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Name Juliette Shotkoski Race Human
Rank Legendar y Role Palat ine

Agility d8 Smarts d10
Fighting d10 Investigation d10

Shooting d12 Knowledge (Theology) d10
Stealth d8 Notice d6

Streetwise d8
Taunt d8

Spirit d10 Strength d8
Intimidation d8 Climbing d4

Persuasion d10 Vigor d8

Charisma -3 Pace 6

Parry 7 Toughness 6

Hindrances Type
Death Wish Minor

Mean Minor
One Eye Major

Edges
Hard To Kill Marksman

No Mercy Trademark Weapon

Personality/Motivation
Sister Juliette Shotkoski is assumed to be a stereotypical ruler-
wielding knuckle-rapping nun. She would laugh at this and 
add "I'd be those knuckle-rappers worst nightmare."

Campaign Use

Juliette will not hesitate to offer information, training, and, ob-
viously, her opinions in her own special, brutally honest way.

Gear
Karabin wzor 98a Rifle (Range 24/48/96, Damage 2d8, 
AP 1, RoF 1, Shots 5)

Quote

“Inaction is the Devil's rifle." 
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            ARCHDEACON OF
Strategic Operations
Archdeacon Marolf runs the Congregation of Strategic Opera-
tions and is in charge of recruiting, training and guiding its men 
on missions for the Holy Father. This position holds control over 
about eighty percent of the field operations within CROSS. Ma-
rolf also holds command over any field work done by other divi-
sions if there is a chance for combat activity. 

             Anton Marolf   
Anton Marolf, from Switzerland, was the first person appointed to 
this position and still holds the title. He is a career military man 
and runs his division much like the Swiss Army. He is a major 
proponent of the multi-division teams and often makes requests 
to have various disciplines on his missions. For the most part, the 
other archdeacons are content to oblige the requests but dislike the 
fact they lose control of their members for those missions. 

                           Background 
Anton Marolf was the youngest of eight boys born into a military 
family. While all able-bodied men are required to join the mili-
tary in Switzerland, the Marolf family has committed to military 
careers since Anton's great-great-grandfather committed to a life 
in the service.

While all the rest of the Marolf men wanted to be in the Swiss 
Armed Forces, Anton desired to be part of the Swiss Guard, a 
small force tasked with protecting the Pope and Vatican City. 
After several years in the Swiss Army, Anton was accepted as a 
Swiss Guardsmen and began his service.

In 1981, while on duty in Saint Peter's Square, Marolf noticed a 
man acting strangely just as Pope John Paul II entered the square 
to greet the crowd. Anton confronted the man causing him to 
run off into the crowd. Seconds later gunfire erupted and the 
pope was shot. 

It turned out that the man was Oral Çelik, another gunman plot-
ting to kill the Pope, but was scared away by Marolf. Amazingly, 
Pope John Paul II survived the assassination attempt and even-
tually awarded Marolf the Benemerenti medal, for his service to 
the guard, the Vatican, and the Holy See.

After that, Marolf rose through the ranks to become the Oberst-
leutnant or Lieutenant Colonel of the guard. Anton was thought 
to be next in line to become the commandant of the guard when 
he decided to return to Switzerland and lead the training of the 
future guardsmen. 

Part of Anton's motivation to return to the Swiss Armed Forc-
es was that he would be allowed to participate in international 
missions with other foreign military and agencies to learn new 
techniques to improve the Swiss Guard training.

Marolf became part of Switzerland’s clandestine Projekt-26 
charged with countering an invasion of Switzerland. P-26, SAS, 
and MI6 had struck a deal to provide clandestine training in-
side and outside of Switzerland to enable P-26 to have the skills 
to handle any foreign invasion force. This was the exact sort of 
training Marolf required and went on his first mission with them 
to destroy a known Provisional Ireland Republic Army (PIRA) 
weapons cache. The mission was expected to be lighting fast and 
end without casualties.

