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Spy School 
Espionage Classes For Agents 

by David Myhre 

The TOP SECRETIS. I. '~ game system 
docs not provide for all types of agents 
to acqu ire S pedalty Sk ill s which could 
be essential to the c<lmplction of espio. 
nage missions. However, game masters 
can make that provision by sending the 
a gents to spy school. 

Undercover Campus 
New agent train ing at the Orion Acad
e my lasts s ix weeks. 

Its operation falls under the control of 
the Ganymede Bureau's G4 Branch . 
The Academy is in the Southeastern 
United States and ser ves the needs of 
t he Capricorn (North America), Aqua r
ius (Central A merical, and Aries (South 
America) Bureaus. The Ganymede Bu
reau operate!! addit iona l agent train ing 
centers in other Orioll Bureau areas. 

The Academy is known locally as 
Langford Seminary Colle ge for Indepen. 
dent St.udy. It. resembles a small, r ural 
CAmpus. 

The largest campu s bu ilding is "The 
Mansion," which houses the dining 
area, kitchen , admin ist.rative offices, 
l ibrary, communications center, a nd a 
small armory. Meals are served in the 
mans ion's combination cafeteria and 
dining room. In the eve ni ng, the dining 
room doubles as a movie theater where 
espionage and detective films are shown 
nightly. 

Ot.her, nondescript buildings arc used 
for classrooms. The largest is a gymna· 
sium. Beyond it are living quarters for 
Academy staff members. 

Because the school is next to a quarry 
and not. far from a hunting lodge (both 
owned and covertly operated by Orion), 
demolition and fi rearm classes arc held 
without fear of the noise attracting t he 
attention of nearby residents. Survival 
classes are held in the woods surround· 
ing t he Academy. 

The Staff 
The Academy's director is codenamed 
Headmaster. He has been at t he Acad· 
emy longer than any of the instructors. 
No one at t he Academy k nows h is real 
name or exactly when he arrived at the 
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school. It is rumored he was an Orion 
Fou ndation Section Diredor, part oft.he 
ZODIAC. 

Headmaster is 5'8" tall , thin framed, 
and has thinning gray hair. His cold blue 
eyes stare out. over a large, red handle· 
bar moustache. His slight. British accent. 
colors h is soft, baritone voice. Headmas· 
ter's usual attire is a tweed suit, always 
neatly prl'AAed, white shirt, a nd a regi· 
menl-al t ic. H C11(Jrlla ti lc r only was seen 
wearing a black suit once; that was the 
day after three new agents blew them· 
selves and an instructor into very sma ll 
pieC!f!s during a demoli tion exercise. 

Ot her curren t members of the Acad· 
emy stair include instructors, security 
personne l, techn icians, and general 
stafL The Academy inst ructors also are 
referred to by Orion codenames. NPC 
instructor statist ics are not presented so 
each referee can tai lor the instructors to 
his or her campaign. 

Camisndo teaches demolitions a nd 
all the heavy weapon skills. He fill s in 
to assist Shamrock in teaching sma ll 
arms use to rook ie agents. Camisado 
stands 6 '6~ tall and weighs 250 pounds. 
When he demonstrates how to use a 
light machinegun, he handles it as 
easily as if it were a rifle . Cam isado 
calls all of his students "Trooper." 

Cypher teaches t he spycraft subjects 
of cryptography, WEB procedures, Orion 
procedures, interrogat.ion, a nd Spanish. 
A Colombian native, he is a dedicated 
ma n who takes very seriously his reo 
sponsibilities orturning raw recruits 
into agents. Cyphe r prefers kn ives to 
guns beca use knives are silent. He 
always carries thrf'e t.hrowing knives in 
a hidden belt sheath. Cyphcr has been 
known to have a special interest in 
agents who have fought a ga inst t hose in 
the drug trade. Rumor hal; it that his 
brother was k il led for speaking out 
against the drug cartels. 

