Unwritten Rules of the Trade


Taken from - http://www.geocities.com/jeramyware/unwritten.html
Being an Agent is more than just being a "super spy."  It's about being the consummate professional.  For our methods to work we must abide by certain rules and guidelines.  A sampling of such rules follows.

Secrecy

The difference between a good spy and a dead one is how well he keeps his secrets.  Secrecy (or as we call it, the Cloak) is vital to maintaining the conspiracy and protecting our Agents. Many governments and agencies around the world would give all they have to shut us down, and it is only their inability to identify us that protects us.  The Cloak and the conspiracy must be preserved at all costs.  The first rule of spycraft:  A spy who can't keep secrets doesn't live long.

Collateral Damage

Nothing gets the authorities' attention as quickly as innocent deaths and burning buildings.  Keep the game out of town and off the streets.  The second rule of spycraft:  An agent who causes destruction attracts attention.

“Dirty” Equipment

Anything that you didn't receive from Control is "Dirty".  If you don't know where it came from, and you don't know where it's been, then you don't bring it home.  It has become common practice for enemy agents to bug equipment they've left behind so that it might be followed to Agency targets, therefore, trust nothing from outside the Agency.  The third rule of spycraft:  You can use the other guy's girl, but kiss her and leave her at the door when you go home.

Self Reliance

Agency resources are limited, and contacts from the field are traceable.  Each time a method is used to contact Control, it can never be used reliably again.  It is imperative that Agents learn to operate on their own with little or no contact from Control.  The fourth rule of spycraft:  Every resource you use now is one that won't be there when you need it later.

Keep the Game Among the Players

Outside authorities ask too many questions and require too much proof to be effective.  It is up to the Agent to deal with his target, as police and military assistance is too unreliable or worse, unpredictable.  Keep local and government authorities out of the loop and at arm's length. The fifth rule of spycraft:  What you are doing is illegal too. 

Spies are not Police

Agents have no courts to answer to.  We need no more than reasonable proof, and owe no allegiance to any political ideals.  We do not seek to arrest international terrorists, nor do we allow criminals to plea down their offenses.  The sixth rule of spycraft:  Spies do not prosecute global threats; we eliminate them.

Unsung Heroes

An Agent who does his job well will receive no thanks. No one will ever know he did it.  You will never see your name in lights, you will never be a millionaire, and no one will ever tell your story.  The best that you can hope for is the respect of your colleagues, and that is worth more than having a hundred high schools named after you.  The seventh rule of spycraft:  They only make a Movie of the Week about spies who failed.

Disavowed

There are three ways out of the game.  You can quit, and be watched for the rest of your life.  You can betray your cause and watch your back for the rest of your life.  Or you can die. Quitting the game and being burned amount to the same thing: Disavowed.  The Agency doesn't know you.  We won't accept you back, we won't provide for your retirement, and we won't protect you.  We will, however, watch you.  Ex-Agents are assets. Ex-Agents who talk are Threats.  The eighth rule of spycraft:  You may quit the game, but the game never quits you.

Honor Among Spies


Taken from - http://www.spycraftrpg.com/preview/excerpt_honor.html


(The collator of this document has made minor grammatical changes).

“Espionage is a game. A deadly game to be sure, but a game nonetheless. And all games have rules.”

Decades of Cold War espionage have given rise to a strange code of honor among intelligence operatives. These individuals are the elite warriors of society, fighting a private shadow war to determine the fate of the world. Like samurai or gentleman duelists of a bygone age, they recognize one another as kindred spirits, treating even the most despised enemy with the measure of respect due an equal. Though this unspoken code of conduct has never been committed to paper, there are certain widely recognized rules by which modern super spies live… and die.

Defeat is a matter of degrees.

Espionage is akin to a global game of chess. Agents, civilian specialists, governments, and even countries fall like pawns before the shadowy kings and queens of the intelligence community. But the spy handlers of the world must always be wary of sacrificing too many of their tools, lest their power base collapse and leave their sensitive information centers vulnerable to enemy attack. This is the delicate game of cloak and dagger: defeating the enemy while simultaneously protecting one's own interests.  It demands discretion and the understanding that no war can be won all at once.

Subtlety is your greatest weapon.

The gun, the blade, and the fist are clumsy tools at best. The truly gifted do not need them, and can achieve victory with words alone. Seduction, deception, obfuscation — these are the weapons of the elite spy. A victory won with words alone is the ultimate display of skill and style, and a major feather in the cap of any intelligence agent.

Business is business.

