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Version “1.Awful” 
This document is not a complete RPG system. It is a beta version made available for play testing.  This 

document was written with the intention of constantly improving upon this work until v1.0 has been 

created and released (at which point work will begin on version “2.Awful”). Useful feedback is 

appreciated, and may be sent to Patrick.Benson@SinisterForces.com. 

Credits & Thanks 
A lot of friends and family helped me, encouraged me, and pushed me to get this game written. The 

flaws in the game are all mine, but the best parts of this game belong to them. 

My thanks to: 

Ann Dupuis – Owner of Grey Ghost Press, and founder of the Fudge Community where I am a 

moderator. She sends me free stuff for it even though she does not need to. How cool is that? 

Allen Hurst – A good friend and an excellent person to bounce ideas off of. “A” is for Allen, and also for 

Awesome! He will never let me forget that I wrote that… 

Chad Underkoffler – I have never met him. I have only had one exchange of emails with him. Yet his PDQ 

system was inspirational to me in how I run my Fudge games and how I handle damage in the game. Go 

to the Atomic Sock Monkey Press website and enjoy the goodness that is there. 

mailto:Patrick.Benson@SinisterForces.com
http://games.groups.yahoo.com/group/fudgecommunity/
http://www.atomicsockmonkey.com/
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Phil Vecchione – The project manager who got things on track and organized so that I could focus on 

what I wanted to accomplish. Check out his GM4hire project. 

Special thanks to the entire Fudge community. Fudge is more than a game or RPG design kit, but a group 

of individuals who contribute selflessly to make Fudge something truly special. Of special note are the 

members of the SinisterForces Forum who helped with my attempt at a Top Secret /S.I. to Fudge game 

conversion (don’t worry guys, I am still working on that one as well). 

Most important of all thanks to my wife Karen, my daughter Calen, and my son Liam for putting up with 

my creative endeavors! I love them all more than they could ever know. 

Open Gaming License v1.0a 
As this is a publication using the Fudge system it is distributed using the Open Gaming License v1.0a. 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the 

Coast, Inc ("Wizards"). All Rights Reserved.  

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed 

Open Game Content; (b)"Derivative Material" means copyrighted material including derivative works 

and translations (including into other computer languages), potation, modification, correction, addition, 

extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may 

be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, 

broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game 

mechanic and includes the methods, procedures, processes and routines to the extent such content 

does not embody the Product Identity and is an enhancement over the prior art and any additional 

content clearly identified as Open Game Content by the Contributor, and means any work covered by 

this License, including translations and derivative works under copyright law, but specifically excludes 

Product Identity. (e) "Product Identity" means product and product line names, logos and identifying 

marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 

dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 

concepts, themes and graphic, photographic and other visual or audio representations; names and 

descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special 

abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or 

effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly 

identified as Product identity by the owner of the Product Identity, and which specifically excludes the 

Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used 

by a Contributor to identify itself or its products or the associated products contributed to the Open 

Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 

format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or 

"Your" means the licensee in terms of this agreement.  

2. The License: This License applies to any Open Game Content that contains a notice indicating that the 

Open Game Content may only be Used under and in terms of this License. You must affix such a notice 

http://www.dnaphil.com/gm-consulting/
http://www.sinisterforces.com/forum/index.php
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to any Open Game Content that you Use. No terms may be added to or subtracted from this License 

except as described by the License itself. No other terms or conditions may be applied to any Open 

Game Content distributed using this License.  

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of 

this License.  

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You 

a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, 

the Open Game Content.  

5.Representation of Authority to Contribute: If You are contributing original material as Open Game 

Content, You represent that Your Contributions are Your original creation and/or You have sufficient 

rights to grant the rights conveyed by this License.  

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to 

include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying 

or distributing, and You must add the title, the copyright date, and the copyright holder's name to the 

COPYRIGHT NOTICE of any original Open Game Content you Distribute.  

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to 

compatibility, except as expressly licensed in another, independent Agreement with the owner of each 

element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any 

Trademark or Registered Trademark in conjunction with a work containing Open Game Content except 

as expressly licensed in another, independent Agreement with the owner of such Trademark or 

Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a 

challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open 

Game Content shall retain all rights, title and interest in and to that Product Identity.  

