AA Title Page (1 page)

[Just the title, in A-HEAD style: “Agencies: CIA,” “Agencies: FSB,” “Agencies: MI6,” etc. SJ Games will provide whatever graphical elements the cover needs.]



CC Table of Contents
[Prepared at SJ Games.]

[Inclusion of all remaining sections is mandatory except where marked ONLY WHERE APPLICABLE. Titles are up to you, except where marked DO NOT RETITLE. Page count per BB heading can vary as necessary, but the total must be either 16 or 32 pages (a page being 800 to 850 words). In general, 16 pages suit most agencies. We would prefer to save 32 pages for unusually large, complex, active, and well-funded ones, like the FBI.]


BB Introduction (1 page)

[DO NOT RETITLE: A brief description of the agency described in the PDF. This should tell the reader the agency’s nationality and whether its mission is (or was) intelligence, law-enforcement, or security (not military – military services are another series). Also give its complete official name, its TLA, and any common nicknames. Avoid history, organizational details, and rules – that content comes later!]



CC Publication History

[DO NOT RETITLE; ONLY WHERE APPLICABLE: If updating and reusing content from a Third Edition supplement (such as GURPS Cops or GURPS Espionage) or a Pyramid article, note this. See the “Publication History” sections in other GURPS products for inspiration.]


BB Background and Role

[DO NOT RETITLE: This section tells the reader where, when, and why the agency was founded, and what the agency does.]



C-BOX Historical Note #1



C-BOX Historical Note #2



C-BOX Historical Note #3

[And so on, to a maximum of a box per two pages in BB Background and Role. Scatter these boxes throughout the section. Each one should give a little piece of history – either an event that caused the agency to evolve by changing its mission and/or jurisdiction (e.g., “The RICO Act”), or one that saw commendable, important, or even shameful agency involvement (e.g., “Watergate”). Each box should come to 400 words or less.]



CC History

[DO NOT RETITLE: A concise history of the agency, from founding to present (if active) or dissolution (if defunct). This should tie into real-world events whenever possible, as a major goal of GURPS Agencies is to provide resources for historical gaming.]




DD Predecessors

[ONLY WHERE APPLICABLE: If the agency was cobbled together from or succeeded older agencies, name and briefly describe these other agencies.]




DD Foundation

[Title this as seems fitting – “Commission,” “Creation,” etc. This should provide the year of creation, the political climate at the time (especially for a wartime agency), and any interesting occurrences surrounding that event.]




DD Timeline

[This should be a brief list of important events, arranged by date like so:

1865 – Commissioned under United States Department of the Treasury on July 5, to suppress counterfeit currency.

1902 – Given presidential protection duties after assassination of President McKinley in 1901.
1950 – Private Leslie Coffelt becomes the only Secret Service officer to die while defending a President from an assassination attempt – in this case, President Truman.

And so on.]




DD Dissolution

[ONLY WHERE APPLICABLE: If the agency is no longer operational, provide the year it was decommissioned and the events or political climate that led to the decision. Title it “Decommission,” “Retirement,” or whatever fits.]



CC Mission and Jurisdiction

[DO NOT RETITLE: What was the agency officially created to do and where is it authorized to operate? You’re welcome to separate these into CC Mission and CC Jurisdiction, but this is likely to prove difficult in practice. If the situations described in any of the DD headings below change over time, be sure to indicate this evolution.]




DD Purpose

[The specific laws a law-enforcement agency enforces or upholds, the type of intelligence an intelligence agency gathers, etc.]




DD Area of Operation

[Geographical bounds on agency operations. If this differs for overt and clandestine operations, provide the details. Be sure to indicate whether a spy agency is allowed to work at home.]




DD Oversight

[Explain who enforces the restrictions on operations, how, and with the force of what laws. Name the specific legislation, branch of government, parent agency, etc. so that the GM can cite it impressively in the game!]




DD Special Circumstances

[Times and places – “wartime,” “during Party putsches,” etc. – when any of the above restrictions change radically, whether for stronger or weaker.]



CC Relationships with Other Agencies

[ONLY WHERE APPLICABLE: List and briefly describe agencies with which the featured one has complementary or supplementary jurisdictions, formal treaties, or a verifiable history of cooperation, rivalry, or even open warfare. Try to establish the agency’s place in the world and provide useful adventure hooks. Divide this up as indicated below.]




