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EXPERT CLASS REQUIREMENTS 
The following descriptions and requirements are included so that characters can prepare for Expert 

classes yet to be released.  
 
Ace (World on Fire): The Ace is an expert specialist with a few favored vehicles, mastering their use 

in ways no one else can achieve. Base Attack Bonus +3 or higher, Drive 6+ ranks, Favored Gear (any 
vehicle). 

Edgemaster (World on Fire): The Edgemaster is an intense melee weapon specialist who lives to 
school those who bring guns to what’s very clearly a knife fight. Charisma 13+, Battering Blows, Dueling 
Basics. 

Forward (World on Fire): The Forward is a cutting-edge commando. He often partners up with 
snipers for astounding battlefield results, and dominates with the next generation of combat drones. 
Indirect weapon proficiency, Favored Gear (any 1 Electronic pick), Simulator Jockey. 

High Roller (World on Fire): The High Roller is a suave jet setter possessing uncanny luck and rarely 
matched style. Streetwise 4+ ranks, The Dice Are Hot, Fortunate.  

Medic (World on Fire): The Medic is the angel of the battlefield, able to patch up almost any injury 
and see his teammates back through even the most lethal action. Medicine 4+ ranks, Bandage, 
Survivalist. 

Mole (World on Fire): The Mole is an infiltrator and corrupter whose specialty is quickly spoiling 
enemy organizations — from the inside. Intelligence 13+, Bureaucracy 6+ ranks, Superior 
Documentation.  

Ninja (World on Fire): The Ninja is a master of shadow warfare possessing skills for physical 
infiltration and silent violence that border on the supernatural. Dexterity 13+, Burglar, Steel Rain. 

Provocateur (World on Fire): The Provocateur burrows into his enemies’ hearts and minds, laying 
bare their most sensitive secrets. Science Focus (Pharmacology), Silver Tongue, World Traveler.  

Saboteur (World on Fire): The Saboteur is a talented sneak and explosives artist. His enemies rarely 
know what hit them. Sneak 4+ ranks, Attention to Detail, Explosive Basics.  

Spin Doctor (World on Fire): The Spin Doctor is connected to the media at every level, controlling 
public awareness and opinion to damn his enemies and conceal his team’s activities. Bluff 6+ ranks, 
Actor, any 1 Style feat. 

Street Knight (World on Fire): The Street Knight is part adrenaline junkie and part action hero, a 
vehicular crusader with the skills to make a difference in any urban mission. Base Attack Bonus +3 or 
higher, One Hand on the Wheel, Speed Demon. 

Terrorist (World on Fire): The Terrorist strives to shake up the status quo, forcing everyone to 
commit to a cause lest they get swept aside in the action. Wisdom 13+, Hard Core, Safe House. 
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MASTER CLASS REQUIREMENTS 
The following descriptions and requirements are included so that characters can prepare for Master 

classes yet to be released.  
 
Chosen (World on Fire): The Chosen is blessed with the full power of The Edge, a martial champion 

on the way to becoming a full-blown legend. Nine Tiger Dynasty Faction, Interest (The Edge), Base 
Attack Bonus +6 or higher, Resolve 4+ ranks, Fortunate, any 1 Melee Combat feat. 

Cipher (World on Fire): The Cipher is a mystery wrapped in an algorithm shielded by an encryption, 
the best of the Banshee Net’s hackers and an enigma to friend and foe alike. Banshee Net Faction, 
Interest (The Edge), Computers 10+ ranks, Investigation 4+ ranks, Black Cat. 

Crusader (World on Fire): The Crusader is a slippery social investigator, always on watch for the 
manipulations of Paradox’s ancient foes. Paradox Faction, Interest (The Eternals), Blend 4+ ranks, 
Falsify 10+ ranks, Defensive Driving. 

Godfather (World on Fire): The Godfather is a wiseguy on the rise through the ranks of the 
Bloodvine Syndicate, a criminal powerhouse overflowing with influence and “moxy.” Bloodvine 
Syndicate Faction, Falsify 4+ ranks, Impress 10+ ranks, Manipulate 4+ ranks, any 2 Style feats. 

