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...the mission name conceived by
the nations of the world to combat
the evil machinations of the
villainous international
organization known as B.E.D.L.A_M.

The world’s top secret agents have
been gathered together to stop
B.E.D.L.A_.M.”s latest plot to
extort the world for i1ts own
nefarious ends. They intend to use
their newest secret weapon, which
they have dubbed the Ultra-Lazer
Cannon, to destroy a world
landmark every week until their
vile demands are met!

WILL THE WORLD”S BEST SECRET
AGENTS BE ABLE TO PUT ASIDE THEIR
NATURAL DISTRUST AND DISLIKE OF
ONE ANOTHER TO STOP THEM?

WILL THEY DESTROY THE ULTRA-LAZER
CANNON?

OR WILL THE EVIL CUNNING OF
B.E.D.L.A_M. BE MORE THAN THEY CAN
HANDLE?



*** TOP SECRET AGENT DOSSIER ***

Name: Martin Country of Origin: United Stated of America
Agent Summary: Martin is a very capable agent, but is inflicted with amesia. He doesn't
remenmber his real identity, and struggles to recall anything of his past life.

Traits Cipher of Amnesia

Military Background
e Tactics, Marksmanship, Defend, Combat-
tested, [Sniper], [Medic]
Vehicle Operation

e Chasing, Evading, Boats, Stunt Driving,
[Petal-to-the-Metal], [Piloting]

Athlete
e Run, Climb, Jump, Tough, [Balance], [Throw]
Keen

e Insightful, Aware, Liars, Traps, [Danger],

[Sense Motive]

Gadget: Once per session, Martin may produce a
gadget from somewhere on his person, provided by
his agency, which will help in his given
situation. This Gadget allows a reroll on any
failure applicable to the gadget.

e You don’t remember anything about your life
or identity. Hit your cipher when something
triggers a memory of who you are. BUYOFF
You renmenber<your conplete identity.

Cipher of The Mission

e Taking .out that damn laser is your only
objective. Hit your cipher when you take
action to complete the mission. BUYOFF:

G ve up the nmission
Cipher of the Daredevil

e You thrive .in dangerous situations. Hit
your. cipher when you do something cool that
is risky or reckless. BUYOFF: Be very, very
caref ul.

[] Injured [] Dead [] Tired [] Angry [] Lost [] Hunted [] Trapped

*** Rules

Summary ***

Rolling the Dice

When you try to overcone an obstacle, you roll dice. Start w th
one die. Add a die if you have a trait that can help you. If
that trait has any tags that apply, add another die for each
tag. Finally, add any number of dice from your.personal pool of
di ce (your pool starts with 7 dice).

Roll all the dice you ve gathered. Each die that' shows 4 or
higher is a hit. You need(hits equal to the difficulty level
(usually 3) to pass the obstacle.

Level s: 2-easy 3-difficult 4-challenging 5-extrene

IT you pass, discard all the dice you.rolled<(includi ng any pool
dice you used). Don't worry, you can get your pool dice back.

If you don’t pass, you don't yet achi eve your goal. But, you get
to keep the pool dice you rolled and add another die to your
pool. The GMwill escalate the situation in sone way and you

m ght be able to try again.

Conditions

When events warrant or especially when you fail a roll, the GV

may i npose a condition on your character: Injured, Dead, Tired,

Angry, Lost, Hunted, or Trapped. When you take a condition, mark
its box and say how it cones about. [Note: The “dead” condition
just neans “presuned dead” unless you say ot herwi se.]

Helping

If your character is in a position to help another character,
you can give thema die fromyour pool. Say what your character
does to help. If the roll fails, you get your pool die back. If
it succeeds, your die is |lost.

Ciphers

When you hit a G pher, you can do one of two things:
. Take an experience point (XP)
. Add a die to your pool (up to a max of 10)

If you go into danger because of your cipher, you get 2 XP or 2
pool dice (or 1 XP and 1 pool die). Wen you have accunul ated 5
XP, you earn an advance. You can spend an advance on one of the
fol | owi ng:
. Add a new Trait (based on sonething you | earned during
play or on sone past experience that has cone to light)
. Add a tag to an existing trait
. Add a new Cipher (you can never have the sane cipher
twi ce)
. Retrieve another Gadget (but only if you' ve already used
your first one)

You can hold on to advances if you want, and spend them at any
time, even in the mddle of a battle!

Each ci pher also has a buyoff. If the buyoff condition occurs,
you have the option of renoving the C pher and earning two
advances.

