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IF YOU’RE CAUGHT
The Bureau will always assist an agent in jail -

unless doing so would jeopardize the Organization.
Then agents are out in the cold.

After the bloody Massacre of ’77, the offices of Bureau 13 went deep underground.  Even today’s agents do
not know where many of the headquarters facilities are located anymore.   It is assumed that Bureau Offices are still
located in the Washington DC area.)   Field teams have knowledge of facilities in Bangor Maine and Maryland.

However, when in desperate trouble, an agent can use the emergency phone number: (248)  334-4191.
Contact will be immediate and may not be what an agent expects.

LIMITATIONS
While this is a covert organization, Bureau 13 is also a duly authorized sub-division of the Justice Depart-

ment.
Which means that B13 agents have no authority to leave the confines of America unless in the direct

pursuit of a known felon. (Although the Royal Canadian Mounted Police are often willing to ignore this if serves
the course of justice and the paperwork checks out.  On the other hand, the Mexican Federal Police are well
known to be real sticklers about the finer details of the law  and often carry automatic weapons and  high explo-
sives. Bureau agents rarely have the desire to encounter the agents of the  Policía Secreto Mexicano (Mexican
Secret Police) without enough cash for bribes.

NOTE
If a Bureau 13 agent should leave the country for any other reason they are under the laws of those other

soverign nations.   This is when they may need assistance from other Paranormal Agencies. (see: Friends, Neutrals,
Enemies and Supernatural Agencies).   Many of these agencies are considered friends of Bureau 13 but some may
be extremely hostile to Americans.  Getting Americans out of Foreign Jails is problematical and even difficult for the
Bureau but not impossible.

History               Basics

as usual on Monday.
2001 Brutal attacks on America trigger a war on Terror that changes the nation forever.  Bureau shifts
operations to help other agencies involved in counter terrorism.
2003 With America’s primary enemies crushed the war against the US and Britain takes a sinister
direction.   Nations who despise what America stands for and former European friends look for paranor-
mal solutions to put America in its place.
2004 President of the United States assinated by unknown parties in the guise of Islamic Fundamental-
ists.  Clone is substituted with disasterous results for the next 4 years.  The US government has turned
into  a mass of political backbiting and bickering under a President now out of touch with reality.
2012 Now

BUREAU REGULA TIONS
Rules for the teams are simple and direct.  There are no guidelines for methods of operation or books

of procedure.  Each Bureau agent knows there are 6  basic rules to be followed at all times.

BUREAU 13 BASICS
RULE 1 Don’t get Caught
RULE 2 Don’t Leave Evidence
RULE 3 Use Violence Only if Necessary
RULE 4 Cover Your Tracks
RULE 5 Make Civillians Believe a  Rational

Explanation for the Fantastic
RULE 6 Nobody Gets Left Behind

BUREAU 13 AGENT BASICS
RULE 1 Lots of Cash Works Wonders
RULE 2 Backup is Your Friend
RULE 3 Don’t Depend on Magic
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Robert Harrison
Sci-Fi W riter and Senior Agent of Bureau 13

At 42 years of age Robert Harrison is a well known
Science fiction writer.  Not quite in the ranks of Heinlein,
Lacky or Watt-Evans he is recognized for his ‘Pookon of
Mars’ novels and a grosse of good short stories.

With a bachelors degree in English Literature and
Anthropology from Brown University in Rhode Island,
Harrison is a full time writer who tinkers with old cars,
brews his own beer,  and travels to Science Fiction Con-
ventions for fun, profit and a free dinner.   He is a great
crowd pleaser and the Sci-Fi fans really like him.

But Harrison has another side.  His involvement
with a Bureau 13 team at the 1993 World Science Fic-
tion Convention in Detroit saved a number of lives as he
crushed the skull of a Werewolf with his silver plated
Hugo Award for best short story.  While the fans thought
it was a great skit Harrison knew otherwise and found
himself shadowed by a covert organization.

To his amazement the supernatural was real, and
a Government Agency called Bureau 13 was out to liqui-
date its more malignant aspects.  For nearly a century
and a half, this group had been funded as a necessary
arm of the US Secret Service, the real Secret Service
created by Lafyette C. Baker for President Lincoln in the
early 1860’s.