Ferret specializes in covert skills 
such as disguise, stealth, shadowing, 
and surveillance. He is 5'9" tall, weighs 
180 pounds, and has an average build. 
He is in his early 305, and wears his 
brown hair cut in a moderate style. 
Because he has no remarkable features , 
most people do not remember him five 
minutes after they meet him . This cult.i· 
vated blandness is one of the reasons 
Ferret has been so successful. He dou· 
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bles as head of the school 's security 
detachment. 
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Gizmo teaches all of the Academy's 
mechanical skill courses, including 
Tinkering. Her blond hair, Southern 
drawl, and down-home Alabama outlook 
conceal the high intelligence which got 
her through the Massachusetts Insti· 
tute ofThchnology. She usually wea rs 
l ight hlue covera lls, t he pockets of 
which arc fi lled with screwdrive rs, 
wrenches, wires, and other electronic 
oddities. She repairs and controls the 
Academy 's vehicles. G i7;mo has been 
seen in the company of Wheels on many 
occasions. 

Lilac teaches French, Italian , and 
1<'irst. Aid . She is from 1<' ra nce , on loan 
from t he Gemini (Western Europe) Bu· 
reau. The delicate woman appears cold, 
unemotional. and Uncaring; attitudes 
fostered by one of her previous assign. 
ments when nil of her teamma tes were 
killed. She has been assigned t o the 
Academy to keep her out of the field for 
a while. She is the newest. instructor, 
having arrived two mont.hs ago. Lilac 
also serves as the Academy's staff 
physician. 

Mr. Ki is the close·eombat and muscle· 
powered ra nge weapons instructor. He 
doubles by teaching exotic and obscure 
weapons skills. From Japan, he is ru· 
mored to be a Ninja. His students know 
him to be mysterious and inscruta ble. 
Mr. Ki always wears a white gi with a 
white belt. He is unusually polite, put· 
ting a Mr. or Ms. in front of each agent's 
codename. Despite h is sk ill with weap' 
ons, Mr. Ki refuses to use firearms on 
missions, believing that a n agent.'s best 
weapon is his mind and body, not his 
pistol. 

Shamrock, a proud Irishman who 
laughs a lot, is the current small arms 
instructor. He was retired from active 
duty three yea rs ago when he com· 
manded a Tita n Team and lost most of 
hi s lefl.Jeg to an anti.personne l mine. 
The artificial limb works well e nough 
that new agents cannot usually tell (114 
INT check) that t he leg isn 't real. Sham· 
rock wears a camouflaged jumpsuit. 
with an enamel four· leaf clover pin on 
the collar. 

Wheels teaches offensive driving 
s kills. If something has tire s, Wheels 
co n drive it. He has been at the school 
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for almost three years and is "about 
ready to hit the road:' although the 
other instructors aren't sure what he 
means by that. His dark blue jllmpslIit. 
normally open to the waisL exposes a 
tie·dyed Tshirt. Wheels speaks like he 
just dropped in from the sixties; his 
vocabula ry includes the terms " Fal' 
Out" and "Groovy," He has been seeing 
Gizmo socially. 

All instructors serve a minimum of 
onc year, but. no more than four years. 
The only exception is Shamrock, who 
has been assigned to the Academy per· 
manently because of his injury. 

Security personnel wear da rk blue 
jumpsuits and do not display a ny type of 
identificat ion on t hei r clothing. How
ever, each has a regular SW· ' watch, ID 
card, and card case. Guards are typi. 
cally armed with dart gu ns loaded with 
sleep darts. In emergencies, othe r weap
ons are available in the armory and 
stashed at various places throughout 
the cumpus grounds. Guards have unre
str icted access clearances. 

Academy technicians, such as me· 
chanics, armorers, communication 
equipment operators, and general 
equipment repairmen, wear !,'Tay jump
sui ts also devoid of ide ntiricat ion_ Each 
has been through security checks and 
are cleared for access into most areas of 
the school. 