DD Domestic Agencies

[This is where to discuss things like CIA-FBI rivalry and how the ATF, DEA, FBI, etc., divvy up tasks.]





EE Agency #1





EE Agency #2




DD Foreign Agencies

[Discuss such things as CIA-MI6 cooperation and CIA-KGB rivalry.]





EE Agency #1





EE Agency #2




DD International Bodies

[Mention the agency’s role in Interpol or any similar organization.]





EE Agency #1





EE Agency #2


BB Structure and Resources

[DO NOT RETITLE: This section aims to tell the reader how the agency is set up. Its objectives are to shield the GM from making bogus statements (“Chief Detective of the KGB,” “MI6 headquarters at Newcastle,” etc.); to answer the questions of players whose PCs work for, spy on, or are hunted by the agency; and to provide adventure hooks.]



C-BOX Stats at a Glance

[A suitably titled box (“Mossad at a Glance,” “CSIS at a Glance,” etc.) that gives budget, manpower, headquarters, etc., with dates, in this general style:

Jurisdiction: United States of America

Role: Law-Enforcement, Counterintelligence
Budget: $3.28 billion (1997)

Staff: 27,140 (1997); 29,755 (2006)

Headquarters: J. Edgar Hoover Building, Washington, D.C. (as of 1974).

And anything else that seems important.]



C-BOX Special Asset #1



C-BOX Special Asset #2



C-BOX Special Asset #3

[And so on, to a maximum of a box per two pages in BB Structure and Resources. Distribute these throughout the section. Each should open with an evocative title (e.g., “Hostage Rescue Team”) and then describe a special team, program, school, or similar resource that blurs the lines between the divisions set out in this chapter’s CC headings . . . or that’s a joint program with many “dotted-line” relationships . . . or that isn’t exactly organization, staff, or location. Each box should come to 400 words or less. There can be one full-page box containing up to 750 words (the maximum), if desired.]



CC Organization

[DO NOT RETITLE: All the agency’s branches, bureaus, directorates, divisions, sections, teams, etc.]



DIAGRAM Organization

[A diagram of agency organization is mandatory – either find one in the public domain or sketch one and scan it so that SJ Games can create one.]




DD Major Subdivision




EE Minor Subdivision
[ONLY WHERE APPLICABLE: Assign top-level subdivisions DD headings, their subdivisions EE headings, and any further subdivisions lead-in headings. In each case, describe what the body in question does, where it operates, etc., with special attention to sections that employ field operatives that would make good PCs or NPC enemies.]



CC Staff

[DO NOT RETITLE: Who works for the agency? In the introduction to this section, establish whether members are called “agents,” “officers,” or whatever – at least officially. Don’t launch into game terms! A later chapter will establish the value of Rank, the skills agents need, etc.]




DD Manpower

[DO NOT RETITLE: How many people work for the agency? Where possible, give a breakdown by job type.]




DD Hierarchy

[DO NOT RETITLE: What are the agency’s ranks and titles? What’s the chain of command – that is, who answers to whom? This is another useful place for a diagram, although the diagram under CC Organization will often encompass this.]



CC Locations

[DO NOT RETITLE: A summary of important locations out of which the agency operates. In each case, the goal is twofold: to show where the agency is strongest (so that PCs can work there or report there – or avoid the place!) and to give a clear picture of the agency’s exact capabilities (so that the GM can estimate response times and what PCs could meaningfully request).]




DD Major Facility #1




DD Major Facility #2




DD Major Facility #3

[These are things like headquarters, training schools, massive listening posts, and so on. Indicate where each one is, how many people work there, and what major assets are present. Always specify what resources like labs, libraries, and supercomputers can actually do in game terms. Ask the Line Editor and/or see GURPS High-Tech if you’re not sure.]




DD Generic Facility #1




DD Generic Facility #2




DD Generic Facility #3

[These are regional offices, local billets, and the like. Describe them in general terms, and where possible end the entry with a simple list of cities where offices are found, countries where embassies are known to house a branch of the agency, or whatever fits.]