Refresh

You can refresh your pool back to 7 dice by having a refreshment
scene with another character. You may al so renove a condition or
regain the use of a Secret, depending on the details of the
scene. A refreshment scene is a good time to ask questions (in
character) so the other player can show off aspects of his or
her PC=Wy did you choose this |ife?”—=Wat do you think of the
Lady?”—=Why did you take this job?” etc. Refreshnent scenes can
be flashbacks, too.




*** TOP SECRET AGENT DOSSI ER ***

Nane: Liam Brooke Country of Oigin:

United Ki ngdom

Agent Summary: Liamis a suave and sophisticated agent of M6. He is a lady’s nman through

and through but is |oyal

to his country first and forenost.

Traits
Suave and Debonair

e Charisma, Presence, Handsone, Etiquette,
[Vel | -dressed], [Persuasive]

British Gentl enan
e Command, Educated, Wealth, Good Form

[Nobility], [Gace]
Li cense to Kill
e Fisticuffs, Dodge, Fast, Marksnanship,

[ Concentration], [Vigilant]
Maj esty’ s Secret Service

e Connections, Bureaucracy, Tactics,
[Intimdate], [Sense Mdtive]

Her
Rank,

Gadget: Once per session, Liam my produce a
gadget from sonewhere on his person, provided by
his agency, which will help in his given
situation. This Gadget allows a reroll on any
failure applicable to the gadget.

C pher of Wmani zi ng

e \Wonen are your weakness. You can't help it,
they' re so beautiful! H't your cipher when
you flirt, seduce;»or otherw se pay a
little extratattention to a woman. BUYOFF:
You give up womren.

C pher of the True Gentlenan
e Chivalry is not dead. You are the ultinate

Gentl eman! Hit your. ci pher when you behave
in a chivalric or gentlemanly fashion.

BUYOFF: Becone a conplete and total cad. No
nore manners for you.
Cipher of the Ganbler
e You love to bet<on things. Ht your key if

you enter.into a wager of any sort. BUYOFF:
Di savow ganbl i ng for good.

D I nj ured D Dead D Tired D Angry D Lost D Hunt ed D Tr apped

*** Rules Summary ***
Rol ling the Dice Ci phers
When you try to overcone an obstacley you roll dice. Start wth When you hit a G pher, you can do one of two things:

one die.
that trait has any tags that apply,
tag. Finally, add any number of dice from your personal
di ce (your pool starts with 7 dice).

Add a die if you have a trait that.can help you. If
add anot her._die for each
pool< of

Rol | all the dice you' ve gathered. Each die that shows 4 or
higher is a hit. You need hits equal to the difficulty |evel
(usually 3) to pass the-obstacle.

Level s: 2-easy 3-difficult 4-chall engi ng 5-extrene
If you pass, discard all
di ce you used).

the dice you rolled (including any pool
Don’t worry, you can get your pool dice back.

If you don’t pass, you don't yet achieve your goal. But, you get
to keep the pool dice you.rolled and add another die to your

pool. The GMwill escal ate the situation in sone way and you

m ght be able to try again.

Condi ti ons

When events warrant or especially when you fail a roll, the GV
may inpose a condition on your character: Injured, Dead, Tired,

Angry, Lost, Hunted, or Trapped. When you take a condition, mark
its box and say how it conmes about. [Note: The “dead” condition
just neans “presuned dead” unless you say ot herwi se.]

Hel pi ng

If your character is in a position to help another character,
you can give thema die fromyour pool. Say what your character
does to help. If the roll fails, you get your pool die back. If
it succeeds, your die is lost.

. Take an experience point (XP)
. Add a die to your pool (up to a max of 10)

If you go into danger because of your cipher, you get 2 XP or 2
pool dice (or 1 XP and 1 pool die). \Wen you have accumul ated 5
XP, you earn an advance. You can spend an advance on one of the
fol | owi ng:
. Add a new Trait (based on sonething you | earned during
play or on sone past experience that has cone to |ight)
. Add a tag to an existing trait
. Add a new Ci pher (you can never have the same cipher
twice)
. Retrieve anot her Gadget
your first one)

(but only if you've already used

You can hold on to advances if you want,
time, even in the mddle of a battle!
Each ci pher also has a buyoff. If the buyoff condition occurs,
you have the option of renoving the C pher and earning two
advances.

Refresh

You can refresh your pool back to 7 dice by having a refreshnent
scene with another character. You nay al so renpve a condition or
regain the use of a Secret, depending on the details of the
scene. A refreshment scene is a good time to ask questions (in
character) so the other player can show off aspects of his or
her PC—=Why did you choose this life?”—=Wat do you think of the
Lady?”—=Why did you take this job?” etc. Refreshnent scenes can
be flashbacks, too.

and spend them at any




**% TOP SECRET AGENT DOSSI ER ***

Name: Natal i a Chekov

Agent Summary: Natalia is a beautiful
advant age. Mot her

Country of Oigin:

Russi an spy who uses her fenminine wiles to her
Russia is very inportant to her.

