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Magic. Real magic. It’s not like you will believe me 

when I tell you it really exists, but there we have 

it. You know that incident with the dragon in Nepal 

last month? That was magic. Sherlock Holmes chasing 

Jack the Ripper through London’s East End last 

week, that was also magic. And before you ask, 

the incident in Boston surrounding the auction of 

Poe’s pen, yes…that too.

Do you want to know how I got started in this? Do 

you remember Jim from next door? You know the 

neighbor that always loaned us his lawn mower, as 

long as we did not mow the yard during whatever 

game he was trying to watch. You will never guess 

what happened to him, it seems he disappeared 

while having some friends over last Sunday. I reported 

it to the authorities, said I saw a large man and a 

man just gotten out of the hospital, because he 

was totally wrapped in bandages, but the next 

thing you know, two agents were on my doorstep, 

with an order for my recruitment to now work for 

the government. I work for a secret government Sam
ple 
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agency known as G.A.I.A (also known as the Government 

Antiquities Investigative Agency). This agency is 

something you have never heard of, and probably 

won’t be able to find many, if any at all, that will 

even admit to its existence. It’s been around since 

the early 20th century, and has been the place 

where the best agents go to finish out their careers 

and guess who now oversees investigating Jim’s 

disappearance? I tell you, it is me.

It’s not the only weird thing that needs to be 

investigated either. So, you will never guess what 

they assigned me today to check out in the city 

of New York. A dragon, a real honest to goodness 

dragon. It seems to be eating cars, messing up 

rituals, and causing a loud sound that is scaring 

the natives. That’s what the report says anyway, 

it seems that this is the thing gumming up the 

works in the New York sewers. I guess those legends 

about alligators in the sewers had to start somewhere 

after all. I am not sure we know what we are going 

to do about this particular event, and our one and 

only dragon expert seems to be lost in Mongolia....Sam
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peoples in various locations, from the legends 
of the European tribes, to those found in the 
Western hemisphere among the native tribes 
of North and South America. There have 
always been guardians of the Earth, protecting 
the rest of humanity from what crosses over 
from the other side. This time it is your turn, 
as an Agent of G.A.I.A.

This setting can emulate any of your favorite 
modern urban fantasy shows or novels. It is 
a fun way to bring magic and technology 
together, it can also emulate the whole 
monster-of-the-week genre. This setting was 
designed to bring worlds like The Librarians, 
Supernatural, Warehouse 13, Kolchak the Night 
Stalker or The Dresden Files to your Savage 
Worlds Deluxe table.

Welcome to Agents of G.A.I.A. This setting 
is designed with one specific thing in mind, 
to bring a modern urban fantasy setting to 
the Savage Worlds Deluxe. In this setting 
you will find classes, archetypes, spells and 
equipment all designed for modern characters. 
What this setting does is bring our version 
of the urban fantasy genre to the core book. 
It is designed around one goal, and that is 
that if you have a book that already exists 
in your library, feel free to use it as is. There 
is no reason that it cannot be used with 
this setting. It is entirely up to you what 
sourcebooks you want to include in your 
Agents of G.A.I.A. game.

there is a veil that exists be-
tween worlds. This veil has 
hidden the world of shadow 
from the world of the mun-
dane for many years. Occa-
sionally there comes some-

one special, a person able to see to 
the other side of the veil and see the 
shadow beyond. It is unknown how 
this person sees beyond the veil, but 
however they do it they see a world 
that others do not believe even exists.

Creatures can pass through the veil, and 
some that are close to human can even hide 
on our side of it. Most of these creatures are 
benign, and live among us peacefully. However, 
those that wish humanity harm exists too. 
There are tales of changelings existing into 
the modern age, rumors of dragons and even 
Greek myths come to life. In addition to these 
newly crossed over creatures, there are 
instances of ones that have lived here in secret 
for many years, such as werewolves, mummies 
or vampires. Several of these can be allies, 
but watch your back. Things are not always 
what they seem.

The crossing of creatures through the veil 
has been happening as long as humans have 
lived on the planet Earth. These accounts can 
be seen in the legends of all the ancient 
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