CC Further Assets

[ONLY WHERE APPLICABLE: You may need additional CC headings for organizations that enjoy significant resources beyond an administration, staff, and buildings. This doesn’t mean “guns and vehicles for agents”; use the appendix for that. This means major technical resources. For instance, a spy agency might get CC National Technical Means, followed by DD Spy Satellites, DD Spy Ships, etc. This is necessarily vague, because such things are technical and specific. Always specify what the assets can do in game terms!]


BB Agents

[This is the chapter on agents, and the first place where game mechanics for people should appear. Call this chapter “Officers,” “Operatives,” etc., if that’s more fitting.]



CC Advantages

[DO NOT RETITLE: Social advantages that originate directly from employment with the agency (and nothing else). Discuss, in real-world terms, the privileges and powers that each trait grants in the context of agency employment. Each gets a DD heading.]



C-BOX Desirable Advantages

[DO NOT RETITLE: A simple list of advantages that are particularly likely for agents, because these traits are selected for, likely to guarantee promotion and success, or even taught.]




DD Legal Enforcement Powers

[ONLY WHERE APPLICABLE: Only law-enforcement and security agencies have this.]




DD Legal Immunity

[ONLY WHERE APPLICABLE: This makes little sense for truly secret agents, and mostly exists for diplomats.]




DD Rank

[ONLY WHERE APPLICABLE: Usually Administrative Rank, but use Police Rank for law-enforcement or security agencies. Remember that there isn’t just one variety of Administrative or Police Rank – there are dozens of sorts in parallel, and your agency offers one of these. With rare exceptions, the head of state holds de facto Rank 8 in all of these, a minister or other executive holds de facto Rank 7 several of these, and agency members hold Rank 0 (most agents) to 6 (the director or other boss) in just one category. Be sure to relate this to DD Hierarchy. You may have to compress several levels on the org chart into a single rank, so feel free to use Courtesy Rank to distinguish these.]




DD Reputation

[ONLY WHERE APPLICABLE.]




DD Security Clearance

[ONLY WHERE APPLICABLE: Most agents do not need this! LEP, LI, and Rank already come with the needed clearance. Add this for agents who have clearance above their station for some reason.]



CC Disadvantages

[DO NOT RETITLE: Social disadvantages that originate directly from employment with the agency (and nothing else). Each gets a DD heading.]



C-BOX Prohibited Disadvantages

[DO NOT RETITLE: A simple list of disadvantages that wouldn’t get past the agency’s screening processes.]




DD Duty

[Nearly every agency demands a Duty. This is where you specify its frequency and note whether it’s Extremely Hazardous.]



CC Skills

[Do not launch into DD headings for dozens of skills! Just list the skills that no agent would be without so as to create a kind of “everyman” list.]



CC Character Templates

[DO NOT RETITLE: Templates for a few important agent types suitable as PCs or as NPC rivals (not desk-jockeys and behind-the-scenes analysts). Most should be in the 150-point range. Be sure to use the standard GURPS format for character templates. Ask if you’re unsure.]




DD Template

[Each DD heading should offer a detailed character template structured just like those on pp. B259-260: template name, point cost (an R-HEAD), brief description, blank line, and then sections for attributes, secondary characteristics, advantages, disadvantages, etc. Don’t attempt to specify quirks! Offer a few choices in each category.]





EE Lenses

[DO NOT RETITLE: Reserve lenses for leadership packages for higher-ranking agents, for special training that any variety of agent could get, and for membership in special programs or teams. Lenses get hanging indents and italic lead-ins, and must list their point costs in parenthesis.]





EE Customization Notes

[DO NOT RETITLE: Offer input on how to use any points left over after buying the template, lenses, and the choices offered on the template itself to build an interesting, personalized character using the template. Go back to regular, non-hanging indents for this.]


BB Campaigns and Adventures

[DO NOT RETITLE: How to use all of this stuff in a campaign. In each CC heading below, try to invoke as many of the facts and rules from earlier chapters as you can. Show the GM how he can use each element – history, jurisdiction, budget, assets, etc. – in different ways. If you can’t find a use for it here, it probably doesn’t belong in the PDF in the first place.]