Majestic (World on Fire): The Majestic is a world-class superspy with a diverse array of talents, 
once employed for the good of Queen and Country. Shadow Patriot Faction, Charisma 15+, Impress 4+ 
ranks, Talented, any 1 Tradecraft feat. 

Spectre (World on Fire): The Spectre is a premier operative in the Krypt’s Cadaver Corps, able to 
slip through missions like a ghost, completing objectives with none even realizing he was there. Krypt 
Faction, Base Attack Bonus +6 or higher, Drive 4+ ranks, Sneak 10+ ranks, Ambush Basics. 
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OPEN GAME LICENSE 
 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 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 in conjunction with a work containing Open Game Content except as expressly licensed in another, 

independent Agreement with the owner of such 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. 

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. 
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15.  COPYRIGHT NOTICE: Open Game License v1.0a Copyright 2000, Wizards of the Coast, Inc. System Rules Document Copyright 2000, Wizards of 

the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson. Spycraft 

2.0 Rulebook, Copyright 2005, Alderac Entertainment Group, Inc.; Authors Alexander Flagg, Scott Gearin, and Patrick Kapera. Spycraft 

Espionage Handbook Copyright 2002, Alderac Entertainment Group, Inc.; Authors Patrick Kapera and Kevin Wilson. Spycraft 1960s Decade 

Book Copyright 2003, Alderac Entertainment Group, Inc.; Authors Robert J. Defendi, B.D. Flory, Scott Gearin, Clayton A. Oliver. Spycraft Agency 

Copyright 2004, Alderac Entertainment Group, Inc.; Authors Steve Crow, Alexander Flagg, B.D. Flory, Clayton A. Oliver, Steven Peterson. 

Spycraft Battlegrounds Copyright 2005, Alderac Entertainment Group, Inc.; Authors Andy C. Davis, Alexander Flagg, Clayton A. Oliver, Jason 

Olsan, Patrick Parrish. Spycraft Mastermind Guide Copyright 2004, Alderac Entertainment Group, Inc.; Authors Steve Crow, Alexander Flagg, 

B.D. Flory, Clayton A. Oliver. Spycraft U.S. Militaries Guide Copyright 2004, Alderac Entertainment Group, Inc.; Authors Dave McAlister, Clayton 

A. Oliver, Patrick Kapera. Spycraft World Militaries Guide Copyright 2004, Alderac Entertainment Group, Inc.; Authors Dave McAlister, Clayton 

A. Oliver, Patrick Kapera. Spycraft Modern Arms Guide Copyright 2002, Alderac Entertainment Group, Inc.; Authors Chad Brunner, Tim 

D’Allaird, Rob Dake, Michael Fish, Scott Gearin, Owen Hershey, Patrick Kapera, Michael Petrovich, Jim Wardrip, Stephen Wilcoxon. Spycraft 

Faceman/Snoop Class Guide Copyright 2003, Alderac Entertainment Group, Inc.; Authors Alexander Flagg, Clayton A. Oliver. Spycraft 

Fixer/Pointman Class Guide Copyright 2003, Alderac Entertainment Group, Inc.; Authors Scott Gearin. Spycraft Soldier/Wheelman Class Guide 

Copyright 2003, Alderac Entertainment Group, Inc.; Authors Chad Brunner, Shawn Carman, B.D. Flory, Scott Gearin, Patrick Kapera. 

 

 

OPEN GAME CONTENT 
This class requirement preview is done under version 1.0a of the Open Game License and the draft version of the d20 System Trademark 

License, d20 System Trademark Logo Guide and System Reference Document by permission of Wizards of the Coast. Subsequent releases of this 

document will incorporate final versions of the license, guide and document. 