The mission went off by the numbers. The factory was devoid 
of life, and the building plans were accurate. In no time, the 
explosives were planted, and the signal was given to evacuate 
the building. As the team approached the primary exit, gunfire 
erupted. Somehow, the PIRA had discovered them. The team 
scattered to find cover, and the SAS agents returned fire. Explo-
sions ripped through the warehouse sending the team running 
to escape the collapsing building

As Anton got his bearings again he saw a shadowy figure sprint 
across the road with two large duffel bags and enter the parish 
next door. Fearing that this person would cause more trouble for 
his besieged team, Anton followed him into the parish. Hearing 
a sound nearby, he moved to the last room at the end of the hall. 
Inside, he could see the man from the road, all in black except for 
his locks of bright red hair. 

The man lifted an access panel from the wood floor and lit a lan-
tern he pulled out from the space. The golden light illuminated 
the man's face and revealed his priest's collar. Slowly and careful-
ly he placed large, long bags into the secret storage compartment 
and then closed it up before sitting down on the ground exhaust-
ed. Anton continued to watch the man for a bit before leaving as 
quietly as he entered.

He rendezvoused with his team near the dock and the SAS man 
told him that some arms were not accounted for. He asked Ma-
rolf if he found anything in the parish. At the time Anton wasn't 
sure why but he simply said no.

All in all, the mission was considered a success. However, Anton 
returned to Switzerland a changed man. He kept thinking about 
the priest hiding those weapons. What made him do that? Ma-
rolf knew the plight of Catholics in Northern Ireland; the British 
were not kind to Catholics in the country. Anton reasoned that, 
perhaps, this priest was just protecting the flock.

The P-26 dissolved soon after the mission and Marolf returned 
to training the new recruits. While neither Marolf or McDonnell 
knew they were at the parish together that day, they discovered it 
years later. McDonnell was looking for a commander for CROSS 
and while following Marolf through his Swiss guard career de-
cided that Anton was something special. One fateful day, Mc-
Donnell entered Marolf ’s life again and offered him the job of a 
lifetime—to protect the flock anywhere in the world.
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Personality/Motivation
Marolf is an unflappable military officer that operates with poise 
and diplomacy in public situations. In private, with his staff, he 
can be passionate, stubborn, and aggressive when crusading for 
approval for his objectives.

Campaign Use
Anton will brief the agents on high profile missions and will 
often directly provide them need-to-know information of a 
highly secret nature.

Name Anton Marolf Race Human
Rank Legendar y Role Palat ine

Agility d10 Smarts d8
Driving d10 Investigation d8

Fighting d10 Knowledge (Battle) d8
Piloting d10 Notice d8

Shooting d12
Stealth d8

Throwing d8

Spirit d8 Strength d8
Intimidation d8 Climbing d6

Persuasion d6 Vigor d8
Charisma — Pace 6

Parry 7 Toughness 6

Quote

“There is no reason for war if you don't have a plan for afterward." 

Hindrances Type
Loyal Minor

Stubborn Minor
Vow (Obligations) Major

Edges

Command Hold the Line!
Leader of Men Level Headed

Tactician

Gear

SIG Pro

SIG SG 550 Rifle w/ SIG GL 5040 Sam
ple 
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           ARCHDEACON OF
    Logistical Services
The Archdeacon of Logistical Services leads the Congregation 
of Logistical Services and is responsible for all of CROSS’s 
possessions including vehicles, weaponry, surveillance gear, and 
real estate. This congregation also handles finding and hiding 
items based on the needs of the organization. They know how to 
fleece the world of what the organization needs by talking to the 
right people and making the right deals. They don't do the spy 
stuff and definitely not the archaeological research, leaving that 
up to the Congregation of Intelligence. 

             VIKTOR BELIKOV
Viktor Belikov is the first and current Archdeacon of Logisti-
cal Services. This congregation was split from Mangini's Con-
gregation of Financial Services when McDonnell hired Viktor. 
Mangini isn't a fan of Viktor, because while he can put just about 
anything in the hands of the requester, the cost is usually high. 
When Viktor busts Mangini's budget, all he will say is, "Is not fair 
price, Mangini? You get what you pay for."

