
You’re the PanDominion’s greatest weapon. 
But you don’t officially exist..

Join the ranks of Intervention... and be a saboteur, a 
protector, a spy or assassin, tasked with protecting 

the trillions of citizens of the PanDominion. 

The Intervention Agency Handbook delves into the 
top-secret universe of High-Space, revealing the 
inner workings of an Agency where anything goes...

Discover...

Far-future Black Ops 
with killer-tech... 
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 » The inner-workings of the Galaxy’s 
most secretive organization

 » Who really runs the the PanDo from the 
shadows

 » New character & starship edges
 » Special ops starships (with deckplans!)
 » A ready-to-go mini-mission to test 

your agents’ mettle.

Sa
m

pl
e 

file



 

Author: Patrick Taylor

Additions: Doc’ Joe Sweeney & Ray Duell

Editor: Ray Duell

Proofing: Julian May

Artists:  Roman Lutsenko, Doc’ Joe 
Sweeney

Dedication 

To our families for their love.

To our friends for their help and support.

To our fans for their encouragement, and their terrific feed-
back.

Legal

This game references the Savage Worlds game system, 
available from Pinnacle Entertainment Group at www.peginc.
com. Savage Worlds and all associated logos and trade-
marks are copyrights of Pinnacle Entertainment Group. Used 
with permission. Pinnacle makes no representation or war-
ranty as to the quality, viability, or suitability for purpose of 
this product.

Copyright 2017 by Patrick Taylor & StoryWeaver Games.

All Rights Reserved.

No part of this publication may be reproduced or transmitted 
in any form or by any means, electronic or mechanical, 
including photocopy, recording, online, or any information 
storage or retrieval system, without permission, in writing, 
from the publisher.

Intervention
AgenCY Field  Guide:

1

Sa
m

pl
e 

file



 

2

Contents

Introduction 4

Inside the Agency 8

Who knows? 8

Operations 9

Agents of Intervention 9

Handlers 10

Remits 12

Capitol Sector 12
Carina Nebula 14
Cassio Sector 16
Sector Handler: Eleo Lacini 16
Gloombridge Sector 18
Lagoon Sector 20
Strozi Empire Sector 20
Soamata Sector 22
RedBan 22
Solaris Sector 24
The Frontier & Gateway 24
The Zone 28

Archetypes 30

Blenders 30
Cerebellum 30
Remoteorator 31
Space-Rogues  32
Surveillan 32
Synthforcer 33
Trouble Shooters 34

Character Edges 36

Biocamo (Paramorphic) 36
Biocamo (Heteromorphic) 36
Drone swarm 36
Improved drone swarm 36
Greater drone swarm 37
Master drone swarm 37
Glanding (Neurosolphonoid) 37
Glanding (Metrasynesthesia) 37
Glanding (Plasticellulinum) 37
Temporary Redaction 39
Osteo-Weapon 39

Hindrance 39

Tethered 39

Starship Edges 40

Combat Conversion (Crude) 40
Combat Conversion (Discrete) 40
Tactical Lifepod 

(single FTL pulse, boarding gear) 40

Starship Templates 41

Mini-Mission 50

Uplift: Failure is not an Option 50

Overview 50
Intervention Mission Parameters 50
The Voxa System 51
Insight explorer ‘Vasquez’ 51
A mixed reception 52
Enemy within 52
Epilogue 53

Sa
m

pl
e 

file



 

3

Sa
m

pl
e 

file



In
tr

od
uc

tio
n

4

Introduction
The PanDominion is a ‘galactic utopia’ that is 
highly functional, yet it does occasionally require 
‘dysfunctional’ people to get their hands dirty to 
protect it, sometimes from itself!

Luckily, a tiny percentage of people are born with 
genes that can defy the powerful social and genetic-
conditioning which is otherwise required for a society 
of the PanDominion’s size and diversity to function 
properly.

These genetic aberrations are often referred to by 
derogatory terms like ‘knuckledragger,’ or ‘dewclaw,’ 
or ‘DNA-tard.’

There are also politically correct terms used by the 
media such as ‘retrogressive’ or ‘decelerated uplifts.’

These people see themselves on their own terms, with 
which they self-identify, such as ‘Wildcard,’ ‘Black-
sheep,’ and ‘Ellipticals.’

Wildcards tend to have a definite sense that they do 
not belong, and they miss the feeling of belonging, 
but more than anything else they bridle against the 
pre-destined nature of the lives that most people live. 
They see alternatives they are not allowed to act on. 
They have ideas that are suppressed. All this leaves 
them very unsatisfied. If left to their own devices, they 
can often become criminals, or worse.

The star-spanning utopia of the PanDominion is faced 
by threats, both internal and external, that the bulk of 
the population is poorly equipped to handle. This is 
where the Wildcards come in. They can be recruited 
to do the jobs that literally no one else can. And 
the organization that employs the majority of them 
is called the Intervention Agency. It is a shadowy, 
unofficial group that employs even shadier people to 
do its clandestine work.Sa
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