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OVERVIEW 
COLLECTION SCHEDULE is a short scenario designed to give 
interested players a taste of the Conspiracy X setting and 
system. As written it shouldn’t take more than an hour or 
so to complete, and can be undertaken by any number of 
players; as such is perfect for short introduction sessions 
at conventions or other events. There is no predefined 
location or date in which the scenario is to be placed, 
although it is likely best situated in a larger town or city 
where it would be reasonable for a military contractor to 
be based (see below for more details). 

In this adventure the Players’ cell is dispatched to pick up 
and transport important information from an Aegis 
contact and deliver it to a secure drop-off point. This task, 
of course, is not as easy as it might be when it the potential 
to involve a variety of interested parties; from the media, 
local police, and a team security contractors determined 
to stop the group at any cost. 

As written, this adventure introduces a number of 
elements that can be introduced to the scenario to ramp 
up the tension, or conflict. It is suggested that the 
Chronicler only injects a few of these each time the 
scenario is run, as this ensures freshness in the approach 
and challenges.  

To assist the Chronicler, a number of pre-generated 
characters are provided at the end of the scenario (starting 
on page 8). 

STRUCTURE OF THIS SCENARIO 
This scenario is divided into a number of sections, each of 
which provides details of either the plot’s set-up or 
events/actions that might be undertaken during the 
playing of the adventure. These are: 

• Chronicler’s Background: This provides an overview 
of the story, how it might be played out and the key 
antagonists they agents may encounter.  

• Initiating the Operation: This is the background 
provided to the characters as they start their task of 
meeting their contact at Sunny Rooms Motel. It 
outlines the initial scene and options the group have 
to gain access to their target.  

• The Sunny Rooms Motel: This details the core of the 
scenario and the optional encounters the agents 
might come across as they undertake what should be 
a simple ‘collection and go’ mission. 

• Optional Scenes: Just in case the players have too 
easy a time of the scenario, these optional encounters 
can ramp up the conflict and danger. 

• Wrap Up: Just want is that the agents have secured? 
This section details closing out the scenario and 
provides a few ideas for future missions. 

CHRONICLER’S BACKGROUND 
While Aegis primarily recruits from government 
departments and the armed forces, they invest 
considerable energy in keeping tabs on civilian research 
efforts, especially those connected to military projects, and 
other related initiatives. One such investigation has 
recently discovered some astoundingly advanced research 
taking place at AIOLOS Industries, a small independent 
engineering company with contractual connections with 
the US Army. Fortunately for Aegis, in this specific case, an 
informant has been ‘convinced’ to support the Bodyguard 
of Lies; Rowland Travers. Rowland is a marketing manager 
within AIOLOS and he has recently agreed to provide 
Aegis Prime with copies of his company’s top secret 
research.  

However, concerned about his job, and the impact any 
knowledge of his betrayal might have on his family, 
Travers has stated that he will hand over the information 
at a time and location of his choosing… and this is where 
the characters come in. Travers has just today contacted 
Aegis and told them to meet him 10pm sharp this very 
evening at Unit 204 of the Sunny Rooms Motel. As luck 
would have it, the only team available to make this 
rendezvous is the Players’ Cell.  

As one will suspect, nothing is ever that easy, and not only 
will the drunk and paranoid Travers cause the party 
trouble – ranging from creating a disturbance that has 
drawn in the local police, through to a potential incident 
with his wife and girlfriend – but his actions will also 
threaten to bring the whole operation down – with 
AIOLOS security forces, and other potential threats..  

But then again, what should one expect from an Aegis 
operation? 

KEY CHARACTERS 
This scenario has the potential to introduce a number 
characters for the Aegis agents to interactive with. Not all 
of these will automatically appear, but rather their 
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involvement will depend what optional encounters the 
Chronicler decides to include. 

ROWLAND TRAVERS 
Aegis’ contact inside of AIOLOS. Unfortunately for the 
agent’s Travers is a self-indulgent, aging middle manager, 
who thinks that he still has the charm and appeal to bend 
others (especially the fairer sex) to his will. He’s never 
really done anything that didn’t bring some direct reward, 
a trait that sees him being known as a greedy son of a 
b*tch, but that drove his willingness to provide Aegis with 
his employer’s secrets (a decision he now greatly regrets). 

It is likely that Rowland will be drunk and aggressive 
during most of the adventure, a result of his realisation 
that his betrayal might come with the ultimate cost. 