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the 

work that you are distributing are Open Game Content.  

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. 

You may use any authorized version of this License to copy, modify and distribute any Open Game 

Content originally distributed under any version of this License.  

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game 

Content You Distribute.  

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the 

name of any Contributor unless You have written permission from the Contributor to do so.  

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with 

respect to some or all of the Open Game Content due to statute, judicial order, or governmental 

regulation then You may not Use any Open Game Material so affected.  
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13 Termination: This License will terminate automatically if You fail to comply with all terms herein and 

fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the 

termination of this License.  

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be 

reformed only to the extent necessary to make it enforceable.  

15 COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.  

Fudge 10th Anniversary Edition Copyright 2005, Grey Ghost Press, Inc.; Authors Steffan O'Sullivan and 

Ann Dupuis, with additional material by Jonathan Benn, Don Bisdorf, Peter Bonney, Deird'Re Brooks, 

Reimer Behrends, Shawn Garbett, Steven Hammond, Ed Heil, Bernard Kent Matthewson, Gordon, Mc 

Cormick, Kent Matthewson, Peter Mikelsons, Anthony Roberson, Andy Skinner, William Stoddard, 

Stephan Szabo, John Ughrin, Alex Weldon, Duke York, Dmitri Zagidulin 

SinisterForces Copyright 2008, Patrick Benson 

Secrets, Surveillance, & Subterfuge Copyright 2008, Patrick Benson 

Design Objectives 
"Espionage, for the most part, involves finding a person who knows something or has something that 

you can induce them secretly to give to you. That almost always involves a betrayal of trust. " 

--Aldrich Ames 

Many role playing games treat the espionage genre as an extension of the action/adventure genre. 

While that can be very fun to play Secrets, Surveillance, & Subterfuge (S3 for short) focuses on the 

interaction between people in the espionage genre. 

The designer wishes to capture the feel of a spy trying to fulfill a secret mission while at the same time 

not attempting to reveal his or her true identity. The design objectives of the game are: 

1. Have the focus of the game be on the PCs’ relationships with NPCs and each other (not on 

action). 

2. The GM should never need to roll dice, but instead should focus on building a plot populated 

with interesting NPCs. 

3. A simple mission suitable for one game session should be easy to construct with little prep time. 

4. The game should only require pencils, multicolored index cards, and Fudge dice (or an 

acceptable substitute) to play. 

5. Players should feel tension throughout the playing of the game. 

6. What is good for the mission might not be good for the player characters, and vice versa. 

http://en.wikipedia.org/wiki/Aldrich_Ames
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Have these objective been achieved? With this release probably not, but with your help and feedback 

they will be. Review the game, point out the mistakes and the awkward sections, and email the 

designer. 

Most important of all though – play the game and keep track of what you like and what you do not like. 

That is the most useful information that you can provide a game designer in the early stages of a game’s 

design. Any play testing earns the designer’s immense gratitude. Your play testing is the only way to turn 

a design that might be fun into a game that is fun. 

Thank you, 

Patrick Benson 

Designer – Secrets, Surveillance, & Subterfuge 

Owner – SinisterForces.com 

Patrick.Benson@SinisterForces.com 

Chapter 1 – A Brief Overview of S3 
Secrets, Surveillance, & Subterfuge is an RPG designed for fans of the espionage genre. It is based upon 

the Fudge system and is the first game to be released by SinisterForces.com. 

What is an RPG? 
An RPG is a role playing game. You pretend to be a character (referred to as a player character, or PC for 

short) and interact with other characters in a game world controlled by the game master (GM for short). 

The GM manages every aspect of the world from the weather to what the non-player characters (NPCs 

for short) do. The only aspect of the game world not under the GM’s control is the PCs, because the PCs 

are the heroes of the story being told. 

The rules of an RPG help to define what happens when the outcome is uncertain. If you describe your 

character walking down the street window shopping there is no need for a rule. You describe the PC’s 

actions, the GM describes what is seen by the PC, and that is pretty much it. 

