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Modern Arms Guide

INTRODUCTION
From silent special forces divers and reconnaissance

specialists to covert submarine captains and hostage
rescue teams to raucus fighter pilots and strike forces
around the world, soldiers and wheelmen play a vital
role in safeguarding the world. They are the agents sent
into hostile territory to distract or destroy the enemy,
gather intelligence, and pave the way for more subtle
operations. They are the armies, navies, air forces, 
and special forces recruited and trained to endure the
most hostile conditions and not only survive, but thrive.
They are the Agency’s ultimate defense, and its greatest
weapon.

Whether carefully infiltrating an enemy organiza-
tion to capture a critical leader or storming a jungle
compound, cutting it off from the world with surgical
precision before destroying it, all soldiers and wheelmen
have one thing in common — they’re the adrenaline
junkies of the modern espionage genre. The Spycraft
Soldier/Wheelman Class Guide™ introduces players to 
this world of thrilling high-stakes spying, offering them
the chance to take part in the most dangerous game
against the most powerful foes the world has to offer.

How to Use This Book
Like the Modern Arms Guide,™ this book is intended

as a broad expansion to any d20 system game, though
it’s primary link is to the Spycraft espionage RPG. All
the new rules here are d20 compliant, and every vehi-
cle, weapon, and gadget is ready to be dropped into
your favorite d20 game setting.

This book both expands the chase, combat, and
vehicle material first seen in the Spycraft Espionage
Handbook,™ and presents many previously unavailable
options. It maintains the cinematic flavor set forth in
the core release, but widens the selection of weapons
and vehicles to include many combat options and 
nearly all vehicle options available today:

• In the arena of weaponry, this book contains all the
gear options and rules for using massive-scale weapons
above the calibers seen in the Modern Arms Guide, such
as field artillery, vehicular cannons, guided missile
racks, and the like.

• In the arena of vehicles, this book contains over 200
basic vehicle types (e.g. “racing motorcycles”, “tanker
ships”, and “drone helicopters”), completing the lists
first presented on pages 147–151 of the Spycraft
Espionage Handbook.

In one case, this expansion has precipitated some
reorganization. A small number of vehicles have moved
from the air, ground, and water groups to the personal
group, which is now governed exclusively by the Bal-
ance and Handle Animal skills (see page 33). For exam-
ple, jet skis (formerly water vehicles governed by the
Boating skill) are now personal water vehicles (see page
98), governed by the Balance skill. This change was
made to more adequately represent vehicles which are
collectively guided by the distribution of an agent’s 
personal body weight. We hope this change doesn’t con-
fuse or irritate anyone. 

Special Note: Future Spycraft and Shadowforce
Archer™ supplements will include vehicles and ordi-
nance from both the Spycraft core release and this vol-
ume, as appropriate. 

What’s in this Book
The Soldier/Wheelman Class Guide is divided into

four chapters, each offering new agent options or mech-
anics.

Chapter 1: Prestige Classes introduces twelve new
classes for agents to pursue, including vehicle special-
ists in each of the five primary groups (personal, air,
ground, heavy and armored, and water), combat spe-
cialists (such as the hunter, the street fighter, and the
bodyguard), and support specialists (like the medic and
armorer).

Chapter 2: New Rules covers a wide variety of game
mechanics for common soldier and wheelman activities
and agent options for any character, including twenty
new departments, over 35 new feats spread across near-
ly every tree seen in the Spycraft core release, and rules
for personal ordinance — massive-scale weapons used to
take out vehicles and outposts (or guard them). A selec-
tion of new gadgets is also included in this chapter.

Chapter 3: New Chase Options allows the GC and
players to experience the incredible action of chases in
almost any environment, including ice, dirt, and rugged
terrains, and offers rules for targeting vehicle vital
spots, leaping vehicles, and taking vehicles into combat.
Many new chase maneuvers and effects can be found in
this chapter.