Crafty Games’ intention is to open up as much of the World on Fire class requirement preview as possible to be used as Open Game Content 

(OGC), while maintaining Product Identity (PI) to all aspects of the Spycraft intellectual property. Publishers who wish to use the OGC materials from 

this release are encouraged to contact pat@crafty-games.com if they have any questions or concerns about reproducing material from the World on 

Fire class requirement preview in other OGL works. Crafty Games would appreciate anyone using OGC material from the World on Fire class 

requirement preview in other OGL works to kindly reference the World on Fire class requirement preview as the source of that material within the 

text of their work. Open Game Content may only be used under and in accordance with the terms of the OGL as fully set forth in the opposite column. 

DESIGNATION OF PRODUCT IDENTITY: The following items are hereby designated as Product Identity in accordance with section 1(e) of the 

Open Game License, version 1.0a: Any and all Spycraft logos and identifying marks and trade dress, including all Spycraft product and product line 

names including but not limited to The Spycraft 2.0 Rulebook, Flags, Ten Thousand Bullets, the Toolkit series, World on Fire, The Spycraft Espionage 

Handbook, Control Screen, Agency Guide, Battlegrounds Sourcebook, Mastermind Guide, Modern Arms Guide, Faceman/Snoop Class Guide, 

Fixer/Pointman Class Guide, Soldier/Wheelman Class Guide, Season Book #1: Gentleman’s Agreement and all subsequent Season Books, 1960s 

Decade Book and all subsequent Decade Books, The Shadowforce Archer Worldbook, The African Alliance Chamber Book, The Archer Foundation 

Chamber Book, The Company Chamber Book, The European Commonwealth Chamber Book, The Guardians of the Whispering Knife Chamber Book, 

The Pan-Asian Collective Chamber Book, The Room 39 Chamber Book, The Russian Confederacy Chamber Book, and all subsequent Chamber Books, 

The Hand of Glory Threat Book, The P.E.R.I.L. Threat Book, The Shop Threat Book, and all subsequent Threat Books, website support materials 

(including, but not limited to, all free game support items such as Living Spycraft. Shadowforce Archer, and other setting missions and the Errata and 

Master Rules Documents), and all Spycraft logos; any elements of any Spycraft setting, including but not limited to capitalized names, organization 

names, Faction names, project names, code names, characters, gadgets, historic events, and organizations; any and all stories, storylines, plots, 

thematic elements, documents within the game world, quotes from characters or documents, and dialogue; and all artwork, logos, symbols, designs, 

depictions, illustrations, maps and cartography, likenesses, and poses, except such elements that already appear in the d20 System Reference 

Document and are already OGC by virtue of appearing there. The above Product Identity is not Open Game Content. 

DESIGNATION OF OPEN CONTENT: Subject to the Product Identity designation above, all portions of the World on Fire class requirement 

preview are designated as Open Gaming Content. 

USE OF MATERIAL AS OPEN GAME CONTENT: It is the clear and expressed intent of Crafty Games to add all classes, skills, feats, gear, and NPC 

statistics contained in this volume to the canon of Open Game Content for free use pursuant to the Open Game License by future Open Game 

publishers. 

Some of the portions of this release which are delineated OGC originate from the System Reference Document and are © 1999, 2000 Wizards 

of the Coast, Inc. The remainder of these OGC portions of this book are hereby added to Open Game Content and if so used, should bear the 

COPYRIGHT NOTICE: “Spycraft Copyright 2006, Crafty Games.” 

The mention of or reference to any company or product in these pages is not a challenge to the trademark or copyright concerned. 

‘d20 System’ and the ‘d20 System’ logo are Trademarks owned by Wizards of the Coast and are used according to the terms of the d20 System 

License version 1.0a. A copy of this License can be found at www.wizards.com. 

Dungeons & Dragons® and Wizards of the Coast® are registered trademarks of Wizards of the Coast, and are used with permission.  

All contents of this release, regardless of designation, are copyrighted year 2006 by Crafty Games. All rights reserved. Reproduction or use without 

the written permission of the publisher is expressly forbidden, except for the purposes of review of use consistent with the limited license above. 