SGT. GERHARD VENTER 
An overworked beat sergeant in the local police force. 
Venter has been called to the Sunny Rooms Motel after an 
aggressively drunk Travers threatened the morel’s owners. 
Caught between his responsibility to detain Rowland, and 
the pressure to comply with the Aegis agent’s demands, 
he will do his best to keep the peace.  

While Venter is reluctant to be escalate the situation 
without provocation, he will call in support (anything 
ranging from more officers through to the SWAT team) if 
required. 

KELLY TRAVERS 
Rowland’s long suffering wife, she has been rung by her 
drunk husband who, now fearing for his life, has admitted 
to every little betrayal he’s ever made; this includes his 
relationship his current mistress, Karla Hopewood. Kelly is 
likely to turn up at the Sunny Rooms Motel looking to give 
her wastrel husband a piece of her mind just when the 
Aegis agents least want it. 

KARLA HOPEWOOD 
Karla is the most recent in a line of mistresses and 
girlfriends Rowland has collected (and then discarded) 
over his life. Karla is currently in Traver’s room at the 
Sunny Rooms Motel, and will be used as leverage by 
increasingly deranged Rowland if required. 

HARRIS CORMACK  
Cormack is AIOLOS’ head lawyer, and he is currently on 
the hunt for Travers and the documents the marketing 
manager has stolen. As this information is of a sensitive 
nature (enough so as to likely ruin AIOLOS if it is 
released), he will do everything in his power to stop the 
characters from completing their mission…from the legal 
(he currently has injunction papers stopping any one 
reading through all the papers or data Travers might have 
in his possession) through to the illegal (such as calling on 
an AIOLOS’ Security team to secure the leaked 
information with force). 

Other Characters 
The Cell might also encounter the following: 

• Chopra & Poonam Prashant – the owners of the 
Sunny Rooms Motel. They are after nothing more 
than getting their motel back in one piece.  

• Local SWAT team – will be called in by Sgt Venter if 
things at the motel go astray.  

• Action News Street Team – A roving media van 
reporting live from the streets. If Travers causes too 
much trouble (such as involving the SWAT team) or 
the characters find themselves in a firefight then 
Wendy Hirsh and her film crew. 

ROWLAND TRAVERS 

STR: 2 DEX: 2 CON: 2  INT: 2 PER: 4 WIL: 2 

LPs: 26 EPs: 23 Spd: 8 Essence: 14 

Qualities & Drawbacks: Psychological Problems (Paranoia), 
Resources (Wealthy), Addiction (Alcohol) 1pt 

Skills: Bureaucracy 2, Engineering (Aeronautical) 1, Haggling 
2, Writing (Technical) 1, Seduction 2, Smooth Talking 2, 
Guns (Handgun) 1 

Equipment: 9mm Automatic Pistol (Range 3/10/20/60/120, 
Damage D6x4 [12], Capacity 13) 

GERHARD VENTER 

STR: 3 DEX: 2 CON: 3  INT: 2 PER: 2 WIL: 2 

LPs: 34 EPs: 29 Spd: 10 Essence: 14 

Skills: Brawling 2, Dodge 2, Driving (Car) 2, Guns (Handgun) 
2, Guns (Shotgun) 2, Humanities (Law) 1, Research & 
Investigation 2, Intimidate 1. 

Equipment: 9mm Automatic Pistol (Range 3/10/20/60/120, 
Damage D6x4 [12], Capacity 13), Handcuffs, Radio Set, Taser 
(Range 1/2/5/7/10, Damage Special, Capacity 2), Vest (AV 
D8x2+17 [25]) 

HARRIS CORMACK 

STR: 2 DEX: 1 CON: 2  INT: 4 PER: 3 WIL: 2 

LPs: 26 EPs: 23 Spd: 6 Essence: 14 

Skills: Bureaucracy 4, Humanities (Law) 4, Language 
(French) 2, Instruction 2, Notice 1, Questioning 3, Research 
& Investigation 2,  

Equipment: Legal Documents and a Court Order 
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• AIOLOS Security Team – A unit of ex-military 
contractors who usually provide security on AIOLOS. 
If called up they are authorised to use lethal force – 
although this might cause more trouble than it can 
solve.  

• NDD Response Team – This is AIOLOS’ last play, as 
while the agents might suspect Black Book’s 
involvement, they will have no proof until this team 
arrives.  

PLOT GUIDE 
This scenario follows a fairly tight scene structure: 

• The Cell is contacted by Aegis Prime and are ordered 
to, as soon as possible, rendezvous with Travers at 
the Sunny Rooms Motel. Here they will collect any 
information that is offered and then deliver it to a 
secure location for upload. 