The Spycraft Vehicle Guide
Finally, the last chapter of this book contains the

official Spycraft Vehicle Guide, introducing complete
statistics for all stock models, as well as new qualities,
masterwork modifications, ordinance, and gadgets to
give each vehicle that extra edge in the field. The rules
herein take you from the R&D showroom to the garage,
allowing agents to requisition and then personally mod-
ify any vehicle they can think up.
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Prestige Classes

Class Features
The following are class features of the stingray.
Class Feats: The stingray gains the following feats 

at 1st level.
Armor Proficiency (Light)
Armor Proficiency (Medium)
Weapon Proficiency (Melee)
Weapon Proficiency (Hurled)
Weapon Proficiency (Handgun)
Weapon Proficiency (Rifle)
Weapon Proficiency (Tactical)

Unrelenting: The stingray re-ceives a +1 compe-
tence bonus to all Constitution checks and
Con-stitution-based skill checks. Further,
the stingray may spend an action die
to put off making drowning checks
for 1 minute (ten rounds). This
may be done multiple times for
a single breath so long as the
stingray still has action dice
available. Once this period is
over, drowning checks begin
(or resume) at the previous DC.
This is the stingray’s core 
ability.

Competitor: The stingray is
committed to an intense regimen
of physical training that allows
him to excel in his chosen environ-
ment. At 1st level,the stingray receives
the Advanced Skill Mastery feat for his
Athletic feat.

At 5th level, he receives the Grand Skill Mastery feat
for his Athlete feat.

At 9th level, he receives the Perfect Skill Mastery
feat for the Athlete feat.

The stingray’s prerequisites for these feats — includ-
ing agent level — are waived.

Flippers: At 2nd level, the stingray’s underwater
speed is increased by 5 ft. (with or without fins). Further,
if the stingray wears fins on land, his movement rate 
is only reduced by 5 ft. (instead of 10 ft., as is standard). 

At 7th level, the stingray’s swimming speed increas-
es by an additional 5 ft. (to a total bonus of +10 ft.) 
and fins grant the agent no speed penalty on land.

Bonus Feat: At 3rd level, the stingray receives a bo-
nus melee combat or covert feat. 

At 7th level, the stingray gains an additional melee
combat or covert feat.

In each case, the stingray must meet all requirements
for the bonus feat before selecting it, including

ability score and base attack minimums.
Clear Waters: At 4th level, the
stingray’s visibility range is doubled

when underwater (see page 64).
Sneak Attack: Also at 4th

level, the stingray deals an
additional 1d6 damage when
either flanking a target (see
the Spycraft Espionage
Hand-book, page 171) or
attacking a target that is cur-
rently denied its Dexterity

bonus to Defense (in-cluding
flat-footed and immobilized

opponents). 
At 8th level, this bonus damage

rises by an additional +1d6 (to a total
of +2d6).

Ranged attacks normally gain this bonus
only if the target is within one range increment. Beyond
that, the accuracy needed to hit the target’s vitals is dif-
ficult to achieve.

The stingray may make a sneak attack with any
weapon (or unarmed attack), even a weapon that deals
subdual damage. However, he cannot use a weapon that
deals standard damage to inflict subdual damage dur-ing
a sneak attack, even by accepting the standard 
–4 penalty to do so. Further, he cannot use strafing 

Table 1.9: The Stingray
Base Fort Ref Will Def Init Budg Gadg

Lvl Att Bon Save Save Save Bon Bon Pts Pts Special
1 +1 +2 +0 +1 +0 +0 3 +0 Competitor (advanced), 

custom rider, unrelenting
2 +2 +3 +0 +2 +1 +1 6 +1 Flippers +5 ft.
3 +3 +3 +1 +2 +1 +1 9 +2 Bonus feat
4 +4 +4 +1 +2 +2 +2 12 +3 Clear waters, sneak attack +1d6
5 +5 +4 +1 +3 +2 +2 15 +3 Competitor (grand)
6 +6 +5 +2 +3 +2 +2 18 +4 Go deep
7 +7 +5 +2 +4 +3 +3 21 +5 Bonus feat, flippers +10 ft.
8 +8 +6 +2 +4 +3 +3 24 +6 SEAL training, sneak attack +2d6
9 +9 +6 +3 +4 +4 +4 27 +6 Competitor (perfect)
10 +10 +7 +3 +5 +4 +4 30 +7 Ghost walk
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New rules
• When the agent scores a critical hit against a vehicle,

he may adjust the hit location roll by +1 or –1. He may
adjust the hit location by an additional +1 or –1 at 4th
level, and every four levels thereafter. When this modi-
fier is used to increase a result above 10, it becomes 1.
Conversely, when this modifier is used to decrease a
result below 1, it becomes 10.