General stafT members wear white 
jumpfi uits. They fill maintenance a nd 
Bervice suppor t positions, induding 
meal preparations, clea ning, and 
groundskeeping. They also have been 
t hrough security checks and are cleared 
for access into many areas of the school . 

Introducing The Academy 
The Orion Academy can serve a number 
of uses in a TOP SECRE1'/S.I. ·~ game 
campaign and, wit h a name change, 
could be modified for use with other 
espionage role playing game;;. F or ex
ample, PC agents can meet at the school 
and be established as a team. The Acad
emy also can be used by experienced 
agents who must go back to school to 
learn new skills or become more profi
cient in old skills. PC students could 
develop useful contacts with instructors. 
In add ition , veteran PC agents or 
wounded agents can be recalled to the 
Academy to teach classes to rookie 
agents. 
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The Students 
For security reasons, no new agent 
knows the location of the Academy. 
Each agent is tr·ansported to the school 
in a private, windowless jet. The agent 
can make a n educated guess about the 
school's location, based on the nora and 
fauna, but even this would be difficul t , 
as plants and animals from other parts 
of the U_S. and from other countries are 
placed on the grounds to confm;e CUriOllS 

rookie agents. Agents who actually 
decipher the Academy's position gl-adu
ate from spy school with top honors. 

When new agents arr ive, they are 
assigned codenames based on a particu
lar theme_ For example, one class was 
named for melee weapons; Stilletto, 
Switchblade, Dagger, and Dirk. Stu
dents are instructed to use on ly their 
Orion codena mes and not reveal the ir 
real names and back!,'TOltnds to a nyone 
in the Academy_ Students disregarding 
the order are dismissed. 

When classes begin the students are 
given "Treen jum psui ts, modified Orion
comm SW-l watches. 10 cards, and card 
cases, which they are requ ired to wear 
and cany. The SW·1 watches only have 
the low power setti ngs. The 10 cards 
have a non-removable red stripe run
ning down the center. The card ( ase 
docs not have the explosive charge. 

The Curriculum 
Basic curriculum, some of which is 
elective, includes operation of Orion 
Foundation equ ipment, weapons use, 
Orion procedures and history, u narmed 
combat, WEB methods and procedures, 
and various other espionage trlldecrall 
skills not normally learned as part of a 
regular profession. Graduates are given 
a O-level skill in these areas. 

The three mandatory classes arc First 
Aid, Orion Prucedures"' , and WEB Pro
cedures"'_ An agent who does not have 
the First Aid skill when he arrives at 
the Academy will learn the s kill at 0 
level; an a gent who al ready has the 
skill at 0 or 1. raises it nne level. 

In addition to the mandatory courses, 
student agents must study two ranged 
weapon skills and two close combat 
skills from the followin g lists. 

Ranged Weapons 
Basic Firearms/Pistol 
Rifle 
Shotgun 
SMG 
Knife Throwing 
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Close Combat 
Basic Melee 
Knife 
Club/Blackjack 
Fencing 
SpearlStaff 
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Students also must select onc skill 
from each of following cate gories_ 

Spec ialty I Specialty 2 
Animall'raining Pi c kpocket 
Concealment Shadowing 
Cryptography Stealth 
Disguise Su rveillance 
In ten-ogation Su r vival 
Lockpicking 'I'l-acking 

Technical! Technical 2 
Basic Heavy Weapons 
Bt·ibery* 
Demolitions 
Electronics 
Escape Artistt·y* 
Fingerprinting 

,. Denotes new skill 

Gu nsmithing* 
Oriental 

Martial Arts 
Security 

Systems* 
Seduction '" 
Street~marts* 
Tinkering'" 

The fol low ing are new skills not listed 
in the TOP S ECRET/S. !.'" game set. 