• The team arrives at the Sunny Rooms Motel only to 
discover that Sergeant Venter, a local beat cop, is 
already on site responding to the Prashant’s 
complaints about threats from one their guests – 
Travers. 

• A drunk, angry and paranoid Rowland Travers will 
confront the agents, and start to give confusing 
messages as to who he is, whether he knows 
anything at all about AIOLOS, and what information 
he might have for the agent’s masters. 

• The Cell must decide how to respond to the 
challenges they now face. This could be escalated by 
the arrival of Traver’s wife, more police, media, 
and/or AIOLOS’ lawyer. If threatened, Rowland 
becomes aggressive, and this will only cause further 
trouble for the agents.  

• Once Travers is subdued, the group may optionally 
discover that the information is not even at the motel, 
but rather has been hidden at a nearby bus station. 

Attempts to recover the data from this location (or 
perhaps while they are transporting to their 
designated upload point), allows for one final 
intervention from the NDD or AIOLOS. 

INITIATING THE OPERATION 
The scenario opens with an early evening phone call to 
the Cell’s leader. After confirming the appropriate call 
signs (usually something about a sick relative, or the 
confirmation of a fictional airline flight), the unidentified 
woman on the other end of the phone outlines the 
following: 

• A Rowland Travers has contacted the organisation 
with information on a corporation that is of interest 
to Aegis. A very small window of opportunity has 
arisen in which evidence can be collected has arisen 
tonight. 

• The Cell must rendezvous with Travers at 10.00pm 
this evening and are given the address; Unit 204 at 
The Sunny Rooms Motel.  

• Once the evidence or information has been handed 
over, they are to take it to a secured location (in the 
city or town the Cell is operating from) for transfer. At 
this time Aegis does not know in what format this 
information might be. 

• Given the lack of preparation no further support can 
be offered, although Aegis Prime does not expect any 
credible threat to the agents. 

• Finally, the contact will reinforce that this information 
must be secured. It is hoped that it will provide critical 
leads on other ongoing investigations. Nothing must 
stop the Cell from getting everything offered. 

THE SUNNY ROOMS MOTEL 
The motel is located at the edge of the Cell’s nearest city, 
and like much of the area in which it is found, has seen 
better days. Cheap neon lights advertise bargain rates and 
various complimentary services, but they do little to 
disguise its need for a good paint and some handiwork. 

The motel is typical of its type, with squared-off, two-story 
building forming an enclosure around an ample parking 
lot. Its configuration offers some privacy from the road, 
but the entrances to each of the units (accessed either 
directly from the car park or via the balcony that expends 
the entire length of the second story) are easily observed. 

TYPICAL SOLDIER/SWAT TEAM MEMBER 

STR: 3 DEX: 2 CON: 3  INT: 2 PER: 2 WIL: 2 

LPs: 34 EPs: 29 Spd: 10 Essence: 14 

Skills: Brawling 2, Dodge 2, Driving (Car) 2, Guns (Handgun) 
2, Guns (Rifle) 2. 

Equipment: 9mm Automatic Pistol (Range 3/10/20/60/120, 
Damage D6x4 [12], Capacity 13), M4 Rifles (Range 
10/50/150/600/1000, Damage D8x4 [16], Capacity 30) 
Handcuff, Radio Set, Taser (Range 1/2/5/7/10, Damage 
Special, Capacity 2), Vest (AV D8x2+17 [25]) 
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The Police Cruiser 
The first thing the characters will notice as they approach 
the motel is Sergeant Venter’s police cruiser parked under 
the archway entering the motel complex, opposite the 
building’s office. Although the cruiser’s lights are not on, 
the officer and a couple of figures can be seen talking in 
the office’s doorway.  

This is Sergeant Venter and the motel’s owners, Chopra 
and Poonam Prashant, discussing a series of threats that 
Travers made over the phone to them.  

• Unless the characters try to stop him, Venter will 
attempt to approach Unit 204. He’ll listen to anyone 
who has authority to do so, but will still try and 
accompany anyone else knocking on the door. 

• The Prashant’s want Travers (and the women in the 
room with him) out of the motel. They will say that 
he’s a regular visitor, but rarely seems to stay the 
night. 

• Venter will look to detain Travers (and his girlfriend) 
if he discovers them intoxicated, and will attempt to 
take them to the local precinct to be booked. 