USSR

best
She has had many run-ins with the other

agents at various tines and doesn’t trust them

Traits
Anour
e Seduction, Beautiful, Deceit, Persuasive,
[ Passi onate], [Dance]
Bol d
e Brave, Unpredictable, Reckless, Underdog,
[Fire], [Escape]
Russi an I ngenuity
e Conputers, Repair, Electronics, D sable,
[ Concentration], [Jury-rig]
Shar pshoot er
e Marksnmanshi p, Accuracy, Sniper, Quick,

[ Deadl y], [ Sure-handed]

Gadget: Once per session, Natalia nay produce a
gadget from sonewhere on her person, provided by
her agency, which will help in her given

situation. This Gadget allows a reroll on any
failure applicable to the gadget.

Ci pher of the Mt herl and

e You love Mither Russia and miss it
terribly. Ht your cipher when you defend
your home country, or when sonething brings
back bittersweet nenories of your hone.
BUYOFF: You di savow Russia forever.

C pher of the Femme Fatale

e Seduction is your.weapon and you drip
sensuality. H't your cipher when your
fem nine wiles gets you sonething or puts
soneone in danger. BUYCFEF: Becone as chaste
and, pure as’a nun.

C pher of. Di strust

e You are.mistrustful of others. Ht your key
if you make a decision or take an action
agai nst the word of others. BUYOFF: You
fi'nd trust in your heart.

D I nj ured D Dead D Tired D Angry D Lost D Hunt ed D Tr apped

* % %

Rul es

Summary ***

Rol ling the Dice

When you try to overcone an obstacle, you roll dice. Start wth
one die. Add a die if you have a trait that.can help you. If
that trait has any tags that apply, add another. die for each
tag. Finally, add any nunmber of dice from your personal pool of
di ce (your pool starts with 7 dice).

Roll all the dice you' ve gathered. Each die that<shows 4 or
higher is a hit. You need hits equal to the difficulty |evel
(usually 3) to pass the obstacle:

Level s: 2-easy 3-difficult 4-chal 'engi ng 5-extrene

If you pass, discard all the dice you rolled(including any pool
di ce you used). Don't worry, you can get your pool dice back.

If you don’t pass, you don't yet achieve your goal. But, you get
to keep the pool dice you rolled and add another die to your
pool. The GMwill escalate the situation in sone way and you

m ght be able to try again.

Condi ti ons

When events warrant or especially when you fail a roll, the GV

may inpose a condition on your character: Injured, Dead, Tired,

Angry, Lost, Hunted, or Trapped. When you take a condition, mark
its box and say how it cones about. [Note: The “dead” condition
just neans “presuned dead” unless you say otherwise.]

Hel pi ng

If your character is in a position to help another character,
you can give thema die fromyour pool. Say what your character
does to help. If the roll fails, you get your pool die back. If
it succeeds, your die is |lost.

Ci-phers

When you hit a Cipher, you can do one of two things:
. Take an experience point (XP)
. Add a die to your pool (up to a max of 10)

If you go into danger because of your cipher, you get 2 XP or 2
pool dice (or 1 XP and 1 pool die). Wen you have accunul ated 5
XP, you earn an advance. You can spend an advance on one of the
fol | owi ng:
. Add a new Trait (based on sonething you |earned during
play or on sone past experience that has cone to |ight)
. Add a tag to an existing trait
. Add a new Ci pher (you can never have the same cipher
twice)
. Retrieve another Gadget (but only if you' ve already used
your first one)

You can hold on to advances if you want, and spend them at any
tine, even in the middle of a battle!

Each ci pher also has a buyoff. If the buyoff condition occurs,
you have the option of renoving the C pher and earning two
advances.

Refresh

You can refresh your pool back to 7 dice by having a refreshnent
scene with another character. You nay al so renpve a condition or
regain the use of a Secret, depending on the details of the
scene. A refreshment scene is a good time to ask questions (in
character) so the other player can show off aspects of his or
her PC=Wy did you choose this |ife?”—=Wat do you think of the
Lady?”—=Wy did you take this job?” etc. Refreshnent scenes can
be flashbacks, too.




*** TOP SECRET AGENT DOSSI ER ***

Narme: Heinrich Brecht

Country of Oigin:

East Ger many

Agent Summary: Heinrich is a cold and cal cul ati ng East Gernan agent of the Secret Poli ce.