ORION PROCEDURES 
AT'l': I NT COST: 2/3/5 PRE: -

This ski ll is used when an agent wants 
to reme mber tt certa in p iece of Orion
related informat ion or to determine if 
a n ite m of Orion-issue equipment was 
used properly. Actions which would 
require an ORION PROCEDURES roll 
include trying to remember where the 
Pisces Bureau headquartel's is located 
or if the agent was able to operate his 
SW-I properly to reach un overhead 
satelli te. 

wlm PROCEDURES 
ATI: lI2 INT COST: 2/5/9 PRE: -

This skill is used when an agent wants 
to identify someone who mig ht be a 
known WEB agent. or recogniJle evi· 
dence which could lead to u WEB spon
sor ed operation. For example, a 
successful WEB PROCEDURES roll 
might allow an agent to connect the 
company name of Spinner Enterprises 
to a WEB plot currently under investi
gation_ 

BRIBERY 
A'IT: WIL COST: 31214 PRE: -
This skill a llows an agent t o know 
when, how, what, and how much toofTer 
someone in a specific situation. The 
Wealth advantage gives an agent a +5 
modifier per point spent on the advan
tage when using Bribery. 
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ESCAPE ARTISTRY 
AT1': REF COST: 4/5/6 PHI!;: 9 

Th is is a specialty skill. with Luck pick· 
iog as a prereq uisite sk ill . The agent 
with this skill can esca lle ["rom ropes, 
handcufTs. s t l"Uight jackets, a nd other 
uncomfortahle situations by popping 
joints a nd relaxing muscles. Double· 
joi nled agents get a + 15 mod iller to 
t heil' skill check. Clumsy agu nts suffer 
a - 10 modil1er penalty. 

GUNSMITHING 
NIT: DEX COST: 4/2/4 PRE: I 

This is a mechnn ical ski ll and require!! 
Basic Tool Use as a prerequisite. 'l'hi s 
skill enables an agent to rcpair UI' mod· 
ify fi relll'ms and to construct silencers. 
If the agent lacks the proper tools, a 
-20 modifier is a pplied to I'epair at · 
tempts. A Gunsmithing likiU averoged 
wi th a Metalworking sk ill allows the 
agent to build firearm !:! if all the neces· 
sory components and tools are avui lable 
und a successful skill check is made. 
Th~ rcfm'ee has the option of declaring 
that a particular weapon is too badly 
damaged to repair. 

SECURITY SYSTEMS 
ATT: INT COS1': 4/3/6 PRK9 

This is a spt.'Cialty skill which enahles 
an ngent to locate, identify, and neut ra l· 
i1.e or bypass intrusion det~tion sys· 
tern!!. Lockpicking, Demolition , or 
Safecracking skills arc needed to defeat 
the physical security (locks) of the tar
get , therefore Lockpicking is considered 
a prerequisite. Electronics or Surveil· 
lance skills give a +5 modifier per level 
to the Seclll"ity Systems sk ill ch(.'Ck rol l. 
Usc whichever skill is more appropriate 
for the modil1er based on the circum· 
sblnces. 

SEDUCTION 
A1'1': WIL COST: 3/3/6 PRE: -
This is Ii specialty skill which allows an 
agent to attempt to use his or he r physi. 
cal charms to learn information 01' to 
convince a target to do something. At· 
tractive Appearance III!OWS a +5 modi· 
fier per point spent on t he advantage. 
The Sensuality advantage allows a + to 
modifier to the WIL check. Unatt ractive 
agents have a -5 modifier per point 
spe nt un the disadvantage. Uncouth 
agents have a -20 modifier. PreSence 
cnn be II +5 or -5 modifie r, depending 
on the total of the other modifiers. All 
modifier!! are cumulative when using 
this skill. 
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STREETSMAHTS 
ATT: PRE COST: 3/2/5 PRE: -

Agents with this specia lty sk ill know 
where the black Inarket usuHlIy can be 
found and how to deal with it. They also 
can gain in formation a nd servicc from 
members of the crimi na! clement. This 
skill can lead agel1 ts to WEB crimi nal 
act ivities si nce they can move in the 
saine circles a s the W £ B agents. If an 
agel1t with t hi s sk ill is not fluent in the 
language of the area, the sk ill is used at 
112 the sk ill level. 