The Courtyard 
The property itself seem relatively empty, with few cars 
parked therein. One of these, a late model Jaguar, stands 
out. This is Travers’ car. It is locked, and the alarm will 
sound if it is tampered with. 

• Laying on the front seat is an opened box of 9mm 
ammunition. It is obvious that some of the shells are 
missing (they have been loaded in the gun Traver’s 
has in the Unit). 

Travers’ Unit 
Room 204 is located on the second floor of the motel, 
snuggly placed in a corner. It is a typical of all the units in 
the complex, with a single room configured with a queen 
sized bed. A small bathroom, complete with shower fills 
the back of the unit. 

• The room stinks of alcohol and smoke (despite the 
obvious NO SMOKING signs). 

• Rowland is currently in the room, randomly calling 
friends and colleagues on his mobile phone. His 
9mm Glock is left on the side table. 

• His girlfriend, Karla Hopewood, who is also drunk, is 
currently asleep on the bed.  

• The floor is a mess of clothes, fast food containers 
and empty whisky bottles. 

APPROACHING TRAVERS  
Travers has been drinking all day, and is no real state to 
act coherently. This, in conjunction with his fear and 
paranoia, makes him a dangerous individual to approach 
without a plan. 

• It takes Travers a long few minutes to answer a knock 
on the door and will be abusive to anyone he talks 
to. 

• He will deny that he has offered up anything to 
anyone, and happily wave around the 9mm (this 
might force a confrontation with Venter if the 
Sergeant sees this). 

• Unless those talking to him are very convincing, his 
paranoia slowly takes hold, and he will quickly believe 
that the group are assassin’s sent by AIOLOS to kill 
him. 

• Even if the group convinces Travers that he is not 
about to be ‘bumped-off’, he will be looking for some 
sort of pay-off for ‘sticking his neck out’ and providing 
the material he has to trade. This might be yet 
another stumbling block for the characters. 

If a stand-off does occur, Travers will look to use Karla as 
a hostage, while Venter will attempt to raise the alarm back 
at the station. It should be obvious to the characters that 
having yet more police on site will make the situation even 
more difficult to control. 

ADDED TROUBLES 
The following are optional events that can be thrown at 
the players, especially if the Chronicler thinks that they 
having too easy a time of the encounter. 

Mrs Travers 
During his drunken confessions Rowland rang his wife, 
Kelly, and admitted his long list of indiscretions. As a 
result, likely just after the Cell have done their best to rid 
themselves of the Police, Kelly will arrive.  

Kelly Travers offers a different set of challenges for the 
group, as she will demand to see her husband. Of course 
whether it is to give the philanderer a piece of her mind, 
or for a heart–felt reunion is up to the Chronicler to 
decide.  

The Lawyer 
AIOLOS lawyer, Harris Cormack, can be used either here, 
at the motel, or later in the scenario (if the Chronicler uses 
the Optional Scenes below). He is primary interested in 
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securing the data that Travers has stolen from his 
company. To achieve this he has a legal injunction signed 
by a local judge. This document official restrains anyone 
but Harris from laying claim to whatever information 
Rowland has acquired (which shouldn’t stop the Aegis 
agents).  

If the legal approach doesn’t work, he also has as a direct 
line to the AIOLOS Security Team, who will respond to his 
request for help within 10 minutes or so. Given the 
location in which any confrontation takes place, however, 
he will focus on the legal options before relying on any 
use of force.  

Action News Team 
The Action News team prowl the city streets looking to 
bring live events directly to their 24 hour news station. 
Given this brief they happily investigate any sort of 
disturbance, especially one which has a police presence.  

Lead by the experienced and slightly jaded, Wendy Hirsh, 
she is keen on getting footage of an any incident that will 
give her a chance to be transferred to a more prestigious 
position outside the ‘graveyard shift’ she is currently 
assigned to.  

GETTING THE EVIDENCE 
There are two options for the Chronicler in regards to the 
evidence a) they simply allow it to be discovered amongst 
the mess in the Unit or b) they reveal that even Travers 
wasn’t stupid enough to have it on him, and has stashed 
it somewhere ‘safe’. 

In the Unit (Option A) 
Located between a crushed pizza box and an impressive 
stack of brown-paper liquor bags, is a small unassuming 
USB stick. Like almost everything else in the room, it has 
been poorly treated by Travers, and it has obviously been 
stood on (either in Rowland’s drunken stupor, or during 
the scuffles that may have recently occurred). This has 
resulted in the USB A connector being broken off from the 
flash drive memory card. As such, unless one of the agents 
knows something about electronics, they won’t be able to 
simply pop it into any laptop to see if it works (although it 
is likely that they will know that someone with the right 
tools will have no trouble extracting the data from the 
drive).  