He is secretly in love with Natalia Chekov and that

frozen exterior.

is the only thing that will crack his

Traits
Secret Police

e Dirty Fighting, Bluff, Guns, Interrogate,
[Msdirection], [Mnions]
Cr eepy
e Intimdate, dare, Ugly, Sneak, [Unnerve],
[ H de]
| nvesti gat or
e Perceptive, Search, Sense Mdtive,
Deduction, [Contacts], [Bribe]
Cal cul ating
e Logic, Plans, Intelligent, Cold-blooded,
[I'nsight], [Under-handed]

Gadget: Once per session, Heinrich nay produce a
gadget from sonmewhere on his person, provided by
his agency, which will help in his given

situation. This Gadget allows a reroll on any
failure applicable to the gadget.

Ci pher of Hi dden Longi ng

e You are in love with Natalia Chekov, but
you try to hide it.»Ht your cipher when
you make a decision based on this secret
af fection or when you sonehow show it
indirectly. BUYOFF: G ve up your desire or
make it public.

Ci pher of the Broker

e You like tobargain and<trade favors. Hit
your cipher when you make a new contact,
bargai n, or exchange favors. BUYOFF: Cut
yoursel f off\fromyour contacts or give up
haggling for  good.

C.pher .of Sel f-Loat hi ng

e . You are conpl etely aware that others view
you as a sliny, sinister, ugly bastard.
Because that's what you are! Hit your key
when you ni sunderstand a conmment or action
as anyinsult to you. BUYOFF: You find trust
in your heart.

D I nj ured D Dead D Tired D Angry D Lost D Hunt ed D Tr apped

*** Rules Summary ***
Rol ling the Dice Ci phers
When you try to overcone an obstacle, 'you roll.dice. Start w th When you hit a Cipher, you can do one of two things:

one die. Add a die if you have a trait that can help you. [f
that trait has any tags that apply, add another die for each
tag. Finally, add any number of dice from your personal pool of
di ce (your pool starts with .7 dice).

Roll all the dice you've gathered. Each die that shows 4 or
higher is a hit. You need hits equal to the difficulty |evel
(usually 3) to pass the obstacle.

Level s: 2-easy 3-difficult 4-challenging 5-extrene
If you pass, discard all
dice you used). Don't werry,

the dice you rolled (including any pool
you can get your pool dice back.

If you don’t pass, you don’t.yet achieve your goal. But, you get
to keep the pool dice you rolled and add another die to your

pool. The GMwill escalate the situation in sonme way and you

m ght be able to try again.

Condi ti ons

When events warrant or especially when you fail a roll, the GV
may inpose a condition on your character: Injured, Dead, Tired,

Angry, Lost, Hunted, or Trapped. When you take a condition, mark
its box and say how it cones about. [Note: The “dead” condition
just neans “presuned dead” unless you say otherwise.]

Hel pi ng

If your character is in a position to help another character,
you can give thema die fromyour pool. Say what your character
does to help. If the roll fails, you get your pool die back. If
it succeeds, your die is lost.

. Take an experience point (XP)
. Add a die to your pool (up to a max of 10)

If you go into danger because of your cipher, you get 2 XP or 2
pool dice (or 1 XP and 1 pool die). Wen you have accunul ated 5
XP, you earn an advance. You can spend an advance on one of the
fol | owi ng:
. Add a new Trait (based on sonething you |earned during
play or on sone past experience that has cone to |ight)
. Add a tag to an existing trait
. Add a new Ci pher (you can never have the sane cipher
twi ce)
. Retri eve anot her Gadget
your first one)

(but only if you ve already used

You can hold on to advances if you want,
tine, even in the middle of a battle!
Each ci pher also has a buyoff. If the buyoff condition occurs,
you have the option of renoving the C pher and earning two
advances.

Refresh

You can refresh your pool back to 7 dice by having a refreshnent
scene with another character. You nmay al so renpve a condition or
regain the use of a Secret, depending on the details of the
scene. A refreshment scene is a good time to ask questions (in
character) so the other player can show off aspects of his or
her PC=Wy did you choose this |ife?”—=Wat do you think of the
Lady?”—=Wy did you take this job?” etc. Refreshnent scenes can
be flashbacks, too.

and spend them at any




*** TOP SECRET AGENT DOSSI ER ***

Nane: Sanjiro Akinoto

Agent Summary: Sanjiro is a cunning and sly agent from Japan

Country of Oigin:

Japan

who specializes in the

hi dden arts of the Ninja. He is unconfortable around so many Westerners.

