. He
may also go berserk automatically by
spending a benny.

Oracle

Codename:

Novice

Security Clearance:
Grant

First Name:

Male

Gender:

Joe Miller

Alias:

Joseph Bale

Alias:

Harrison Langley

Oblivion

Obligations:
United States

Origin:

35

Age:

Deceased Date:
Alias:

Caucasian

Race:

7/4/1977

Birth Date:

Samuels

Last Name:

Height:

5'11"

Weight:

175

Marital Status:

Eyes:

Hair:

Blonde

Education: Bachelors Degree in Homeland Security
Secondary Address:

Primary Address:
324

Green

Single

W. 6th Ave

Washington

DC

20001

Missions Assigned:

Background Info:
Grew up in Washington DC all his life where he attended the public school system. Mediocre academics throughout
high school and later applied and was accepted to the University of the District of Columbia. He possesses a keen
intuitive sense into people’s emotions along with the ability in sizing up their intensions. Using his rare gift,
he obtained a Bachelor’s Degree in Homeland Security where he honed his abilities; especially in the art of
picking up and speaking foreign languages. Fluently speaking some of the hardest modern languages, his mind can
interpret unknown languages enough to give him an edge in most cultures around the world. A born leader, he has
led many squads under his command in prevented many unpublicized terrorist threats and physical attacks on US soil.
He was awarded some of the highest honors by the President of the United States for his loyalty and selfless acts
of bravery while protecting the innocent. This alone though has led to some controversy in his career as he has
more than once deviated from his assigned orders to help preserve human life, even when that life was ruled as an
acceptable casualty by his superiors. Was commanding a black ops mission in the southern part of the US when
things went tragically wrong and two of his team members were killed. It was later concluded that the deaths were
because of his attempt to aid an innocent civilian caught in the middle of the mission. Sanctions were heard and
he was quietly relinquished of all command but with full honors. Spiraling out of control he cascaded into a deep
physical and mental depression and was about to end his life when Oblivion stepped in and handed him a second
chance. Correcting his mental and physical relapse, he has worked hard in bringing a meaning to his life and
career once more. He has since then served as a commanding field agent for Oblivion.
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Obligations (Major: Oblivion)

Code of Honor (Major)

Heroic (Major)

The agent is connected to someone or something demanding a
portion of his time. These obligations can include almost anything,
such as checking in on a sick relative from time to time or a
tenured professor giving lectures and teaching classes. Failure to
fulfill such obligations eventually has serious repercussions. An
agent with Obligations and Connections to the same individual or
organization has a special relationship with the person or group in
question, and gains a +2 bonus to Persuasion rolls (+4 if Major
Obligations) when dealing with them. In essence, the Connection has
a vested interest in the agent, and is more likely to want him to
succeed. In the case of Obligations to an agency, an agent who
regularly fails to meet his responsibilities to the organization, often
ignoring rules to get the job done, may be considered a loose
cannon. This type of behavior can impact his assignments and his
ability to requisition key items, at the Director’s discretion.
Continued failure to uphold the agency’s principles may ultimately
result in the agent being declared rogue. In this case, Obligations
dissipate and are replaced with the Hindrance Wanted (Major) by
the agency in question.

Honor is very important to your
character. He keeps his word, won’t
abuse or kill prisoners, and generally
tries to operate within his world’s
particular notion of proper gentlemanly
or ladylike behavior.

This noble soul never says no to a
person in need. She doesn’t have to be
happy about it, but she always comes to
the rescue of those she feels can’t help
themselves. She’s the first one to run
into a burning building, usually agrees to
hunt monsters for little or no pay, and is
generally a pushover for a sob story.
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Command

Smooth Talker

Maven

Command is the ability to give clear
instructions to surrounding allies and
enforce your hero’s will upon them. This
makes your character’s compatriots
more willing to fight on despite their
wounds, and so adds +1 to their Spirit
rolls to recover from being Shaken.

You can speak any language you know
with complete fluency and do not suffer
any penalties as a non-native speaker.
Additionally, you may adopt regional
accents and use idioms of any language
you know, including your native tongue.
When language can reinforce a cover,
this adds a +2 to your disguise rolls.

At the beginning of each hostile
encounter, the maven may make a
Knowledge (Battle) roll. For each
success and raise, he receives a benny
that may be used for any agents on his
team. Bennies not used by the end of
scene are discarded. Note: If more than
one maven is on a team, the test is
treated as a cooperative roll as detailed
in the Savage Worlds core rulebook.