If questioned, Travers will say that there is no encryption 
or security on the device, but that he doesn’t really know 
anything about that sort of thing. 

Not on Site (Option B) 
Only after Travers is detained, or sobered up enough to 
make sense, will he reveal that the ‘datastick’ – as he calls 
it - isn’t in the Unit. Rather he has stashed it in a nearby 
Bus station locker, the key for which is somewhere in the 
motel room. 

DEALING WITH TRAVERS OR OTHERS 
It is up to the players to decide what they want to do with 
Rowland - or anyone else at the Sunny Rooms Motel - 
after they get what they want. Maybe they simply leave the 
Mr and Mrs Travers to play out their domestic troubles 
with young Karla somewhere in between, or perhaps they 
look to hand everyone over to the Venter, and let the local 
police deal with it? Only Cormack is of any real concern in 
this respect, and he will not rest until he either has 
reclaimed the AIOLOS data or is somehow stopped from 
doing so. 

OPTIONAL SCENES 
These scenes can be used to extend the main plot a little 
further, or to throw a spanner in the works if the agents 
get away too easily at the Motel. Neither of these options 
should add too much complexity to the plot overall, and 
really only increase the chances of more direct conflict 
occurring between the agents and forces arrayed against 
them. 

THE BUS STATION 
How this scene plays out depends on the actions of the 
Cell. The bus station is normally bustling, with crowds 
coming and going as aligned with the scheduled arrivals 
and departures, but can also be intermixed with long quiet 
periods when no buses are expected.  

Although the USB is located in an easy to find locker, this 
is likely the best place for either the AIOLOS team or the 
NDD to strike at the characters. If Cormack is able to give 
either group a ‘heads-up’, this is a perfect ambush 
location, with the members of either unit arriving prior to 
the party, and posing as workers or waiting travellers at 
the station.  
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LAST MINUTE GAMBIT 
This option should only be used if the group has not been 
attacked at any other point in the adventure.  

As the group - thinking themselves successful, Flash Drive 
securely in hand - are travelling to the previously noted 
Aegis secure site to upload the data, they will notice that 
they are being followed by two unmarked vans. These are 
either the AIOLOS or NDD teams and their shadowing of 
the character’s vehicle provides for a great opportunity to 
enact a cinematic chase scene (complete with plenty of 
automobile carnage). If the group can’t shake their tail, it 
is likely to result in a firefight in a dark alley or the midst 
of a streetlight lit highway. 

THE WRAP-UP 
The scenario comes to a close when the operatives deliver 
the data to the secure Aegis site. Here they are meet by 
another agent who takes the USB stick off them and 
thanks them for a job well done. 

This adventure does open itself up for future missions, if 
the Chronicler is so interested:  

• AIOLOS – AIOLOS is obviously up to no good, 
especially if the Cell encountered NDD agents during 
their little escapade. What does AIOLOS have to hide? 
It is only a matter of time before Aegis Prime will want 
to find out more… 

• The Data – What does the data on the Flash Drive 
reveal? Maybe this can lead to other missions and 
scenarios in the Cell’s city or even elsewhere…  
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EP: 29 

SPD: 10 

ESS: 20 

LP: 30 

STR: 2 

WIL: 3 

PER: 4 

INT: 5 

CON: 3 

DEX: 3 

CHARACTER NAME:  ANDERSON NORTHLAND 

PROFESSION:  CIVILIAN SCIENTIST 

QUALITIES & DRAWBACKS 

SKILLS 

PULLING STRINGS 

EQUIPMENT 

NOTES 

QUALITIES: Academic, Good Luck 2, Nerves of Steel, Situational Awareness, Status 3, 
Resources (Well Off) 4 

DRAWBACKS: Dependant (Sick Mother) 2 

LABORATORY/WORKSHOP: A character can gain access to a laboratory or workshop of any particular type. 
LIBRARY: A character has unlimited access to a library of a general nature or one specific to an academic 
subject. 