Traits
Ninja Arts
e Sneak, Quiet, Armbush, Disappear, [dinb],
[ Kat ana]
Kar at e
e Punch, Kick, Block, Tumble, [Discipline],
[ Bl ack-bel t]
Tricky
e Crafty, Bluff, Escape, Distractions,
[ Sl ei ght-of -Hand], [Acrobatics]
Sanurai Quts
e Brave, Rescue, Reckless, Qutnunbered,
[ Honor], [Control]

Gadget: Once per session, Sanjiro nay produce @
gadget from somewhere on his person, provided by
his agency, which will help in his given
situation. This Gadget allows a reroll on any
failure applicable to the gadget.

C pher of the Ni nja Code

e Honor neans everything to you. Hit your
ci pher whenever you take an action to avoid
bei ng di sgracedror.di shonored. BUYCFF:
Beconme as humble as a Buddhi st nonk.

C pher of the Foreigner

e You donst understand the ways of the West,
and you don’t care to. Hi't your cipher when
yousm sunder st and or confuse things that
your. conpanions say or do. BUYOFF: Gain a
new apprecicati on for Western cul ture.

Ci pher of Self-Mastery

e Your body and nmind are your tenples. Hit
your key when you limt or restrain
your sel'f 'fromindul gi ng, or when you take
ti me out to hone your tip-top shape.
BUYOFF: You only live once! Have fun and
cel ebrate!

D I nj ured D Dead |:| Tired D Angry D Lost D Hunt ed D Tr apped

* % %

Rul es

Summary ***

Rol ling the Dice

When you try to overcone an obstacle; you. roll dice. Start with
one die. Add a die if you have a trait that .can help you. If
that trait has any tags that apply, add another.die for each
tag. Finally, add any nunber of dice fromyour personal pool of
dice (your pool starts with 7 dice).

Rol | all the dice you' ve gathered. Each die that shows 4 or
higher is a hit. You need hits equal to the'difficulty |evel
(usually 3) to pass the obstacle:.

Level s: 2-easy 3-difficult 4-challenging 5-extreme

If you pass, discard all the dice you rolled (including any pool
dice you used). Don’t worry, you can get your pool dice back.

If you don’t pass, you don’t yet achieve your goal. But, you get
to keep the pool dice you rolled and add another die to your
pool. The GMwill escal ate the.situation in some way and you

m ght be able to try again.

Condi ti ons

When events warrant or especially when you fail a roll, the GM

may inpose a condition on your character: |njured, Dead, Tired,

Angry, Lost, Hunted, or Trapped. Wen you take a condition, mark
its box and say how it conmes about. [Note: The “dead” condition
just neans “presuned dead” unless you say ot herwi se.]

Hel pi ng

If your character is in a position to hel p another character,
you can give thema die fromyour pool. Say what your character
does to help. If the roll fails, you get your pool die back. If
it succeeds, your die is |lost.

Ci phers

When you hit a Cipher, you can do one of two things:
. Take an experience point (XP)
. Add a die to your pool (up to a max of 10)

If you go into danger because of your cipher, you get 2 XP or 2
pool dice (or 1 XP and 1 pool die). Wen you have accunul ated 5
XP, you earn an advance. You can spend an advance on one of the
fol | owi ng:
. Add a new Trait (based on sonething you |earned during
play or on sonme past experience that has cone to |ight)
. Add a tag to an existing trait
. Add a new Cipher (you can never have the sanme cipher
twice)
. Retrieve another Gadget (but only if you ve already used
your first one)

You can hold on to advances if you want, and spend them at any
tine, even in the middle of a battle!

Each ci pher also has a buyoff. If the buyoff condition occurs,
you have the option of renoving the C pher and earning two
advances.

Refr esh

You can refresh your pool back to 7 dice by having a refreshnment
scene Wi th another character. You may al so renpbve a condition or
regain the use of a Secret, depending on the details of the
scene. A refreshnent scene is a good tine to ask questions (in
character) so the other player can show off aspects of his or
her PC—=Why did you choose this life?”—=Wat do you think of the
Lady?”—=Wy did you take this job?” etc. Refreshnent scenes can
be flashbacks, too.




*** TOP SECRET AGENT DOSSI ER ***

Name: Ceorge LaSange

Agent Summary: CGeorge is a nysterious rogue agent. Hi
exactly why George has showed up for this nission,

George hinsel f.