Due to a disastrous confrontation in 1977 the
agency had lost nearly all of its operatives.  Now the
agency was desperate for imaginative and competent
personnel who could accept the paranormal and deal
with it effectively.  In Harrison,  the Bureau saw an extreme asset, a person who could adapt to the strange, a writer,
and a good person.

Harrison was given the chance to join the agency and keep quiet about it or face the wrath of an IRS audit.
Realizing he could never survive the horrors of a tax audit, he joined without a moments hesitation.

In the years that followed his life was forever changed as he learned more about the organization and the
paranormal horrors that quietly hid on the fringes of society.  Robert Harrison did not just adapt, he excelled.

PHYSICAL DESCRIPTIONPHYSICAL DESCRIPTIONPHYSICAL DESCRIPTIONPHYSICAL DESCRIPTIONPHYSICAL DESCRIPTION
Smart Hero :  CR 5
Medium Sized Human
HD 4d4 -4/1d8 -1   HP: 17
Mas 08   Int  +0   Spd  30 ft.
Defence  12  Touch  12  Flat Footed 12

BAB  +3  Grappling  +3
Atk  +3 Melee (weapon), or
+3 Ranged (Damage by Weapon Type)
FS  5ft. by 5ft.

SV  Fort +0  Ref +2  Will +2
AP  8  Rep +3
Str 11  Dex 11  Con  08  Int 14  Wis 10  Cha 11

Skills:
See Below
Feats:
See Below

Robert Harrison

Occup ation:  Creative (Bluff, Computer Use, Craft [writing])
Skills:  Bluff +5, Computer Use +7, Craft (pharmaceutical) +3, Craft (writing) +16, Decipher Script +11, Disable Device +3,
Forgery +6, Gather Information +3, Investigate +7, Knowledge (Arcane Lore) +5, Knowledge (Business) +5, Knowledge
(Civics) +4, Knowledge (Current Events) +4, Knowledge (Earth and Life Sciences) +5, Knowledge (History) +4, Knowledge
(Physical Sciences) +4, Knowledge (Popular Culture) +6, Knowledge (Streetwise) +4, Knowledge (Tactics) +3, Knowledge
(Technology) +4, Knowledge (Theology and Philosophy) +4, Move Silently +2, Navigate +4, Perform +2, Profession +1, Read/
Write Language +2 (English, Arabic), Repair +4, Research +7, Search +4, Speak Language +2 (English, Arabic), Spot +2
Feats:  Bureau Agent, Combat Expertise, Combat Martial Arts, Creative (Craft [writing], Perform), Personal Firearms Profi-
ciency, Simple Weapons Proficiency, Studious
Talents (Smart Hero):  Savant (Craft [writing]), Plan
Talents (Bureau 13 Agent):  Supernatural Sensitivity, Create Background.          Possessions:   Weapon   56 Chevy
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Blood Diamonds as well as controling values.   They are ruthless in stopping any company or individual
who has an effect on their business.

The Geneva Group is the arch enemy of the Carstairs-Wade family in New Freesia, WVA.
They know this family is producing synthetic diamonds that are virtually perfect and indistinguishable
from natural diamonds.  They want the technology.    From espionage to high tech assasination teams,
they have hit this family several times and in turn had devastating consequence.

What they don’t understand is that Magic is involved, very powerful magic that is protecting the
valley in WVA, the family, estate and local town.   The incineration of three DeBaers Board Members
shocked the Council into a temporary lull in hostilities until they understand exactly what is happening.

The Bureau and the Geneva Group
The Geneva Group has recently began to track suspected Bureau operatives and know there is

some form of Black Agency associated with and now protecting  the Carstairs-Wade Family.
This ‘Black Ops Diamond Conflict.’ may well grow into a bloody war with a large number of

civillians caught in the crossfire.
The Bureau would like to avoid this, but the Geneva Group is vastly powerful and has resources

world wide backing  their agendas.   Their access to high tech and mercenaries makes them an even
match for any Bureau team.

The Red Road Goblin Army
Central Pennsylvania

A social collective of Goblins under charismatic leadership.
PHYSICAL DESCRIPTION    Humanoid Ditch Goblins
CLASSIFICATION Chaotic Evil

Along Interstate 80 across Pennsylvania is one of the new threats to America.   This is the Red
Road Goblin Army that hides in the ditches, abandoned deep mines and wilds.   Formed in the 1950's,
this small cadre of ditch Goblins has found a new social path tempered by education and the teachings
of Karl Marx.   Most Ditch Goblins are solitary scavengers, picking the remains at the edges of civiliza-
tion and hiding most of the time.   These Goblins are smarter and aggressive in nature.