Where the rules do come into play is when your PC tries to manipulate the game world, or the GM tries 

to manipulate the PC in some manner. What happens when your PC takes chase after a mugger? Can 

the evil nemesis succeed in lying to the PCs? Will your team of PCs disable the security system before 

getting caught breaking into the top secret complex? 

You could describe what happens in such scenes, but the rules level the playing field and often add risk 

to the game. That is what an RPG is – a mixture of rules to resolve outcomes with combined with a 

group of friends playing parts in a story of their own design. 

http://www.sinisterforces.com/
mailto:Patrick.Benson@SinisterForces.com?subject=S3%20Feedback
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What is Fudge? 
Fudge is an RPG system created by Steffan O’Sullivan with the help of the patrons of a web bulletin 

board. It is a fun and simple system that is freely available to anyone with access to the Internet from 

Grey Ghost Press, Inc. (the current license holder) and other online resources. 

Fudge is an open system that can be used to play any type of character in any setting from any genre. It 

rocks and you should try creating your own RPG with it, because that is what all of the cool kids are 

doing nowadays. 

What is SinisterForces? 
SinisterForces is a site dedicated to providing tools for the Fudge community to gather online with the 

purpose of developing new RPGs based on the Fudge system. If you have an idea for an RPG that you 

want to use Fudge for you can go to http://www.SinisterForces.com or contact 

Patrick.Benson@SinisterForces.com and the site owner will work with you to setup a forum and a blog 

for you to use while developing your game or Fudge materials. It is absolutely free to all who wish to 

create their own RPG using Fudge or who just want to share their ideas on Fudge in general. 

Materials Needed 
You will need the following items to play S3: 

 Index cards in 5 different colors. We suggest that white cards be used for the Character Sheet 

card, green cards be used for Mission Objective cards, yellow cards be used for the Gear cards, 

blue cards be used for Contact cards, and red cards be used for Secret cards. You may change 

these color assignments as you see fit, or use plain index cards that are labeled clearly at the 

top, but we find that colored index cards add a nice touch to the game. 

 A token unique to each player. This may be an index card with the player’s name written upon 

it, a small item that the player feels represents him or her, or anything that can be easily 

associated with the player. Be creative. 

 Pencils and paper to keep notes with, and to update the Character Sheet card as needed. 

 Four Fudge dice and four Power/Vampire dice. 

Fudge Dice 
Fudge dice are six-sided dice with two sides marked + (+1), two sides marked - (–1), and two sides left 

blank (+/-0). Rolling four Fudge dice (4dF) gives results from –4 (sub-Terrible) to +4 (trans-Superb). To 

determine the result of an action, roll the dice; use the result to modify the trait level being tested. For 

example, a +3 dice result added to a Fair trait is a Superb rolled degree; a –1 result added to a Fair trait 

indicates a Mediocre result. 

Power and Vampire Dice 
A Power Dice is like regular Fudge Dice, only any result of -1 is read as a result of 0. Therefore a Power 

Dice can only add to the total of a roll. Power Dice are added per roll when there is a reason for a higher 

likelihood of success. A Vampire Dice is like regular Fudge Dice, only any result of +1 is read as a result of 

0. Therefore a Vampire Dice can only subtract from the total of a roll. Vampire Dice are added per roll 

http://www.fudgerpg.com/files/pdf/fudge_1995.pdf
http://www.fudgerpg.com/
http://www.sinisterforces.com/
mailto:Patrick.Benson@SinisterForces.com
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when there is a reason for a higher likelihood of failure. Marking two of the six sides on a regular d6 with 

a permanent marker or small sticker is an easy way to create dice that can be used as both Power and 

Vampire Dice. 

Chapter 2 – Character Generation 
Characters in S3 consist of the following traits - three Attributes, a list of Skills, and a Cover score. 

Fudge uses a list of adjectives that are ranked in order of “best to worst”. When you roll Fudge Dice you 

apply the result of the dice roll to the rank of the trait rolled and the adjusted rank is a description of the 

outcome. 

For this reason S3 uses a very simple character generation method using points to buy the trait at the 

desired rank on the Fudge ranks ladder. The Attributes and Skills traits are assigned a rank from the 

Fudge Ranks Ladder: 

Rank Value Cost 

Superb +3 7 
Great +2 6 
Good +1 5 
Fair 0 4 

Mediocre -1 3 
Poor -2 2 

Terrible -3 1 

 

All new characters start with a Cover Score of 5. 