Country of Oigin:

Unknown. Probable — France or Bel gi um

is ex-I NTERPCOL. No one knows

or who his is working for. Except

Traits
Ex- | NTERPCL
° Mar ksman, Interrogate, Contacts,
Perceptive, [Chase], [Bureaucracy]
Snmuggl er
e Deception, Sneak, Hide, Canoufl age,
[ Escape], [Bluff]
Bur gl ar
e Security Systems, Escape, Dextrous, Pick
Locks, [Cinb], [Sleight of Hand]
Sur vi vor
e Tough, Run, Endure, Scrounge, [Medic],
[ Control]

Gadget: Once per session, Ceorge may produce a
gadget from sonewhere on his person, pilfered from
I NTERPCL, which will help in his given situation.
This Gadget allows a reroll on any failure
applicable to the gadget.

C pher of Mstery

e No one knows exactly why you' re here or who
you're working for. Ht your cipher
whenever you avoid direct questions about
yourself or act in a generally mysterious
manner . .BUYOFF: Reveal your true notives.

C pher of<Vengeance

e M.(Pilcifer of B.E.L.AM killed your wfe
and son. He.nust pay!. Hi‘t your cipher when
you strike‘a bl ow against the evil
mast erm nd, or better yet, kill him
BUYOFF: Forgive Pidcifer for what he did.

Ci pher of the Rogue Agent

e Since your. w fe and son died, you don't
care about norals or right and wong. Ends
justify the means! Hit your cipher when you
diisregard comon norality to further your

goals. BUYOFF: You realize the errors of
your ways and get back on the straight and
narr ow.

D I nj ured D Dead D Tired D Angry D Lost D Hunt ed D Tr apped

*** Rules Summary ***
Rol ling the Dice Ci phers
When you try to overcone an obstacle, 'you roll.dice. Start w th When you hit a Cipher, you can do one of two things:

one die.
that trait has any tags that apply,
tag. Finally, add any nunmber of dice from your personal
di ce (your pool starts with .7 dice).

Add a die if you have a trait that can help you. [f
add ‘anot her die for each
pool of

Roll all the dice you've gathered. Each die that shows 4 or
higher is a hit. You need hits equal to the difficulty |evel
(usually 3) to pass the obstacle.

Level s: 2-easy 3-difficult 4-challenging 5-extrene
di scard al |
Don’ t worry,

the dice you rolled (including any pool
you can get your pool dice back.

If you pass,
di ce you used).

If you don’t pass, you don’t.yet achieve your goal. But, you get
to keep the pool dice you rolled and add another die to your

pool. The GMwill escalate the situation in sonme way and you

m ght be able to try again.

Condi ti ons

When events warrant or especially when you fail a roll, the GV
may inpose a condition on your character: Injured, Dead, Tired,

Angry, Lost, Hunted, or Trapped. When you take a condition, mark
its box and say how it cones about. [Note: The “dead” condition
just neans “presuned dead” unless you say otherwise.]

Hel pi ng

If your character is in a position to help another character,
you can give thema die fromyour pool. Say what your character
does to help. If the roll fails, you get your pool die back. If
it succeeds, your die is |lost.

. Take an experience point (XP)
. Add a die to your pool (up to a max of 10)

If you go into danger because of your cipher, you get 2 XP or 2

pool dice (or 1 XP and 1 pool die). Wen you have accunul ated 5
XP, you earn an advance. You can spend an advance on one of the
fol | owi ng:

. Add a new Trait
play or on sone past experience that

. Add a tag to an existing trait

. Add a new Ci pher (you can never have the sane cipher
twi ce)

. Retri eve anot her Gadget
your first one)

(based on sonet hing you | earned during
has cone to |ight)

(but only if you ve already used

You can hold on to advances if you want, and spend them at any
tine, even in the middle of a battle!

Each ci pher also has a buyoff. If the buyoff condition occurs,
you have the option of renoving the C pher and earning two

advances.

Refresh

You can refresh your pool back to 7 dice by having a refreshnent
scene with another character. You nay al so renpve a condition or
regain the use of a Secret, depending on the details of the
scene. A refreshment scene is a good time to ask questions (in
character) so the other player can show off aspects of his or
her PC=Wy did you choose this |ife?”—=Wat do you think of the
Lady?”—=Wy did you take this job?” etc. Refreshnent scenes can
be flashbacks, too.




M ssion Summary: The evil
mast er mi nd known only as M.
They’ ve constructed a super powerful
are threatening to destroy a world | andnmark every week unti
the world s navies.
installation built on an isolated island in the Mediterranean
surveill ance has di scovered the |location of this island,

needs are thus:

* % %

gl obal
Pilcifer,

compl ete control of al
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organi zation B.E.D.L.A M,
is ainmng for
U tra-Lazer Cannon (YES,

headed by the insane

not hi ng short of world domi nation.
that’'s LAZER with a Z) and

their demands are net. Their

Their base is a secret

I ntense research and

known as Bl ackbird Isle. The

best agents in the world have been selected to infiltrate the island and destroy the

U tra-Lazer

Cannon.