Headed by a great Goblin called
Stalleen, the chosen 100 are now picking off the
isolated stranded motorist and occasionally
hijacking a truck.   There is no real pattern to
these attacks yet though Bureau 13 fears this
crime wave  may spread to the Western and
Southern US of the band splits into cells.

Victims of the attacks are spirited away
to become food for the Army and their posses-
sions bartered to a few knowledgable individu-
als for special items including revolvers and
knives.

Several captured Goblins tell of a Deep
Mine turned into a Collective Kingdom where
Goblins are taught by Comrade Staleen.   This
is a safe place that will see the birth of a new
generation of Smart Goblins that plan to sup-
plant humanity.   The bureau has a breather on
this as Goblins are not fast breeders.   The
average goblin gestation is 10 years and a
generation can take 30 years to mature from
infancy without magic.

185Enemies               Enemies
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186Forbidden                 Knowledge

cp Copy Potected
cu Cursed
in Indestructable

BANNED BOOKS
Magic is power and to use it you need knowledge.  Magic

does have rules and these rules are ancient.   More then 20,000
years ago the first humans began to experiment with magics
and were taught by supernatural forces.  These were recorded
and eventually became scrolls and books of magic.

       “My assist ant tried to Photocopy a rare
Grimoire and it nearly tore his arm off...”

                 Matthias Bolt.

While copies of books start out as just copies, older
books that are used start to absorb the magic around them.
This extensive contact eventually leaks into a book and can
eventually manifest as the book takes on a personality of its
own.   Generally this personality is the general spirit, good or
evil of the books users.    Given time and power a book may
actually begin to help the spellcaster and have spells of its own.
These books become highly protective of their Mage owners
and themselves.

While many of these Grimoirs and tomes of magic have
been locked in dark libraries, vaults and the workshops of
Mages for hundreds of years, a suprising number have re-
surfaced and have even been known to be for sale on ebay.

Danger to User Rarity
dx4 Very Low ra4 Common
dx3 Medium ra3 Uncommon
dx2 High ra2 Rare
dx1 Critical ra1 Unique

Special
ac Attracts Old Gods
ad Attracts Demonic Influences
am Attracts Magic

REAL BIG BOOK Of   Demon Summoning
A recently published book of higher demon summoning with a bad history for those who have

used it.   About 700 still exist after the print run was dumped in a land fill in New Jersey.  It will always
give the summoner something a half notch higher then  they can control.   What happens next is the
whim of the creature summoned.
Year Country Danger Known Copies Cost Special
1976 US dx3 700+ $500 ra3,ad

MarHaba Mashwl
An ornate and illustrated Arabic book on feeding the unholy and keeping the supernatural at bay

after summoning. This book is highly dangerous for novices, even in later abridged or modified edi-
tions.  It has been copied several times and it is believed there may be 100 copies of the original
and 300 of the edited versions.
Year Country Danger Known Copies Cost Special
1697 Egypt dx1 100+ $100 K ra2,ad,am
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BUREAU TEAMS

TEAMS OF BUREAU 13
These are examples of Bureau Teams scattered across the US.

NAMING TEAMS
The name of your team is created by the Team.   From Team Freemont to Team Kamakazi thise

monikers stick with a team.   By accident or design, they add personality to the agents.

193Teams                Teams
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April Smith

Seth Green

Stefano
Renault

Gwen

Fleischer

Father

Murphy

TEAM FREEMONT
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Name Team Fremont
Location Fremont Neighborhood, Steattle, WA
Active Members 6
Team Leader Seth Green
Assist ant Team Leader : Plato Ferris
Team Members    April Smith (Psi), Gwen Fleischer (Psi), Father Patrick Murphy (Priest), Stefeno
Renault (Mage)
Team Cover    Seth is the editor of the Low Tide Review, a free alternative newspaper that covers the
Seattle Scene and also spreads disinformation.
Background

After Team Seattle self-destructed after one of the team members lost control of a captive djinn,
the Bureau reconstituted the Team based on the recommendations of a retired agent in Seattle. Seth
Green and Plato Ferris had an encounter with Sylvester the Mummy Cowboy.  After returning Sylvester
to the care of the retired agent, they were recruited by the Bureau.  Afterwards, they recruited April
Smith and Gwen Fleischer.  The two women were running a scam, where Gwen would use her psychic
charm to lull a mark, and Gwen would then telekinetically pick his pocket.   Father Patrick Murphy was
recruited after he had an encounter with the wayward Sylvester.  Sylvester stopped by the Father’s
homeless shelter in the Pioneer Square district, before going off to bet on some horses with some
strippers. Sylvester had an active afterlife.   Stefeno Renault was recommended by the White Witch of
Fremont, Sharon De Monet. Stefano is an up and coming mage, and took to Bureau magic training like
a frog to water.