TINKERING 
NIT:: 112 INT COST: 5/3/6 PHE: 3,5,7 

Th is is a mechanical skill with prereq· 
uisites ofBu~ic j\·l t.'Chanic, l\.lctalwor k· 
ing, and Electronic!!. This skill enables 
an agen~ to rework, rebuild, modify, 
improve, or construct uquipment on an 
emergency ba sis uut of almOSL anything 
" found" while on :J mission. Devices 
subjected Ln Lhe attentions of a Tinker· 
ing agent may be smuller, have more 
functions, or have a completely different 
appearance. They might even work. If 
the agent lacks the proper tools, a -20 
modifier is applied to the T inkering 
attempt. Age nts with a Basic Science 
Deb'Tee get a + LO mod ifier; those wi t h 
e it her an EIt.'Ctrical or Mechanicnl Engi· 
neering Degree get a +20 modifier. 
Modifiers arc not cum ulative. The sk ill 
level in Tink ering cannot be higher 
than the lowest level currently held in 
any of the t hree prerequisite ,;kills. 

One catagory of new skills, called 
UNUSUAL WBAPONS, is not one of 
the Academy 'fi forma l classes, and is 
only taught in independent study 
courses to ,;tudents with an avid desi re 
to learn about obscu rc weapons. No 
more than two obscw'c wcapons should 
be allowed pel' agcnt team. With the 
referee's permission , using an obscure 
weapon as the aglmt's primary (perhaps 
only) weapon could be the agent's ego 
signature. 

WEAPON WT. COST($) 

Bolas 3 50 
War Boomerang 2 25 
Plastic Chakram 1 15 
Metal Chakram 2 25 
Chu·Ko·Nu 12 3000 
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BOLAS 
/\'n : r.,'lOV COST: 514/5 
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Th is skill allows the agen t to t hrow the 
South AllIel'ical1 cnlangli ng weapon . ;\ 
bola consis ts of two or th, 'ce balls a t · 
tached to rope !'Itrands. When thrown 
succesfifully, it entangles t he legi' or 
arms of t he target, causing Id6 points of 
bruise damage. It will cau se the upper 
01' lower body to be wrapped with the 
rOlle, "cstl'icting the actio ns 0 " move· 
ments of the target. 

BOOMERANG, WAR 
A1'1': MOV COST: 3/4/6 PRE: -

This skill is lIsed to throw flat , curved, 
thl'owing missiles used by Austt'a lian 
ahor igine tribes. "Toy" boomerangs will 
return to t he thrower, but on ly do ld4 
poinL~ of bruise damage and have a 
CCV of 5. Wtlr and hunting boomerangs 
do not return when thrown . 

C HAKRAM 
A1'1': MOV COST: 3/416 PRE: -

These di sks arc similar to plastic death 
rings, but have sharpened outer edges 
to caase cutting or slashinu damagc and 
do l1<)t contain drugs or poison . Pl astic 
chakram can be safely cal'ried through 
a melal detector. Metal chakram do 
mol'c damage. Both types arc ava ilable. 

CHU·KO-NU 
ATT: D"~X COST: 3/4/6 PHE:-
Thi s weapon is also known as a Chinese 
repeati ng crossbow. In well·trained 
hands, it is capable of firing 12 bolts in 
15 st.'Conds. The cho·ko·nu fires 
specialiy·made, light bolts thut calise 
1d4 wound damage, not the 11.16 of u 
regu lar cros..'lbow boll. How(Jver, the cho· 
ko·nu has a magazin(J which holds 12 
bolts. Reloading takes two rounds. The 
specinl bolls cost three dollars ench a nd 
only can use standard tips . Other tips 
will not feed through the mag-tlzine. The 
cost of the cho-ko·nu is so high because 
the weapon is considered rare. r.J 

HANGE DAMAGE CCV 
20/35/50 Spec . 
20/40/60 11.16 B 10 
20/4sno Id4 W 5 
20/40f60 Id6 W 10 

40/100/200 Id4W 25 
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