• Bonus Feat: Any chase or style feat. The agent must still
meet all prerequisites for the feat, including ability
score and base attack bonus minimums.

Special Forces
Already well trained in covert operations, special

forces operatives make excellent agents. Their rigid mil-
itary discipline, combat expertise, and special skills
make them a welcome addition to any team.

Special Talents

• +2 Dexterity, –2 Charisma.

• +1 department bonus to Reflex saves. This bonus
increases by +1 at 4th level, and by an additional +1
every four levels thereafter.

• +1 department bonus to Demolitions and Move Silently
checks. This bonus increases by +1 at 4th level, and by
an additional +1 every four levels thereafter.

• Bonus Feat: Any covert or basic combat feat. The agent
must still meet all prerequisites for the feat, including
ability score and base attack bonus minimums.

Stick Jockey
Recruited from tank crews, air forces, and navies,

stick jockeys are blessed with highly acute senses and
extensive combat experience.

Special Talents

• +2 Dexterity, –2 Constitution.

• Once per session, a stick jockey may learn his oppo-
nent’s choice of chase maneuver before selecting his
own. The stick jockey may use this ability once more per
session at 4th level, and every four levels thereafter. If
two or more opposing stick jockeys use this ability dur-
ing the same chase round, none must reveal his maneu-
ver early; resolve the maneuver choices normally. In this
last case, both stick jockies are considered to have used
this ability this round.

• +1 department bonus to Reflex saves. This bonus
increases by +1 at 4th level, and by an additional +1
every four levels thereafter.

• Bonus Feat: Any chase or basic combat feat. The agent
must still meet all prerequisites for the feat, including
ability score and base attack bonus minimums.

Infantry
Agency operatives recruited from the military mass-

es are invariably distinguished prior to their arrival,
through their combat prowess or other accolades. 

Special Talents

• +2 Constitution, –2 Intelligence.

• +1 department bonus to Fortitude saves. This bonus
increases by +1 at 4th level, and an additional +1 every
four levels thereafter.

• +1 department bonus to cover and concealment
Defense bonuses. This bonus increases by an additional
+1 at 4th level, and an additional +1 every four levels
thereafter. The agent only gains this bonus when 
he’s benefitting from a cover or concealment Defense
bonus granted by true cover (as opposed to an ability
such as the soldier class’s portable cover). 

• Bonus Feat: Any combat feat. The agent must still meet
all prerequisites for the feat, including ability score and
base attack bonus minimums.

Peace Officer
Agents from law enforcement organizations around

the world — such as the American DEA or Germany’s
Bundeskriminalamt — gain the following benefits.

Special Talents

• +2 Intelligence, –2 Strength.

• +1 department bonus to Will saves. This bonus increas-
es by +1 at 4th level, and by an additional +1 every 
four levels thereafter.

• +1 department bonus to Spot and Surveillance checks.
This bonus increases by +1 at 4th level, and by an addi-
tional +1 every four levels thereafter. Further, the agent
may attempt Surveillance checks unskilled.

• Bonus Feat: Any ranged combat feat. The agent must
still meet all prerequisites for the feat, including ability
score and base attack bonus minimums.

Racer
The Agency generally avoids well-known celebrities,

whose disappearance might be noticed. Racers are thus
recruited early in their careers, before they gain notori-
ety or arrogance.

Special Talents

• +2 Dexterity, –2 Strength.

• +1 department bonus to all maneuver and crash checks.
This bonus increases by +1 at 4th level, and by an addi-
tional +1 every four levels thereafter.
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New Eyewear and Eye
Drops

H.U.D. Lenses: Short for “Heads Up Display” lenses,
this design is based on a display principle usually found
in aircraft — particularly military aircraft. These lenses
provide the agent with constant, real time updates about
opponents during combat, including their current posi-
tion, heading, and speed, as well as projected position
over the next several seconds.