Team Fremont’s area of responsibility is the Puget Sound region and the Olympic Peninsula.
They use their cover as reporters for the Low Tide Review to investigate those supernatural beings that
plague the Northwest. Currently they are monitoring turf wars between European and Native American
pixies.
Cont acts   Andrew Standley (retired agent and owner of the Ye Old Curiosity Shope, a Bureau low
security storage facility), Chief Sealth (ghost), the Fremont Troll, the White Witch of Fremont and her
coven, and various ghosts and spirits that peacefully inhabit Seattle.

FROM Team Fremont LOCATION Seattle,  WA
STATUS Nominal DATE 06/02/2009

DETAILS   It was another warm Seattle day when report came over the police scanner. Another
reported spotting of giant rats in the Seattle underground. Only this time they were wearing clothes and
taking pictures of the Underground tour group. The local Gendarmes were of the opinion that
someone’s homemade bots were the cause of the disturbance, but our resident psychic, Gwen
Fleischer, had been having dreams of rats in pants and dresses for the past week.

When Stefano and I arrived in our cover as reporter and photographer for the Fremont Low Tide Re-
view there was nothing to be seen. The Low Tide Review is an alternative newspaper we run to cover
our activities in the Puget Sound region. The CSI team were making casts and photographing the place
extensively. Which is fine with us, as we have a long-term tap on their computer. But there’s nothing
like a good pass with the Kirilian over the place the rats had been seen. I got nothing but a light level,
as I use the Kirilian as a light meter for my digital camera.

I took a couple of photos and then slipped on the spirit camera filter on and took a couple more.
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NothLuchadores
The Mexican equivalent of Bureau 13 is as public as it gets.  Luchadores are masked wrestlers

that hone their skills in the squared-circle of alchemical fame.  These complex routines are seen as
entertainment by the masses, but in actuality they are training exercises for Mexico’s elite fighting force
of peace keepers.

Mexico was able to begin a disinformation campaign with the Bureau’s assistance in the 60’s
and 70’s, via a series of motion pictures showcasing dramatized encounters of Luchadores battling the
paranormal.  These films were so successful at disinformation that to this day most people are unaware
of the double lives of Luchadores.

There are two rules all Luchadores generally follow. The first rule is that they must never re-
move their mask in public or they will lose their entire honor and with that the mystical power of millions
of fans worshipping them in the ring. The second rule is they must always fight for the rights of inno-
cents even at the expense of their own lives or again they will lose all of the powers and abilities pro-
vided by fan worship.

The mask of a Luchadore is usually the gift of a wizard that has chosen the Luchadore to be a
champion. Once a Luchadore earns these enchanted masks (and sometimes capes as well) the gain
further increases to agility and strength. Some masks even grant the wearer the ability to harm super-
natural creatures as though their hands were made of the appropriate bane.

Luchadores rarely operate outside of Mexico, but are starting to spread to the South Western
United States thanks to some Bureau 13 influence.  The most notable example being Rey Supremo
who is attempting to organize a
recruiting drive to help quell vampire
outbreaks in Southern California.

Luchadores gain a +1 to Dex
and Con at all times their mask is on.
This increases to +2 with an additional
+1 to Strength for two days following a
successful win in a public match. A
Luchadore’s mask can be enchanted
to give the owner a +2 to all Will and
Reflex saves. When a Luchadore
reaches 10th level his hands hit as
holy weapons and can also cause
damage to incorporeal creatures.

Should a Luchadore lose a
public match or have his mask re-
moved in public all of these bonuses
are negated and an additional -1
penalty to all saving throws is incurred
until victory and honor are restored
publicly.