Grudges between spies are inevitable, but taking a grievance into the private sector benefits no one. Oaths of vengeance and personal vendettas lead to distraction and dereliction of duty. Were this allowed to occur, the espionage world would quickly slip into chaos as operatives abandoned their roles to fulfill perceived debts of honor against hated enemies. No intelligence agency condones or permits private acts of retribution against enemy agents under any circumstances. Spying is a business, and there is no room for petty or vindictive squabbling among employees.

Never reveal your opponent to anyone outside the game.

This is the most intractable tenet of the secret agent’s code. Revealing your enemies’ existence to the authorities, media, or other parties certainly restricts and complicates their missions — but it affects yours as well. By removing outside influences, the Great Game of espionage becomes a contest of skill and daring that only the boldest and most cunning can survive.

Those who violate this precept of the code rarely last long. They enemies often preemptively eliminate them to prevent exposure, and even allies place little stock in those who do not respect the covert nature of espionage operations.

The Rules of Espionage


Taken from - http://www.alderac.com/forum/viewtopic.php?topic=147&forum=17&17


(The collator of this document has made very minor changes and additions).

NB: Keep in mind that this mostly applies to the original author’s campaign, not necessarily to other campaigns and certainly not to real life. It is not instruction in how to kill people in the real world, just guidelines on how to get away with it in an RPG espionage setting!

Lies and Deceit! 

When lying, stick to the truth as much as possible

For example: If computer skilled character is using ''Computer Analyst'' as his cover job for a mission, it should hold. If he uses ''Surgeon'', he's setting himself up to look like a fool. What GC could resist an: ‘Is there a Doctor in [insert current location]'' scene?

If you can't stick to the truth and must tell a lie that is a complete fabrication, make damn sure that your interlocutor isn't more knowledgeable about the subject than you are! 

For example: Do not say to a Green Beret that you are a Navy SEAL, and do not say to an LAPD cop that you're a NYPD cop.  Sure, it'll earn their immediate sympathy … and then they'll want to talk shop with you!  You can count on it.  It's human nature (and it's very amusing for the GC). 

Of course, if you have sufficient feats, skills and class abilities you are less reliant on this advice.  An adept bulldrekker has greater chance of getting away with these sorts of lies.

Don’t make up lies than can be immediately be verified

It is probably a good idea to also avoid lies that can be verified through a simple phone call too… 

For example: If a character rings the door of the bad guys and pretends to deliver a pizza, he might hope that his bluff skill will carry the day.  It is highly unlikely it will, as the bad guy hadn’t ordered a pizza and could quickly confirm if any of his companions had ordered a pizza. 

Also, try to remember your lies.  Especially if the people you're lying to talk to each other! 

Choosing what to lie about

People have expectations.  Try to meet them, tell them what they want to hear. 

Unless you must earn the target's sympathy, do not make up the kind of interesting lies that spark conversations.  This is particularly important if you are talking to more than one person.  If a lie catches the interest of the crowd, you'll get siphoned in an endless series of bluff rolls because people will keep asking you different questions about it.  Sooner or later the dreaded 1 will show up. 

Witty repartee is an important tool for the agent.  Minimally, it makes the game more fun.  Optimally, it may net you extra AD and circumstance bonus on your social checks.

Blood and Guts! 

Your role in the fight

During a fight, everybody should contribute. Take a support role if you must, but contribute. Again, there are only a few of you! Every gun counts. 

If you are one of the ‘combat machines’ of the group you have an obligation to out perform the other members of your group.  Do not leave the weaker combatants of the group at risk if you have the potential to assist them.  They perform tasks you are not good at, so you should return the favor in a fight. 

Do you need to win this fight?

There are the fights that you initiate and there are those that are initiated by the opposition.  When the opposition starts the mess, ask yourself: Do I need to win this fight?  If the answer is No, get the hell out of here.  Even if you think you can win, retreat.  NPCs have been known to get lucky on the occasional attack and damage rolls, you know. 

Obviously, if you can’t get the hell out of here, the answer should have been: Yes, I need to win this fight!

Choose your fights based on advantages and objectives

When you have to initiate the attack: choose the ground, maximize surprise and prepare your retreat before you attack. Hit hard, accomplish your objective and get out. 

If there is a fighting withdrawal, don’t let the opposition cut off your escape. 

Given the previous tip - If you are initiating the attack you might expect me to tell you to cut off the opposition’s retreat.  Actually, only do that if you need to slaughter them all for some reason.  Otherwise be sure to always leave them an escape route. If they flee instead of shooting at you, that’s good.  Without an escape route they’ll have to fight to the death or surrender.  In case you were wondering, the Foundation is not running P.O.W. camps! 