                           Background
Viktor Belikov was born in Kiev, Ukraine, a large industrial 
Republic of the Soviet Union. His father, Oleksandr, worked 
twelve hours a day in a munitions factory, but it was what he 
did on nights and weekends that made him special. Olek was 
an underground priest of the Ukrainian Greek Catholic Church 
which was outlawed by the Soviet government. Olek and oth-
ers like him risked their lives to help their secret congregation 
continue practicing their religion. Viktor’s mother, Levina, 
took care of the family home and also helped in the church 
when needed. Viktor participated as an altar boy in the se-
cret catacombs of his father’s congregation during services. 
 
Sadly, the Church’s persecution continued with raids and arrests 
of more outspoken priests and some of their members. Then, just 
after Viktor joined the Soviet Armed Forces for his mandatory 
service, he got word that the KGB had severely beaten his father. 
Viktor hurried back to Kiev, but he wasn’t able to say goodbye 
before his father succumbed to his injuries. Viktor attempted 
to comfort his mother, but she just wasn’t the same after that. 
Levina began to waste away, becoming bed-ridden, and even-
tually dying. He watched his mother die and was powerless to 
stop it. He vowed to make something of himself and never be 
a victim like his parents. After his mother’s death, he put him-
self completely into his military career. Viktor gladly reenlisted 
when his mandatory service time was up and was lucky enough 
to get accepted into the Military Institute of Foreign Languag-
es. Graduating from the institute allowed him to get work as 
an interpreter and set him up well for a post-military career. 
 
When the Soviet Union fell, Belikov got out of the military and, 
using some family inheritance and the strong military contacts 

he had made over the years, built a small air cargo company. 
Still having a bit of his father in him, Viktor used his compa-
ny to transport goods to anyone that needed them, especial-
ly those persecuted religiously or politically. In time, Viktor 
became known for being able to deliver just about anything 
to anywhere in the world. This ability began to attract the at-
tention of clients with deep pockets. Viktor quickly realized 
that what he was accomplishing was unique. He was eclipsing 
his father and his country, and he would never feel persecuted 
again. Viktor took on more and more clients and did not turn 
away even the business his father would have disliked. Vik-
tor was swept up in his own ego. He was the man that could 
make any deal, move any cargo. He didn’t care what it was or 
who the client was – he just wanted the money and the chal-
lenge. On any given day, he might deliver frozen chickens to 
Africa, rocket launchers to Colombia, or BMWs to Venezuela. 
Then, returning from a meeting in Mali, his plane ran into trou-
ble. Two of the four engines suddenly failed. The pilot began 
emergency procedures and Belikov rushed to the window to 
get a visual on the engines. Flipping up the shade, he expect-
ed to see a smoking engine but, instead, a piercing light burst 
into the cabin. He recoiled in pain, tumbling over the seats into 
the aisle. He opened his eyes and felt them burning – worse 
yet, he could not see. He rubbed his eyes and reopened them 
with no improvement. Pulling himself to his feet, he began to 
head for the cockpit. Then a voice stopped him in his tracks. 

“Viktor, Viktor, why do you persecute me?” 

Viktor knew the line, it was very familiar. These were the 
words that Jesus spoke to Saul on the road to Damascus. The 
words that eventually led Saul to change his name to Paul, 
stop persecuting the early Christians, and become one of 
the most important evangelists for the Christian church. 
The voice continued, “You, my son, are a criminal, but 
there is hope yet. Our people are going to be tested again, 
and I need you to protect them. You, I can tell, are a cyn-
ic, so you will need a miracle to believe again. My son, 
do good things and you will have your sight back." 
The voice was gone, and its sound was replaced with the familiar 
hum of all four airplane engines. The pilot was utterly bewildered 
when Viktor came storming into the cockpit rambling loudly 
about failed engines, bright lights, strange voices, and blindness. 
The crew had not witnessed any of the things that Viktor was 
babbling about, but they calmed him down and got him back to 
Kiev. Over the next week, Belikov met with several doctors and 
had many tests. He had no vision whatsoever, and no tests could 
determine why. One doctor told him it was likely all in his head.  
Reluctantly, Viktor reached out to Father Khalski, a local priest, 
and met him at the parish he served. Viktor told him about his 
encounter on the plane and Father Kahlski told him how efforts 
were underway by the government to persecute the Church once 
again and maybe this event was intended to enlist his help like 
his father once did for the faithful. Finding no other options, 
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Viktor began to help the members of the Church. First supplies, then 
money, and eventually international advocates, Belikov attempted 
to provide everything he could to help defend the Church by this 
new government persecution. Then months later, one fateful Sun-
day morning, Viktor awoke from a dream to find his eyesight re-
stored and one phrase running through his head, "Do good things." 
 