Acting 1, Bureaucracy 2, Computers 3, Computer Programming 2, Electronics 3, Engineer 
(Electrical) 2, Fine Arts (Drawing) 1, Guns (Handgun) 2, Humanities (Political Science) 1, 
Instruction 2, Language (French) 2, Notice 2, Myth & Legend (UFOlogy) 1, Questioning 3, 
Research/Investigation 4, Science (Physics) 5, Smooth Talking 2 



 

EQUIPMENT 

NOTES 

EP: 32 

SPD: 14 

ESS: 20 

LP: 34 

STR: 3 

WIL: 3 

PER: 4 

INT: 3 

CON: 3 

DEX: 4 

CHARACTER NAME:   REILLY HODGES 

PROFESSION:  DIA FIELD INVESTIGATOR 

QUALITIES & DRAWBACKS 

SKILLS 

PULLING STRINGS 

QUALITIES: Contacts (Government) 1, Influence (Intelligence) 1, Resources (Well Off) 
4, Status 1, Situational Awareness 2, Natural Toughness 2 

DRAWBACKS: Psychological Problems (Delusions of Grandeur) 2, Notoriety 2, 
Flashbacks 1, Obligation (Extreme) 2, Covetous (Mild) 1 

BASE CLEARANCE: Military-related personnel gain access to military facilities much more easily than civilians do. 
DARPA LABS: The Defense Advanced Research Projects Agency (DARPA) serves as the central research and 
development organization of the DOD and is primarily responsible for maintaining U.S. technological 
superiority. 
NIMA SUPPORT: The National Imagery and Mapping Agency (NIMA) provides timely and accurate imagery, 
imagery intelligence, and geospatial information to the DOD. 
SATELLITE SURVEILLANCE (INTELLIGENCE): These satellites are the highest tech possible and have been available 
only since the late 1980s or early 1990s. They can focus on tiny details, down to the date on a penny. 
STOPPING INVESTIGATIONS: Many police investigations go unsolved or are dropped due to understaffing or 
faulty procedures. 

Dodge 3, Electronic Surveillance 3, Escape 1, First Aid 2, Guns (Pistol) 3, Guns (Rifle) 2, 
Humanities (Law) 2, Intimidation 1, Language (Russian) 3, Lockpicking 2, Notice 2, 
Pickpocketing 2, Piloting (Prop Plane) 1, Questioning 2, Research/Investigation 3, Smooth 
Talking 2, Stealth 2, Streetwise 1, Surveillance 2 



 

EP: 32 

SPD: 12 

ESS: 20 

LP: 34 

STR: 3 

WIL: 3 

PER: 4 

INT: 4 

CON: 3 

DEX: 3 

CHARACTER NAME:  CAPTAIN TERRY OPACIC 

PROFESSION:  US AIRFORCE DOCTOR 

QUALITIES & DRAWBACKS 

SKILLS 

PULLING STRINGS 

EQUIPMENT 

NOTES 

QUALITIES: Influence (Military) 1, Military Rank 4 (Captain), Resources (Middle Class) 

DRAWBACKS: Obligation (Extreme), Sleep Disorders (Light Sleeper), Honorable 
(Serious), Flashbacks (Minor), Emotional Problems (Humourless), Talentless 

BASE CLEARANCE: Military-related personnel gain access to military facilities much more easily than civilians do. 
CDC LABS: The Centers for Disease Control laboratory and medical facilities in Atlanta are on call 24 hours a 
day, seven days a week. 
CHEAPER VEHICLES (MILITARY AIRCRAFT): Being a driver or pilot, or knowing one who can do the “shopping” 
for the character, reduces the cost of all vehicles by two RP. 
DNA DATABASE: The Combined DNA Index System (CODIS) contains DNA profiles derived from crime scene 
investigations and from individuals convicted of crimes. 
MEDICAL SUPPORT: With access to dozens of top-notch medical and treatment centers around the county, 
medical supplies are easier to come by for this character. 
MILITARY TRAINING FACILITIES: Some of the finest training and education facilities in the world are 
administered by or directly affiliated with the DOD. 
MOBILITY: Using special travel connections, the character can go anywhere in the world. 
SATELLITE SURVEILLANCE (INTELLIGENCE): These satellites are the highest tech possible and have been available 
only since the late 1980s or early 1990s. 

Brawling 2, Bureaucracy 2, Climbing 1, Computers 3, Computer Hacking 1, Dodge 1, Driving 
(Car) 1, First Aid 4, Guns (Rifle) 1, Guns (Handgun) 2, Hypnosis 1, Humanities (Geospatial) 
2, Instruction 2, Language (Spanish) 2, Medicine (Surgery) 3, Questioning 3, 
Research/Investigation 3, Science (Biology) 2, Sport (Tennis) 1, Swimming 1, 
Unconventional Medicine (Herbalism) 2 