Ricochet

Codename:

Novice

Security Clearance:
First Name:

Colter

Last Name:

Gender:

Male

Race:

3/3/1986

Birth Date:

Caucasian
27

Age:

Deceased Date:

Alias:

Alias:

Alias:

Bill Johnson

Oblivion

Obligations:
Origin:

United States

Height:

6'2"

Weight:

185

Marital Status:

Eyes:
Education:

Green

Single

Hair:

Brown

Bachelors of Arts Degree

Secondary Address:

Primary Address:
3254

Daniels

Bronco Boulevard

Dallas

TX

75201

Missions Assigned:

Background Info:
Grew up in Dallas Texas all his life where he was one of seven children working on his parent’s
cattle ranch. Went through his adolescent life as a normal child but later developed a keen sense
for firearms and later honed his abilities in marksmanship. Went to the University of Dallas where
he later graduated with a Bachelor of Arts degree. During his college years, he frequently
demonstrated his skill with firearms where he was picked up and later joined the world circuit for
trick shooting and firearms conventions. He was the first contender to ever ricochet a bullet three
times from a set stand to hit a target around an enclosed corner.
To this day, no other marksman in the world has been able to reproduce the shot which has led to
speculations of trickery or foul play. Being a little arrogant, he has backed up his statements and
is afraid of nothing except for he has a terrible fear of water or aqua phobia.
He was one of the
few candidates that Oblivion set their sights on that was not in any criminal or financial
troubles. Was approached by the Agency and offered a position within for a more exciting career
path where he gladly accepted. He has since then served as a field agent for Oblivion lending his
unique weapon abilities to mission that requires fast acting and steady hands.
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Obligations (Major: Oblivion)

Arrogant (Major)

Phobia (Major: Water)

The agent is connected to someone or something demanding a
portion of his time. These obligations can include almost anything,
such as checking in on a sick relative from time to time or a
tenured professor giving lectures and teaching classes. Failure to
fulfill such obligations eventually has serious repercussions. An
agent with Obligations and Connections to the same individual or
organization has a special relationship with the person or group in
question, and gains a +2 bonus to Persuasion rolls (+4 if Major
Obligations) when dealing with them. In essence, the Connection has
a vested interest in the agent, and is more likely to want him to
succeed. In the case of Obligations to an agency, an agent who
regularly fails to meet his responsibilities to the organization, often
ignoring rules to get the job done, may be considered a loose
cannon. This type of behavior can impact his assignments and his
ability to requisition key items, at the Director’s discretion.
Continued failure to uphold the agency’s principles may ultimately
result in the agent being declared rogue. In this case, Obligations
dissipate and are replaced with the Hindrance Wanted (Major) by
the agency in question.

Your hero doesn’t think he’s the best—he knows he
is. Whatever it is—swordsmanship, kung fu,
running—few compare to his skills and he flaunts
it every chance he gets. Winning just isn’t enough
for your hero. He must completely dominate his
opponent. Anytime there is even a shadow of a
doubt as to who is better, he must humiliate his
opponent and prove he can snatch victory any time
he wishes. He is the kind of man who disarms an
opponent in a duel just so he can pick the sword up
and hand it back with a smirk. Arrogant heroes
always look for the “boss” in battle, attacking
lesser minions only if they get in the way.

Phobias are overwhelming and irrational fears
that stay with a hero for the rest of his life.
Whenever a character is in the presence of his
phobia, he subtracts 2 from all his Trait tests
as a Minor Hindrance, and 4 if the fear is a
Major Phobia. Phobias shouldn’t be too obvious
—everyone should be afraid of vampires, for
example, so it’s not a phobia—it’s common
sense. Instead, the phobia usually centers on
some random element the mind focused on
during whatever encounter caused such a
fright. Remember, phobias are irrational fears.
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Ambidextrous

Steady Hands

Two-Fisted

Your hero is as deft with his left hand as
he is with his right. Characters normally
suffer a –2 penalty when performing
physical tasks with the off-hand
(characters are assumed to be
right-handed). With this Edge, your
warrior ignores the –2 penalty for using
his off-hand.

Your hero ignores the “unstable
platform” penalty for firing from the
backs of animals or while riding in
moving vehicles. In addition, when
performing actions while Running, his
penalty is –1 instead of –2.

Requirements: Novice, Agility d8+ A
Two-Fisted hero isn’t ambidextrous—
he’s simply learned to fight with two
weapons (or both fists) at once. When
attacking with a weapon in each hand, he
rolls each attack separately but ignores
the multi-action penalty.