C-BOX Adventure Seed #1



C-BOX Adventure Seed #2



C-BOX Adventure Seed #3

[And so forth, to a maximum of a box per two pages in BB Campaigns and Adventures. Distribute the boxes throughout the section, and give them evocative titles. Each box should describe an interesting operation or setup in about 400 words, concentrating on the PCs’ role in it. Make sure that the agency is the PCs’ employer in some adventure seeds, their rival in others.]


CC The Agency Campaign

[Choose a better title – “Working for the SDECE,” “Company Men,” etc. This is where to put advice on the most likely type of campaign: one where the PCs are agents. Follow this with a number of DD headings on possible mission types for agents.]




DD Counterintelligence



DD Drug Bust




DD Hostile Extraction




DD Surveillance

[ONLY WHERE APPLICABLE: These are just placeholders. Headings will vary depending on what the agency does. Give any game rules needed for these assignments!]



C-BOX Patron (Agency)

[Title this Patron (CIA), Patron (RCMP), etc. Provide the particulars of having the agency as your Patron – type of aid, frequency of appearance, any special modifiers, and of course point cost. Note that most employees won’t have this! This is for cinematic agents, unusual special cases, etc.]



CC The Agency as a Plot Element

[Again, a nicer title is needed. Detail how to use the agency as a major mover and shaker in a campaign in which the PCs don’t work for it. Write strictly from the perspective of your agency so that you don’t bind the hands of writers creating other GURPS Agencies PDFs.]




DD Ally

[Interagency cooperation – how it works, who’s likely to receive it, and what non-employees can expect to be trusted with and be able to call upon.]




DD Friendly Rival

[The agency is on the PCs’ side, but working at cross-purposes with their own agency, due to jurisdictional foul-ups, rivalries at the top.]




DD Cipher

[The agency is lurking in the background as neither friend nor foe . . . as far as the PCs know. This is a conspiratorial view of the agency, and a good place to describe slightly unrealistic “illuminated” scenarios.]




DD Enemy

[The agency is after the PCs, who might be criminals, foreign agents, or innocent civilians being repressed. Write this from the perspective of how to use the agency’s resources against the PCs.]



C-BOX Enemy (Agency)

[Title this Enemy (KGB), Enemy (MI5), etc. Provide the particulars of having the agency as your Enemy – whether it’s a watcher, rival, or hunter, its frequency of appearance, and its point cost. The objective here is to help gamers who, on glancing over this PDF, decide that the agency would be a cool Enemy; thus, you shouldn’t assume that the agency will play a major role in the campaign (although it might).]



CC Agency as Background

[Once more, a nicer title is needed. This should be a short series of notes on how to use the agency as background color when its precise abilities and goals don’t actually matter. One possible approach would be to offer lists of things the agency could and could not plausibly do or be involved in.]


BB Appendix: Tools of the Trade (1-2 pages)

[Briefly describe the hardware that agents are likely to have. There are two goals here: to indicate what PCs who work for the agency can expect to be issued or able to requisition, and to equip NPC agents who show up as allies or rivals. Don’t rerun full stats from other books – if you can refer to GURPS High-Tech, do that.]



CC Standard Issue
[Give names and page references in GURPS High-Tech for gear agents usually carry. Only give full stats for things that aren’t in High-Tech.]




DD Weapons

[Just lists with page references following short lead-in headings like “Standard-Issue Sidearms” and “Standard-Issue Rifles.”]




DD Body Armor




DD Tools




DD Vehicles

[Use the table format on pp. B464-465 if you wish to present specific vehicles.]



CC Special Issue

[ONLY WHERE APPLICABLE: This is where all-new gear that isn’t in other books should go. Many agencies won’t have this at all. For those that do, check with the Line Editor if you have any doubts about rules!]


BB Glossary (0.5-1 page)

[ONLY WHERE APPLICABLE: Agents use a lot of jargon, TLAs, etc. This can add a lot to a cop or spy game! Define all of it here.]


BB Bibliography (0.5-1 page)

[Give your sources. Since this is a PDF on a real-world agency, sources should trustworthy and factual; don’t simply list a bunch of action movies. If your agency is so secret that there aren’t many sources, just say so and list the sources that you do have. If, after reading this outline, you don’t think you could dig up sources that could fill it out into a PDF, you should pick another agency.]