Attributes 
Attributes are those characteristics that all people have. We may possess these characteristics at 

different levels of ability, but no one is without them in some form or another. There are three 

Attributes that every character has. 

 Athletics – Every character has certain amount of physical grace, stamina, and strength. All of 

these traits form the Athletics attribute. 

 Charm – Befriending, seducing, or lying to someone all require a natural aptitude for social 

interaction. The Charm attribute covers all of this. 

 Wits – Intelligence and book smarts can take an already dangerous person and push them into 

the realm of downright deadly. Knowledge is power after all, and the Wits attribute 

encompasses this. 

Each character starts with 10 Attribute points that he or she may use to purchase Attribute ranks with 

from the Ranks Ladder. Simply subtract the cost of the rank from the Attribute points until you have 

spent all of the points. 
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Skills 
S3 characters start with only 3 skills – a Profession, a Hobby, and a Specialty. 

Profession 

The character’s first Profession skill begins at the rank of Good. The player may choose any career, legal 

or illegal, to be the character’s Profession. This is essentially the character’s cover and may be anything. 

Possible Professions are: 

 Florist 

 Mafia Boss 

 Accountant 

 Soldier 

 Doctor 

Whenever the character encounters a task that the Profession would cover the Player may roll the 

Profession’s rank instead of an Attribute’s rank to perform the task. Players are encouraged to think 

creatively in how a profession might apply to a task. For instance a “Surgeon” might be able to repair a 

puncture in a hot air balloon if he or she can reach it because of their skill in giving others stitches. 

A note about Professions, it might be tempting to take a profession that implies some sort of physical 

toughness or ability to damage others such as “Kung Fu Master” or “Hitman”, but remember that this 

skill is also a character’s cover. Such professions are difficult to use in order to infiltrate many 

organizations, and in some cases are red flags to other spies that the character might be in the business 

as well. Other Professions such as “Mob Boss” might have serious obligations as well, such as being 

expected to settle disputes between very dangerous people and in doing so the character might become 

the target of such a person’s wrath. Choose any profession that you like, but be aware that your 

Profession might carry a heavy price tag with it. 

Hobby 

The character’s first hobby skill begins at a rank of Fair. Similar to the Profession skill a hobby is a skill 

that a character uses regularly but could not make a living from. This is not to say that one character’s 

Profession could not be another character’s hobby, just that whatever the character chooses as a hobby 

would not suffice as a Cover in the game. Possible hobbies are: 

 Photography 

 Boating 

 Hunting 

 Painting 

 Collector of X (baseball cards, stamps, coins, etc.) 

Hobbies are used in the same way that Professions are used, and carry the same potential drawbacks. 

While a character who has “Hunter” as a Hobby might not receive as much attention from another spy 

as a character who has “Hitman” as their Profession good spies would still note that the character is 

trained in how to kill with a weapon. 
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Specialty 

Specialties are unique. They are the skills that a character uses for the purpose of spy work only. All 

characters begin with a Specialty at Good. Some examples are: 

 Wire Tapping 

 Assassination 

 Forgery 

 Disguise 

 Tailing 

These are skills that characters will try not to use if possible, as a failure in attempting to use them might 

reveal that the character is a spy. Yet there is no reason why the character cannot have a dubious skill as 

a Specialty, because hardly anyone knows that the character has these skills outside of those people 

that trained the character to begin with. 

Chapter 2 – Mission and Cover Scores 
In the game of espionage you want to succeed at missions without blowing your cover. The problem is 

that your cover is threatened when others discover that you are on a mission, and your mission is 

difficult to accomplish when your need to maintain your cover. This phenomenon is represented in the 

game by using Mission and Cover points. 

Mission Points 
At the beginning of a new mission every player contributes 5 Mission points to a pool that all players pull 

from. Players may bid 2 Mission points on their turn to attempt to use their Specialty skill. 

If a mission is successful the pool is divided evenly amongst the remaining players. If it is necessary, 

round the divided shares up to the nearest whole number. Players may use these Mission Points to 

improve their characters with. 