When planning an assault - Keep It Simple, Stupid (KISS). 

Infiltration and Extraction! 

Reconnaissance – Planning – Execution, Simple huh?

What potential opportunities are available to assist in the outcome?  What are the benefits and risks of further investigating and using each opportunity?

Any contingencies that you can work into the master plan increase your options and reduce the adverse results of the action not playing out the way you had hoped.

For all this talk about planning, this is still a cinematic game.  Be bold and have flair.  I don’t fudge dice but somehow the odds might end up favoring you if you act with panache – but do not confuse stupidity with panache.

Murder and assassination! 

Don’t leave clues that will expose you or your objectives

Optimally, make it look like an accident or a natural death. Throwing people from a significant height is a good method. Without witness, it is very hard to determine whether it was a suicide or a murder. 

If you can’t make it look like an accident, conceal the motive. Robbery gone wrong is a staple. Use appropriate weapon for this; baseball bat, switch blade etc. 

Another good method to impede the investigation is to make sure that the body is never found. Obviously, this doesn’t work well with the two previous tips.

If nothing of the above can be worked into the plan, you know the drill: Hit hard, get out fast. Leave a minimum of clues for the detective; from witness to physical evidence. If possible, be out of the country within the next six hours. 

Don’t rely on in direct methods

Don’t rely on the Cigar method. You know, when the CIA supposedly attempted to kill Castro with poisoned Cigar?  Indirect methods are unreliable and have the potential to be redirected for use against your objectives.

The Craft! 

Achieving the desired outcome

When on the field, you’ll tend to divide your mission is several sub-objectives. Make sure not to link them together so that the whole mission falls like a domino trail if one sub-objective goes wrong. 

Stay focused. Things can get confusing but you should always keep in mind your objective and base your decision with it in mind. 

Do not underestimate your opponent

If your opponent appears to have made an obvious mistake, he is either incompetent or baiting you. Refer to the previous tip. 

This is a game of shadows and light. The master is able to force his opponent into the light while remaining in the shadows. 

Preparations

Like a boy scout, always be prepared!

But be sure that your preparations do not bring their own share of trouble with them.

For example: Imagine a character wants to smuggle an AK-47 through the customs - His thinking is that if things get ugly at least he’d have an Ak-47!  Of course, bringing an AK-47 through the customs is going to be the most likely reason for the trouble.

Investigation


Taken from - http://www.spycraftrpg.com/preview/excerpt_investigation.html


(The collator of this document has made minor grammatical changes).

One of the most important things that secret agents do is conduct investigation. Like the gumshoes of old pulps and globe-trotting reporters of today, secret agents are responsible for detecting and interpreting all the little clues that lead to their opponents, deciphering what is critical in every scene and determining how to use it to their advantage.

This section describes many methods and devices used in standard espionage missions, along with some advice for inexperienced espionage role-players. New Spycraft players should read this section before their first session of play.

Sources of Information

The following sections detail many standard methods and tools at every agent team’s disposal, and offer advice for how to use them to your advantage. Players should familiarize themselves with these tools, and employ them during play. Likewise, Game Controls should factor them into their mission scripts, expecting players to call upon them, and preparing for it.

Computer Intelligence

Computers have revolutionized the act of intelligence gathering. Between masterminds’ headquarters featuring computerized security, data storage, and sometimes-even life support, and the wealth of information available about practically anything on the Internet, computers are one of a super spy’s greatest tools. Rules for using the Computers skill can be found on page 44, but some players may wonder what it can do for them.

First of all, players with the Computers skill should learn to think in terms of information sources (i.e. government, private, etc.). By hacking into the Department of Motor Vehicles, for instance, agents can call up records of traffic tickets, state of residence, and — by extension — tax records and social security information (which, as experienced hackers know, is the Rosetta Stone of electronic sleuthing). Credit histories (available through several central electronic hubs for such information) can paint a picture of people’s private lives, their travels, their personalities, and even their secrets. Criminal records are available on secured federal and state systems (and in parallel locations in other countries), and provide tremendous information about anyone who has been arrested, as well as whether they were convicted, incarcerated, or acquitted.

When using computers to gain information that is not covered under the Computers skill, players should simply identify a system they wish to hack into and a question they are looking for an answer to. With a die roll, this offers the Game Control all the information he needs to determine if the attempt is successful.