Gadget Point Cost: 1
Weight: —
Spot DC: 25
Mechanics: When the agent makes a successful

ranged attack against an opponent, the H.U.D. lenses
provide a +1 circumstance bonus to all attacks made
against that target during the next round of combat.

Overhead Tactical Display Lenses: Overhead tactical
display lenses provides the agent with a real time aerial
view of the current tactical situation, usually transmit-
ted from an Agency satellite. Such satellites utilize the
latest in thermal imaging, allowing the gadget to func-
tion even indoors or underground. The overhead tacti-
cal display allows the agent keep his team abreast of
enemy movements, mitigating the danger of being
caught in a crossfire or otherwise flanked. 

Gadget Point Cost: 2
Weight: 3 lbs.
Spot DC: Automatic
Mechanics: Each time one of the wearer’s comrades

is flanked by an attacker, he may make a Spot check
opposed by the attacker's Hide skill. With success, 
the agent may inform his ally of the impending danger
with a free action warning, after which the ally may not
be caught flat-footed or targeted by a sneak attack.

Penetrator Lenses: Designed to detect thermal and
profile variances caused by armor thickness, these lens-
es display weak points in a targets' armor, highlighted
by a neon green overlay.

Gadget Point Cost: 3
Weight: —
Spot DC: 25
Mechanics: When an agent wearing these lenses

makes an attack, any damage resistance and hardness
the target benefits from are each reduced by one.

Target Analysis Lenses: Designed to help an agent
determine the best target for an attack, these lenses
color-code potential targets according to their vulnera-
bility, incorporating each potential target's speed, size,
cover, and other protection.

Gadget Point Cost: 2
Weight: —
Spot DC: 25
Mechanics: The agent knows the current Defense of

every character within sight, including all temporary
and permanent bonuses.

Threat Lenses: Designed to detect stress levels, heart
rates, and other “tells," these can often warn an agent of
imminent attack by enemy operatives — even those
whom the agent wasn't aware of two seconds prior.

Gadget Point Cost: 1
Weight: —
Spot DC: 25
Mechanics: The agent gains a +4 circumstance

bonus to his awareness and Sense Motive checks to
avoid surprise.

Protective Gear Options
Fibermesh Armor: Constructed of space-age polymer

fibers, and woven using a precise computer process,
fibermesh armor is the next generation in personal 
protection. Lightweight yet sturdy, the material appears
to be kevlar, even upon close inspection and testing.
When worn, however, it’s clear that the material is 
a good deal lighter and more supple, allowing the agent
much greater freedom of movement.

Gadget Point Cost: +2
Weight: —
Spot DC: 30
Mechanics: This process may be applied to any 

light or medium armor, which must be requisitioned
separately. The process increases the armor's maximum
Dexterity bonus by 2, and reduces its armor check
penalty by 2. This process may not be applied to armor
requisitioned with gadget points.

HALO Rig: The “High-Altitude/Low Opening” mili-
tary skydiving gear package is designed for those para-
chuting from extreme altitudes.

Gadget Pick Cost: 1 each
Weight: 75 lbs.
Spot DC: Automatic
Mechanics: While wearing this suit, the agent suffers

no penalties from extreme cold and lack of oxygen. 
The oxygen tanks have a 30-minute air supply.

Hardened Joints: At first glance, these gadgets
appear to be nothing more than a thick fabric brace
applied to support a joint under stress. In reality, 
however, they’re designed to support and reinforce the
agent’s joint, providing extra durability. 

Gadget Point Cost: 2
Weight: —
Spot DC: 25 (under clothing), or obvious when

uncovered.
Mechanics: Hardened joints increase an agent's

Constitution by 2 points. An agent may only benefit
from one set of joints at a time, whether hardened, 
reinforced, or reflexive (see below).

Reflexive Joints: A series of microscopic electrodes
and conductors, the reflex joints supplement an agent's
natural neural pathways, activating his reflexes faster
and more fluidly than is normally possible. Reflex joints
are disguised as simple athletic braces.

                                                                                      