If during a mission the Mission Points pool is completely depleted to zero then the mission is a failure. 

The agency or persons who assigned the characters the mission withdraw their support and the 

characters may or may not be able to walk away from the situation. Failed missions have no mechanical 

impact upon the character, but failed missions will impact a character’s progression due to the lack of 

mission points to spend upon improvements. 

Failed missions should have an impact on the story of the characters though. Who wants to hire spies 

with a history of failures? Maybe a friend will send work the spies’ way, or maybe someone will set the 

spies up as a decoy for another team. Most likely it will be both. 

Cover Points 
All characters are created with a Cover Score of 5. Whenever a character wants to use a Profession Skill 

they must bid two of their Cover Points. Whenever a character wants to use a Hobby Skill they must bid 

1 of their Cover Points. 
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At the end of a mission whether it is successful or not the character’s Cover Points may be spent to 

improve the character with. 

If a character has their Cover Points reach zero at any time that character is in serious trouble. He or she 

will need to either trade secrets that they have acquired or burn a contact in order to maintain a cover. 

Fellow player characters may not be burned (as of this version of the game). 

Chapter 4 – Contacts, Secrets, & Gear 
Acquiring Contacts and Secrets is a spy’s most important work. Other people hold the knowledge that 

you need to complete a mission, and in some cases acquiring a Contact or discovering a Secret is the 

mission. Some Contacts and Secrets will also give the player’s additional Contact and Mission points 

upon acquisition even if the Contact or Secret is lost somehow later on. 

Contacts and Secrets are also a valuable form of currency in the game of espionage. When something 

goes wrong you might be able to spend a Secret to get out of trouble, or burn a Contact to avoid taking 

the blame. Just be careful because the moment you give up a Secret or Contact that asset is gone 

forever. 

Gear assists the spy in his or her work. Gear cannot be used to purchase Cover or Mission points with, 

but Gear does allow the characters to attempt various stunts and my also give the player additional 

Power Dice on a roll. 

Contacts 
Contacts are NPCs that have secrets (both their own and information about others) that the players 

need to finish the mission. To acquire a contact the players must use their PCs’ Skills or Attributes to 

overcome a rating score for each secret that a contact has. Once all of a contact’s secrets are known to 

the PCs the PC with the most of that contact’s secrets acquires that contact. In the case of a tie the PC to 

have most recently acquired a secret from the contact acquires the contact. 

Some Contacts have skills themselves, and if a character bids Cover points they can tap that Contact to 

use the Contact’s skills instead of his or her own skills. The player then rolls the dice to see if the Contact 

succeeds or fails. 

Secrets 
Secrets give some benefit in acquiring the next contact or completing a Mission Objective. They should 

primarily be used as a role playing tool in setting up scenes with, yet some will have mechanical benefits 

as well. Spending a Secret may give the player a certain amount of Power Dice to add to a particular dice 

roll. An example would be the secret code to access a facility might give the player 2 free Power Dice 

when attempting to infiltrate the facility. 

Whatever the number of Power Dice a Secret bestows as a bonus is also the amount of Mission Points 

that a Secret can be sold for. The player needs only to declare that they are selling the Secret and hand 

it to the GM. 
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Beware, some Secrets are misinformation. When you spend a false Secret you roll Vampire Dice as a 

penalty instead of Power Dice as a bonus. When you sell a false Secret you lose Cover Points instead of 

gaining Mission Points. To discover whether a Secret is true or not is a player must try and use the Secret 

during the game. 

Gear 
Gear may be as simple as a crudely drawn layout on a napkin of a nemesis’ hideout, or as sophisticated 

as a high tech gadget that allows the characters to triangulate where in the entire world an NPC wearing 

a homing device is. Your game and your group will determine what is acceptable. All Gear should have a 

description that lets the players know what purpose it serves. 

In terms of game mechanics Gear is represented by three traits: 

1. Any bonus Power Dice the Gear provides. 

2. The number of times the Gear may be used before it is to be discarded. 

3. Any restrictions as to how the Gear might be used. 

How gear is acquired is up to the GM. Is it purchased while playing the game? Is it provided by the 

organization that the PCs are performing the mission for? Does the PC own the Gear or is it property 

that must be returned to someone else once the mission is completed? Most likely it will be a 

combination of approaches. Take a moment to think about what works best for your game. 