The Computers skill assumes that users are attempting to cover their tracks at all times, usually by bouncing their connection off of as many “routers” (satellites, servers, etc.) as possible, using aliases, and the like. Agents should also take care to remain connected for as little time as possible to avoid being traced. 

PCs: Personal computers are perhaps the single greatest boon for an intelligence-gathering agent. They store information almost indefinitely, and even security-conscious people don’t always realize how easy it is to access secrets stored on a computer. A talented or determined programmer can recover deleted information, and viruses can be engineered to either destroy information or to copy it. Getting access to an enemy’s computer system can provide invaluable information about his operations. 

The Internet: The Internet is one of the single greatest sources of information in the world. A good search engine can provide mounds of information about anything that isn’t classified. Hackers (see below) can go further. By checking with a user’s ISP their residence (or at least their billing address) can be learned.  Someone who is online can be traced to a location — assuming he is using a dial-up connection and the authorities (or a hacker) grant access to the line.  Finally, Internet service providers (ISPs) can be hacked for credit card numbers, personal information, and patterns of computer use, not to mention a list of recently visited websites.

Cracking: Cracking involves breaking into secure databases and computer systems. It’s a difficult and dangerous business, but it can yield great results. Crackers, or “hackers,” employ programs that access and decrypt information so that unauthorized personnel can read it. While cracking is illegal, virtually every intelligence organization calls upon it to discover information about their enemies.

Government Intelligence

Governments routinely collect enormous volumes of data on their citizens, their enemies, and the plans and resources of both. As an example, two parallel systems called CARNIVORE and ECHELON monitor central Internet hubs in the U.S. and Europe, respectively, copying any email containing suspect words or key phrases and sending it to a human processor for review. Though both systems are reputed to be secure and non-invasive, these messages (and the recommendations made from them) are a possible source of clues for agents. The FBI and local law enforcement organizations also keep files on suspected criminals, terrorists, subversive groups, and their activities. Then there are the myriad secrets governments keep about their own affairs, which are often the focus of agent operations.

Much of this information is available to agents with the proper connections. Through personal contacts (usually developed during play — Game Controls are not likely to allow them at the start of a game without feats to support them) and specialists assigned by the Agency (see page 266), agents can access practically anything in the ally or specialist’s grasp — for the right price. Rarely do government contacts risk their employment or lives for nothing.

Public Record: You’d be surprised what you can learn through publicly available records. For example, the Registrar of Deeds keeps a public record of who owns every piece of property in its principality. Thus, you can find out that the villainous Dr. Dread, under an alias, owns that mountain hideaway where people are said to disappear. Likewise, corporations must register ownership with the local government. An enterprising snoop can discover what their holdings are and who is on the Board of Directors. Need to track an FBI agent? 

Their cases are not openly accessible, but their expense reports are a matter of public record. By scrutinizing these, you can ascertain where they have been and cross-reference that information with local news agencies to get an idea of what they might have been working on.

The Trade: Many intelligence agencies cooperate with each other. An agent working for MI6 can usually expect cooperation from other NATO agencies as well as the Mossad, Interpol, and others. Further, there are a great many informants who can provide information. Payment is usually “tit for tat” in these cases. Other agencies and informants barter information — make sure to bring something to the table that the other party might be interested in.

Human Intelligence

The primary questions you should ask yourself when dealing with NPCs is whose side they are on (if any), and whether you can risk contacting them directly. 

The first question may require you to psychologically evaluate, or “profile” them. This is handled during play with the Sense Motive skill, using the guidelines offered on page 63. Be sure to ask the GC pointed questions about the NPC to receive useful information, and allow time for results. For more information, see Conducting Interviews on page 215.

Handling: Remember also that intelligence operatives are trained to “handle” or “run” operatives of your own. This means you know how to recruit and supervise specialists, middlemen, and others who can be used to gain information about your enemies and missions. These NPCs can come from any walk of life, and need not have anything to do with the intelligence world. The only requirement is that you are able to offer them something they want in exchange for their assistance (money, power, satisfaction, etc.). The emotionally unstable, unhappy, destitute, and those who are fleeing from the law are all prime candidates for such service. Generally, you should use these operatives to perform risky tasks or enter situations you aren’t comfortable with yourself, such as theft, sabotage, assassination, communication and hand-offs with dangerous people, and the like. Be careful, however, not to become reliant upon them, however; the more people you recruit into your service (whether they realize they are helping you or not), the more chance there is the Agency’s involvement may be revealed. Also, running numerous agents increases the possibility that one will turn out to be a double agent. 

