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Combat Machine: An Eliminator may 
make extra attacks per round, beyond 
what any agent can do. Against foes of 
1HD or fewer, he gets a number of 
extra attacks equal to his level. Against 
more dangerous foes he gets only one 
extra attack per round. At 4th level this 
is increased to two extra attacks and at 
7th level it becomes three extra 
attacks. Against mixed groups, use the 
hit die of the most dangerous foe the 
Eliminator can currently attack. These 
extra attacks can be with any type of 
attack, armed or unarmed.
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Cover Identities: Infiltrators spend 
much of their time working on 
maintaining cover identities. At 1st 
level and at each level thereafter, the 
player specifies a new identity he’s 
managed to produce. These identities 
should have names, brief 
backgrounds, and professions. The 
agent is assumed to have all 
credentials and documents necessary, 
as well as basic familiarity in the 
profession of his identities. Treat these 
as masterwork cover identities (see 
page 19). 
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Skill Training: Investigators receive 
a bonus of +1 when attempting 
action checks related to perception, 
interrogation, or computers.

Network of Informants: At 1st 
level, the player and Admin define 
an informant who helps the agent 
on matters related to his field.
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Combat Training: Transporters are trained 
in knives, revolvers, semi-auto pistols, 
Tasers, grenades, submachine guns, and 
any weapon designed to be fired from or 
mounted to a vehicle. They may wear light 
armor. 

Skill Training: Transporters receive a bonus 
of +1 in any action check related to driving a 
ground or water vehicle, piloting an aircraft, 
or performing technician duties. This 
improves to +2 at 4th level, and +3 at 8th 
level.



2d6 Skill Checks
Roll Outcome

≤4 Failure with dire 

consequences

5-7 Failure

8 Partial success with a twist

9-10 Success

≥11 Success with extra outcome

3d6 Ability Scores

STR - Fighting, Grappling & Lifting
DEX - Shooting, Dodging, Driving & Thievery
CON - Hit Points & Hardiness
INT - Technology, Flying & Navigation 
WIS - History, Culture & Perception
CHA - Persuasion, Lying, & Charming
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ALL:
Light Armor +2 AC
Med Kit (heals 1d6+1)
Filtration Mask
Comm Badge

Confiscator:
Lock pick set
Knockout spray (3 uses)
Stun Baton (1d6 sav or Stun)
Revolver (1d6+1)  12 rounds ammo
Smoke Grenades (x3)
Flash band (x3) - stuns 6 rounds

Eliminator:
9mm pistol 20 Ammo
Flash band (x2) - stuns 6 rounds
Either Shotgun (1d6+4) 20 rounds
Or sub machine (1d6+1) 40 round
Brass Knuckles knife 1d6+1
Medium Armor +4 AC
Fragment Grenades (x3) 3d6

Infiltrator:
Vocalizer
Disguise kit
Knockout spray (3 uses)
Tranquilizer Pistol 6 Ammo
Revolver (1d6+1)
12 rounds ammo

Investigator:
Mini Computer PDA - Hacking
Brass knuckles
Taser (3ft range)
Sonic Ranger
9mm pistol 20 Ammo or Shotgun 
(1d6+4) 20 rounds

Transporter:
9mm pistol 20 Ammo
Fragment grenades (x3) 3d6
sub machine (1d6+1) 40 round