One final note about Gear, if an item is relatively mundane to the setting and is common the character 

does not need a Gear card to use the item. For example, in a modern setting game it is reasonable to 

assume that the characters have mobile phones and that those phones will work in most cities. In a 

game set in the 1960’s during the height of the cold war such an item would be very rare (if it exists at 

all) and might be the size of a suitcase. You and your group should agree as to what is reasonable Gear 

in your style of game. 

Chapter 5 – Damage and Recovery 
Eventually the characters will take damage of some sort, and not just of the physical variety. They can be 

outsmarted and become befuddled as a sort of mental damage, or perhaps they will be place in 

awkward situation that cause harm to their social standing. A wound to the body is devastating, but in 

the espionage business you can be hurt in many different ways besides harming the flesh. 

The characters take damage when they fail a roll of one of their Attributes. Whatever the number of 

ranks they missed the target rank by temporarily reduces their effective Attribute score by that amount. 

For every Attribute reduced to nothing the character receives a -1 to all dice rolls until that Attribute is 

healed to at least the rank of Terrible. Damage may not go into “negatives”, so the worse that a 

character can have an Attribute reduced to is nothing. 

When an Attribute is reduced to nothing the character may not attempt to use that Attribute at all until 

it recovers at least one rank. If a character has all three Attributes reduced to nothing that character 
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dies. Perhaps something occurs in the scene that kills the character, or perhaps that character simply 

disappears under mysterious circumstances. Let the player decide how their character exits the game. 

For the cost of a single index card the player can always start over with a new character. 

Recovering from Attribute damage requires that a player spends both a Mission Point and a Cover Point 

in order to regain one rank back in an Attribute. Attributes may not be healed beyond their original rank 

from before the damage was taken. 

Chapter 6 – Playing the Game 
Usually the GM will describe a scene and the players of the PCs involved will then act out some part of 

that scene. At some point the players may want to use a Skill, Attribute, or some other trait to try and 

alter the scene in some way. The player then hands over their token to the GM to indicate that they 

want to use the game mechanics in some way. If more than one player wants to take an action the GM 

should handle them in the order in which the tokens were received. 

The GM and player discuss what the PC is hoping to accomplish in the scene and how. The PC might tap 

a Contact to use the Contact’s skill in some way, or the PC might want to use one of their Skills to gain a 

contact or complete a Mission Objective. There are countless ways that an inventive player can use the 

game’s mechanics. 

The GM will then decide upon a target rank secretly and the player will bid the appropriate points. The 

player may also overbid to gain additional Power Dice on the roll, but overbid points are always lost 

regardless of if the roll is successful or not. 

The player rolls the dice and if it is equal to or greater than the secret target rank that the GM 

determined that action is successful. The player retains all points that he or she bid accept for points 

that were overbid in order to gain Power Dice on the roll with. If the roll was less than the secret target 

rank the player loses the points that were bid. Note that with Attributes points do not need to be bid at 

all, but a failed roll results in damage as described in Chapter 5. 

Following a failed roll a player may exchange Mission Points for the Cover Points that were bid, or Cover 

Points for the Mission Points that were bid. 

Following the roll the GM may return the token to the player, or the GM may hold onto the player’s 

token. A good GM will use this to control the balance of the game to ensure that every player has a 

chance to participate in the mission. Once a token is returned to player that player may immediately 

take another action by again giving the GM his or her token. If the GM ever has all of the tokens the GM 

must return the tokens to their players. 

The following summarizes the play of the game: 

1. The player hands their token to the GM. The player is now allowed to take an action. 
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2. The player describes what they are trying to accomplish. They bid the appropriate Mission or 

Cover points, or they decide to use an Attribute which has no cost. The player may “overbid” to 

gain Power Dice on the roll but those points are lost regardless of if the action succeeds or fails. 

3. The player elects to spend a Secret or use Gear. At this time the GM reveals if the Secret is false. 

The player may not alter previous choices if the Secret is revealed to be false. The player adds 

the bonus for any Gear to the roll. Secrets and Gear may be used in combination. 