Whisper

Codename:

Novice

Security Clearance:
Marissa

First Name:

Female

Gender:
Birth Date:

Alias:

24

Age:

Chloe Brussels

Alias:

Samantha Porte

Alias:
Oblivion

Obligations:
France

Origin:
Height:

5'4"

Weight:

120

Marital Status:
Eyes:
Education:

Hazel

Single

Hair:

Black

Bachelors of Arts Degree

Secondary Address:

Primary Address:
1A #45

African American

Race:

10/31/1988

Deceased Date:

LeBlanc

Last Name:

South Fremonte

Paris

France

Missions Assigned:

Background Info:
Born and raised by two loving parents in Paris France, she grew up in a wholesome and moderately
financially sound environment. Attended private preparatory school all of her adolescent life, she
excelled in historical art and ancient artifacts, specializing in rare and very expensive one of a
kind pieces. By the age of seventeen, she was interning for a position with the Louvre Museum.
Later graduated from the Paris College of Arts with a Bachelor’s Degree, where she finally accepted
an assistant managerial position at the Louvre. Working her way up through the ranks, she was
expected to become a very knowledgeable aficionado in the fine arts world until she was a suspect in
some stolen paintings that she was in charge of during a quarterly showing. She was released
immediately and her career in the art world was extinguished immediately along with her finances.
Vowing revenge on the culprits behind her life’s disaster and those in the fine art world who
abandoned her, she has transformed into a modern day thief as pieces of fine art and jewelry have
started to come up missing and/or stolen all around European museums. Insurance claims against the
stolen artifacts have been estimated to be around the neighborhood of one hundred and fifty thousand
dollars. Seeing a unique opportunity to use her skills of infiltration, the Agency caught up with
her during one of her heists. Negotiations were conducted and all Agency actions to turn her over
to International authorities ceased and her employment within the Agency welcomed. All stolen
artifacts have been returned since her inception. She has since then served as a field agent for
Oblivion.

Marissa LeBlanc
Whisper
Chloe Brussels, Samantha Porte
Assault

IFO

Ghost
0
France

Novice

$1000

Thief Infiltrator

6

3
+0

6

Fighting

d6

Notice

d8

Shooting

d6

Tradecraft

d4

Climbing

d6

Driving

Native, Interlingua, English

Lockpicking

d4
d8

Italian, Spanish

Stealth

d10

Streetwise

Obligations
(Major: Oblivion)

4

Small (Major) Greedy (Major)

The Suit (+1/+2, -2 AP), Comlink

Thief
Acrobat

Archeology
Yoga
Photography
European History

d4

EDGE/HINDRANCE CARD

EDGE/HINDRANCE CARD

EDGE/HINDRANCE CARD

Obligations (Major: Oblivion)

Small (Major)

Greedy (Major)

The agent is connected to someone or something demanding a
portion of his time. These obligations can include almost anything,
such as checking in on a sick relative from time to time or a
tenured professor giving lectures and teaching classes. Failure to
fulfill such obligations eventually has serious repercussions. An
agent with Obligations and Connections to the same individual or
organization has a special relationship with the person or group in
question, and gains a +2 bonus to Persuasion rolls (+4 if Major
Obligations) when dealing with them. In essence, the Connection has
a vested interest in the agent, and is more likely to want him to
succeed. In the case of Obligations to an agency, an agent who
regularly fails to meet his responsibilities to the organization, often
ignoring rules to get the job done, may be considered a loose
cannon. This type of behavior can impact his assignments and his
ability to requisition key items, at the Director’s discretion.
Continued failure to uphold the agency’s principles may ultimately
result in the agent being declared rogue. In this case, Obligations
dissipate and are replaced with the Hindrance Wanted (Major) by
the agency in question.

Your character is either very skinny,
very short, or both relative to his
particular race. Subtract 1 from his
Toughness for his reduced stature.

Your miserly hero measures his worth
in treasure. If a Minor Hindrance, he
argues bitterly over any loot acquired
during play. If a Major Hindrance, he
fights over anything he considers unfair,
and may even kill for his “fair share.”

EDGE/HINDRANCE CARD

EDGE/HINDRANCE CARD

EDGE/HINDRANCE CARD

Thief

Acrobat

Ghost

Thieves specialize in deceit, treachery,
and acrobatics. They can be invaluable
where traps must be detected, walls
must be climbed, and locks must be
picked. Thieves add +2 to Climbing,
Lockpick, Stealth, as well as Notice or
Repair rolls that relate to traps and
similar devices. The bonus to Stealth
does not apply when the character is in
a wilderness environment—only in
urban areas.

Those who have formal training in the
acrobatic arts or are naturally agile
may take this Edge. It adds +2 to all
Agility rolls made to perform acrobatic
maneuvers (including Trick maneuvers),
and also adds +1 to a character’s Parry
as long as he has no encumbrance
penalty.

This agent is trained to use subterfuge
in hostile situations. He receives +2 to
all Tricks.