The agents are parachuted down onto a lonely stretch of the coast of Libya, where the

smal |
as pistols,

tool s, gadgets, etc, as well

reach the island (each boat fits 3 agents).

Bl ackbird Isle sits just about a mile offshore.
as two small

They have .required equi pnent, such
bl ack )l i fe-boats they can use to

*** THE | SLAND and

| TSTENVI RONS ***

The

Island Itsel f -
As the agents approach the island, they
will notice that it is surrounded on al
sides by high, inpassible cliffs. The rocks
at the base of the island are slippery and
jagged and not given to clinmbing. There are
two areas that are exceptions to this: If
the agents go to the left side of the
island, they will see a small sandy stretch
of beach with a pier that |eads up to The
Villa. If the players go to the right side
they will find an inverted sandy area that
reveal s a | ow cave entrance to the_ interior
of the island (and the_underground base).

The Villa -

smal |
guards
pi.er.

A beautiful yacht is docked at. the
pier leading to The Villa. Severa
are stationed on the yacht and.the
There is a neandering set of Stone stairs
that lead up to the Villa proper. The front
of the building i's adorned with | arge

pl at e-gllass wi ndows with a view i nside.

Inside the Villa -

The villa is a very comfortabl e pl ace where
Pilcifer lives. It's fully md-century
modern, with split |evel spaces, |arge

pl ate-gl ass window walls and ‘60's style

furniture. There’'s also a pool just outside
in the rear, where a beautiful wonan,
B.E.D.L.AM agent Dolly Argent, rests in a
bi ki ni .

Upstairs there is a large living room area
with confortable chairs and couches and a
cozy fireplace. Just outside, off the
living roomis the aforenmentioned sunptuous
swi mmi ng pool. There are several bedroons
as well. Downstairs is Pilcifer’'s i mense
Billiards Room which contains a secret
door to the underground Lazer base

| nside the Lazer

Base

The billiard roomcontains any nunber of
traps and tricks<that Pilcifer can use,
including a trap door that opens to an
under ground pool of sea water filled with
shar ks.

Base -

There are three main areas to the
underground base: The subrarine bay, the
catwalk with its command center and | abs,
and the Utra-Lazer Donme (see map).
Submari ne Bay

The Subrmarine bay contains a submarine
(naturally) that is docked with a snal
steel bridge to the | anding. There are
supply crates scattered around, as well as
a |l ot of personnel of the base. There is a
turbo-1ift cargo el evator as well.

Stai rways on either side of the |anding

|l ead up to the catwal k.

Cat wal k Area

The catwal k | ooks out over the |anding and
the submarine bay. Of the catwal k can be
found a few | abs, a warehouse, barracks,
and the Command Center. The Command Center
has a | ot of personnel al so.

U tra-Lazer Done

This | arge open space contains the Utra-
Lazer cannon as well as engi nes and
generators that help run the facility.

Per sonnel -

Cuards: wear red junpsuits and hard-hats
and carry grease-gun style nachi ne guns
Techni ci ans: wear yellow junpsuits and
har d- hat s and have tool - bel ts.

Laborers: wear blue junpsuits and hard-hats
and do all the heavy lifting and cl eaning
up.

Scientists and | ab assistants: wear white

| ab-coats and hard-hats
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MAIN NPCs and DI FFI CULTI ES ***

M. Pilcifer

M. Pilcifer is in his 50s. He is slimand trim
and can always be found in a white suit with a

bl ack tie. He wears his white hair slicked back.
He snpkes a cigarette always in a |ong holder. He
al ways carries with hima snall but dangerous

| aser gun. He is very clever and prides hinself on
his cool deneanor, but he can be prone to fits of
anger at tines. Encounters with himw || nost

likely happen in the Billiards roomof the Villa
(where Pilcifer has nany tricks with which to trap
the agents or escape). The Billiards roomis a
very large roomwith a beautiful billiard table,
uphol stered with red velvet. It has a secret panel
that leads to the rest of the base.

Encountering Pilcifer is always a hard obstacle.
Difficulty 5. He should be part of the climax
encounter. |If the agents enter the island through
the Villa and first encounter himin the Billiards
room he will distract themwith a trap and
escape, to be encountered later in the Conmand
Center.

Bow er

This well-known B.E.D.L. AM agent and security
man for Pilcifer is a nountain of a man. He is
Geek in nationality, although his loyalty is=wth
B.E.D.L.AM He wears a white button-down shirt
with open collar and rolled up sleeves. H's brown
sl acks are held up with suspenders. He doesn't
tal k much and responds to threats w tth extrene
violence. He can be encountered in the Lazer done.