4. All of the bonuses and penalties are calculated. The player rolls the dice. Power Dice and 

Vampire Dice cancel each other out, so only roll the remainder for whichever is greater. 

5. If the action is successful the player retains the Mission or Cover Points that they bid (overbid 

points are always lost). If the action fails the player either loses the points, or spends Cover 

points to retain Mission points (or Mission points to retain Cover points). If the failed roll was an 

Attribute roll the PC takes damage to the Attribute rolled. 

6. The GM may now return the player’s token, or hold onto it and accept the next player’s token. 

The GM must return all of the tokens if he or she has them all. A token may be returned to a 

player at any time. (Note: A good GM will not abuse this process. Keeping a player in a holding 

pattern for a prolonged period of time because you refuse to return his or her token is a poor 

tactic.) 

Note that if players wish to collaborate they may by all of the players who wish to take an action during 

the scene handing over his or her token to the GM. The players then decide the order in which they take 

turns. 

Chapter 7 – Designing a Mission 
More important than anything that you might read within this text is to talk with your players before 

you begin to design a mission. Ask them what kind of game that they are interested in playing. Do they 

want a campy romanticized version of a spy story that includes ludicrous gadgets like flying cars and 

nuclear hand grenade pens? Or would they prefer a more realistic environment where car chases rarely 

take place and the difference between right and wrong is sometimes difficult to determine? 

Communication with your group is vital to running a good game. 

Once you know what kind of game you and your group want to play you can use these tips and tricks to 

design the mission that you will run. 

Web of Contacts 
No matter what kind of game you are running you will need to design NPCs. They are the Contacts that 

the PCs will encounter, interact with, acquire as assets, or oppose as the PCs pursue their missions. You 

will want to associate relationships between the NPCs, as well as define what role an NPC plays in the 

mission. 

NPCs should be associated with different “layers” of the mission. Like an onion, your missions should 

have layers of characters and events that must be cut through to the reach the core of the mission 

which is usually the main mission objective. The first layer of the mission will be populated with NPCs 
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who probably are not going to have very useful information for the PCs. These NPCs are the initial point 

of contact that the PCs will interact with to acquire new leads. As the PCs learn more secrets and 

discover more details they will progress to another layer of the mission and interact with more 

knowledgeable and potentially more dangerous NPCs. Eventually the PCs should reach the core of the 

mission which should be the climax of the story that you and your players have been role playing. 

The PCs will also encounter situations that are obstacles to their completion of the mission. These 

challenges will take many different forms. Perhaps the PCs’ enemies will attempt to ambush and harm 

them, or the PCs need to break into a secure location to acquire a vital clue. These events should serve 

some purpose of enhancing the tension players feel as the PCs dive deeper into the mission. 

When designing a mission your goal should be to organize an interesting combination of NPCs and 

challenging obstacles at different levels leading to a climactic event at the core of the mission. Achieving 

this goal is more of an art than a science, but you can develop tools that will help make the process 

easier. 

Figure 1 shows an example layout of how a GM might organize NPCs for a simple mission with 

challenges scattered throughout the mission. 

 

Figure 1 Example mission diagram for planning a game with. 
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As the diagram shows the NPCs play different roles in the plot of the mission. Some are connected to an 

NPC in the next layer of the mission. Some may not be connected to the next layer of the mission, but 

these NPCs can still provide the PCs with valuable Secrets and might have skills that make them a useful 

Contact. 

Notice that the challenges encase NPCs that lead to the next layer of the mission. This is not a 

requirement, but it is a tactic that you can use to give the challenges a purpose that relates directly to 

the progress of the mission. 

Experiment with different combinations of NPCs and challenges. There is no reason why the Mastermind 

could not be encountered at the beginning of a mission only to surprise the PCs by re-appearing later 

during the climax. Add layers, perhaps even layers that have no connection to deeper layers as red 

herrings that the PCs will need to backtrack from. What if multiple missions shared common NPCs that 

would allow the PCs to jump from one mission to another? 

 

Figure 2 Mission diagram with a "Red Herring" layer added. 
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Mission Components 
When designing a mission there are four key components that you will be using: Contacts, Secrets, 

Mission Objectives, and Challenges. 