203Teams                Teams

Sometimes being a
Luchadore is just
a Hands On Job...
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The Roach HotelThe Roach HotelThe Roach HotelThe Roach HotelThe Roach Hotel
The building is an old abandoned store set for demolition. The front is boarded and the rear

bricked shut. Front windows are sealed. If agents break in, they find a door leading to the back rooms.
The door suddenly opens and the creature is seen. It is quite literally a roach wearing a hat and coat. It
yelps and vanishes in an astounding burst of speed. The door to the basement slams shut.

Traps
Encounter Level: 5

At the base of the stairs is a pool of water that hides a sticky substance that will instantly bind to
any material that is not living. An agent running through this 5x5 patch must make a DC 20 Ref save or
they will fall and be immobilized. The gunk will only stick to their clothes, not to their skin, so shedding
their clothes will release the agent from the trap. This will take 1d6 rounds.

The basement's east door is closed. If the door is opened it will activate a trap set by the roach.
Agents will have to make a DC 15 Dodge when a jury-rigged TV spits a single shot, 4 inch wide, par-
ticle beam through the wall on the other side of the basement. The beam will do 5d6 damage in the
form of molecular disintegration.

In the floor is a newly opened tunnel into a high-tech area. The end of the tunnel is the airlock of
a starship.

The Airlock
The airlock is a simple structure with a row of three buttons on its right side. The top button

226Scenario                Scenario
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Feats Level Gained Info

Talents Level Gained Info

Weapon IN HAND Attack Damage Critical Range Type Size RoF

WeaponS Ammunition
Magazine:
Magazine:
Magazine:
Magazine:
Magazine:
Magazine:

ARMOR Bonus Penalty Weight Speed Max Dex Proficient DR

Allegiances

 240
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Bureau 13 Agent
An EZ Character Generation T emplate for d20
Once a person has encountered something supernatural or aliens from
beyond the borders of our sky, talented individuals are offered positions
with the Bureau.

Prerequisite
Encounter supernatural/alien entities/situations

Skills
Assigned Knowledge (Arcane Lore), Knowledge (Theology & Philosophy),
and Knowledge (Civics) as permanent class skills and receive a +1
competence bonus on checks using these skills.

Bonus Feat s
Personal Firearms Proficiency & Armor Proficiency (Light).

Wealth Bonus Increase
+2 for personal use. +6 for purchase of mission related items.

Remember that these items remain the property of the Bureau and may have to be returned or recovered at the
end of the mission.

Issued Equipment
Light undercover vest, FN Model 5-7 handgun, Bureau Standard sunglasses and Bureau standard cell
phone.

245Utility Sheets              Utility Sheets

BUREAU 13
13th Bureau of the US Justice Dep artment

FIELD DISPATCH
Teams

Standard
Special Operations

Bureau Offices

ADVISORY
COUNCIL

Technological Assessment
Magical Assessment

INFORMATION
Administrative

Data Processing
Research
Records RESEARCH

Technological
Magical
Foreign

FACILITIES
Supply S torage

Short T erm Storage
Long T erm Storage

Detainment

Director
Unknown

OPERATIONS
Administration

Social & Economic
Advisory

Security Advisory

Administrative &
Budget

Financial

Purchasing &
Procurement
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On the Dark S treets
Congratulations, you’re now a member of

the most secret government agency you’ve never
heard of, The legendary 13th Bureau of the
Justice Department, also known as: Bureau 13.

Your mission is to serve and protect the
citizens of the United States of America from all
forms of malevolent supernatural beings, spirits,
deities, aliens, and Things Man Should Never
Know.   You will be familiar with all of these during
your career as a Bureau 13 Agent.

So ready your cross and your 9mm and
prepare to head out with your fellow teammates
and go:   Stalking the Night Fantastic

Bureau 13 is the Gencon Award winning
RPG of Modern Horror and Paranormal Adventure.

This Special d20 OGL Package includes:

* Expanded Edition for d20
* 254 Pages
* Friends & Enemies
* High Tech Equipment
* Ultra-Modern W eapons

Stalking the Night Fant astic
Bureau 13  d20 Edition

TriTacGames.com

Tri Tac Games
235 West Fairmount

Pontiac, MI.

Bureau 13

d20 Edition

RPG Game Rules

#3066 cd/pdf TRITAC

In 2010  You are the Hunters of Evil.
You are Also the Hunted.

* Expanded Bureau 13 Adventure
* New Expanded Psionics System
* More then 100 Encounters
* Utility Sheet s
* and Lot s More!