Encountering Bower is also a hard obstacle,
difficulty 5. He approaches things w th a violent
nature and is unnaturally strong:

Agent Dol ly Argent

Dolly is a beautiful agent of B.E.D.L.A M and

al so currently lover of M. Pilcifer. She is very
curvaceous and very seductive, and very dangerous.

She can be encountered in her bikini, poolside, at
the villa.
Wien encountering Dolly, she will user her

fem nine wiles to seduce or trick the agents, or
to delay them | ong enough to set off an alarmto
alert the base. Difficulty 4

Dr. Boris Cranius

Dr Cranius is a Russian scientist and nain
technician of the Utra-Lazer Cannon. He has a
huge ego. He iss always dressed in a white |ab
coat. He has<black hair.and a goatee and gl asses.
He can be encountered in the Conmand Center. He is
not hinself nmuch of«a threat, but at the first
sign that he hinself m ght ‘be harned, he will set
of f the general alarm He will also not hesitate
tosset off the l'azer, andral so perhaps set off the
sel f-destruct. He is.a_.coward, but quick to act.

Encount eriing Crani us i's only noderately hard.
Difficulty 3, or 4.if he calls guards (which is
| i kel'y). Getting himbefore he can set off the
lazer woul d be difficulty 4 since he is quick.

GQuards

I'ndi vidual guards encountered: Difficulty 3
2-3 guards encountered: Difficulty 4

Over 3 guards encountered: Difficulty 5
CQther Personnel difficult as GV desires

* % %

OBSTACLES AND

Dl FFI CULTI ES ***

Approaching the Lsland —

There is a watchtower that |ooks over the approach
to the island fromshore. It is equipped with
spotlights and guards wi || shoot at._anyone they
see appr oachi ng.

OBSTACLES - Sneaki ng past the watchtower on the
open water: Difficulty 3. Taking out the
wat chtower: Difficulty 4.

ESCALATI ON — di scovered by<the watcht ower; boat
shot; boats separated; agent knocked into water.

Entering the Island —

The entrance through the Villa is guarded (as
previously mentioned), and the Submarine bay has
guards and ot her base personnel working in the
ar ea.

OBSTACLES — Sneak past guards or personnel:
Difficulty 4. Fighting guards: see GQuards entry
above.

ESCALATI ON — Captured by guards;
brought before Pilcifer

i mpri soned,;

Destroying the Utra-Lazer Cannon
The U tra-Lazer Cannon is a conplicated piece of
machi nery and it's surrounded by technicians and

guar ds.

OBSTACLES — Figuring out how to destroy the
cannon: Difficulty 5, fighting off guards and
ot her personnel: Difficulty 4.

Destroyi ng or otherwi se putting the cannon out of
commssion will set off the self-destruct for the
base, which is a way to escal ate tension and force
action for the players. A voice will come over the
i ntercom of the base announcing that self-destruct
has been set. Remind the players every few

m nutes. Because it’s fun and a trope of the
genre, it would not be inpossible that other
events cause the sel f-destruct (perhaps Pilcifer
sets it off in order to escape, or Cranius sets it
of f accidentally when he tries to shoot the
cannon) .
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Tricks and Advice for the GV ***

Li sten & Ask Questions, Don’t Plan
When you're the GM don't try to plan what will
happen. |nstead, ask questions—tots and |lots and
make them pointed toward the things you're
interested in. Be alert for situations that m ght
trigger a key that a player doesn’t notice right
away, especially if it causes problens.

Al so ask questions |ike:
e “Does anything break when you do this
crazy maneuver ?”
e “The fire probably spreads out of contro
doesn't it?”
e “That sounds like a bold plan.
first step?”
e “Do the two of you end up sonewhere qui et
t oget her ? Does sonet hi ng happen bet ween
you?”
The GM s jobs: listen and reincorporate, play
the NPCs with gusto, create interesting obstacles,
and i npose conditions as events warrant
(especially when rolls fail).

What's the

Condi ti ons

A condition constrains what the player should say
about their character. It’s a cue to tell the GM
and players to pay attention to that thing and
use it as material for the devel oping fiction.
Gaming is just us saying stuff to each other,

right? So you're like, “What do | say now?” and
you | ook down and go, “Ch, I'mangry. |I'Il go be
angry at soneone then. For the GM the conditions

can create opportunities or give perm ssions.
“You're Injured, right? Bow er notices that and
concentrates his violence on you!” Sonetines a
condition will becone_an Cbstacle in its own
right, calling for a roll to deal with it.
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