Contacts 

Contacts are fairly easy to design. Give the contact a name, a brief description, and a role of some sort 

(police officer, house wife, evil mastermind, or whatever you prefer). You can then list other Contacts 

that the Contact has relationship with. Good or bad, a relationship merely means that the Contact 

somehow knows or knows of the other Contact. You can then list any Secrets that the Contact might 

possess as well. 

The Contact might have a Skill (maybe more than one) that the PCs can tap the Contact to use upon 

acquiring the Contact. List what the Skill is, and the cost for tapping the Skill (example: Computer 

Hacking – 2 Mission Points). Upon acquiring the Contact the Contact might bestow a onetime bonus of 

Mission or Cover Points to the player as well, possibly both. Note what type of points and how many on 

the Contact card. 

Secrets 

Secrets apply to a Contact or a Mission Objective. They consist of brief explanation as to what the Secret 

is and how many Power Dice they grant the player to add to a dice roll when the player decides to spend 

the Secret. Examples would be “Security Access Code (+2 Power Dice)” or “Wilson has an illegitimate 

child who works for the enemy (+3 Power Dice).” 

A secret should be applicable to the situation for which the player decides to spend it upon. The 

example of a security access code secret should not apply to a scene miles away for the facility where it 

is to be used, but might be applicable if the player spends the secret by bartering the information to an 

interested party in exchange for one of their secrets. You will be surprised as to how inventive players 

can be in finding uses for a secret. 

Mission Objectives 

Mission Objective cards are merely a description of the task achieved and how many Mission Points, 

Cover Points, or both that they might reward the player(s) with. They are not really necessary, but as 

with Gear cards there is something to be said about actually handing over a physical card to the players 

upon the completion of a Mission Objective. 

Challenges 

Challenges are not cards, but they are instead situations that you have placed as obstacles for the PCs to 

overcome within the game. They can be as simple as a description like “Very high wall must be scaled to 

enter the office complex.” or highly detailed such as “Two rolls of Fair or higher on a Athletics roll or 

applicable Skill is needed to scale the wall surrounding the office complex, followed by a roll of Good or 

higher of Wits or an applicable Skill to avoid detection after climbing the wall. Three Failures are allowed 

on the Athletics roll, no failures are allowed on the Wits roll.” 
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Since S3 was designed using the Fudge system the designer suggests that you go with the simple 

approach at first and determine from there how much detail you need for your group to enjoy the game 

with. 

Chapter 9 – Character Improvement 
Character improvement requires the spending on Mission Points and Cover Points. Consult the table 

below for the cost needed to increase the ranks of traits with. 

Rank Attribute Hobby Profession Specialty 

Superb 
4 Mission + 4 
Cover Points 

3 Cover Points 6 Cover Points 12 Mission Points 

Great 
3 Mission + 3 
Cover Points 

3 Cover Points 5 Cover Points 10 Mission Points 

Good 
2 Mission + 3 
Cover Points 

2 Cover Points 4 Cover Points 8 Mission Points 

Fair 
2 Mission + 2 
Cover Points 

2 Cover Points 3 Cover Points 6 Mission Points 

Mediocre 
1 Mission + 2 
Cover Points 

1 Cover Points 2 Cover Points 4 Mission Points 

Poor 
1 Mission + 1 
Cover Point 

1 Cover Point 1 Cover Point 2 Mission Points 

Terrible 0 0 0 0 

 

New Skills may also be acquired. Consult the table below for the acquisition of new Skills at the rank of 

Terrible. 

Hobby Profession Specialty 

2 Cover Points 4 Cover Points 8 Mission Points 

 

What is Next? 
Now I the game designer need you the gaming community to rip this sucker apart and to tell me what 

you like and what you do not like. You can only do that by playing the game though, so invite over a few 

friends and have at it. Find the flaws, but also discover the merits. Send me an email at 

Patrick.Benson@SinisterForces.com and let me have all of your wonderful feedback. 

You will receive a credit in the next version of the game that I release. Plus you will make me one very 

happy gaming geek which gains you cosmic karma of the lucky dice rolling variety. Game on! 

mailto:Patrick.Benson@SinisterForces.com?subject=S3%20Feedback