In the weeks and months that followed, Viktor retooled his or-
ganization, monitoring the politics and religious aspects of any 
deals going forward. He made some real enemies as he cut off 
various clients he had made lucrative deals with over the years.  
 
It was at this time that Father Khalski contacted him again. He 
wanted him to meet a Catholic Cardinal by the name of James 
McDonnell. If there was ever a platonic match made in Heav-
en, this was it. Viktor’s organization was a perfect fit for what 
CROSS needed. Viktor’s knowledge of back-channel airways and 
local contacts fit the need for CROSS’s growing slate of missions. 
 
At first, CROSS was just a client, but it wasn’t long before Viktor 
saw the huge need that CROSS had for a good logistics man and he 
ended up taking the position of Archdeacon of Logistical Services. 
Having access to CROSS training instructors, Viktor was ordained 
as a priest to complete the circle of being an underground priest like 
his father before him.

Name Viktor Belikov Race Human
Rank Heroic Role Judas Agent

Agility d8 Smarts d10
Fighting d8 Investigation d8

Shooting d12 Knowledge (World Politics) d10
Stealth d8 Notice d10

Streetwise d10

Spirit d10 Strength d6
Intimidation d8

Persuasion d10 Vigor d4

Charisma — Pace 6
Parry 6 Toughness 4

Personality/Motivation
Viktor has embraced his father’s role in helping his congregation 
to persevere persecution, but he is doing it on a grander stage 
through CROSS. One tricky thing in dealing with him is that he 
cares very little for laws and regulations that hinder him from do-
ing the moral good.

Hindrances   Type
Code of Honor Major

Enemy Minor
Wanted Minor

Edges

Connections Linguist
Luck Marksman

Scavenger

Campaign Use
Viktor is CROSS’s logistics master. If there is ever a need for 
logistical arrangements on or off the CROSS radar, Viktor is 
the man for this. He is also an expert when it comes to the 
current hot spots in the world. He still runs his own cargo 
business on the side keeping up the appearance of the crim-
inal he once was.

Quote
"You want to get what? Impossible. For anyone else but me, that is."
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          ARCHDEACON OF
      Financial Services
The Archdeacon of Financial Services leads the Congregation of 
Financial Services and is responsible for all of CROSS’s financial 
dealings, including discretely managing donations, investments, 
and purchasing.

            Renaldo Mangini 

Renaldo Mangini is the first and current Archdeacon of Finan-
cial Services. He is currently the president of the CCC (See Mon-
ey, page 12) along with his role in CROSS. As the Archdeacon 
of Financial Services, he now handles all the finances for CROSS 
and his vast array of connections allow him to find donors that 
are sympathetic to CROSS's agenda.

                           Background
Renaldo Mangini was the son of parents that were both opera 
singers. For most of his life, Renaldo traveled with them from 
city to city and lived a poor, but musical life. However, in the late 
1960s, the pair became a famous opera duet, becoming very rich. 
Renaldo began researching how to invest his parent's money af-
ter they proved to be poor at managing it. After some successful 
investments, his parents sent him to the University of Milan to 
get a degree in Finance. From there he began a career in finance 
providing for his parents until their death, funding numerous 
entrepreneurs, and sharing his financial success through various 
philanthropic endeavors. It was through one of those endeavors 
that McDonnell and Mangini became business associates and 
good friends. 

Name Renaldo Mangini Race Human
Rank Veteran Role Judas Agent

Agility d8 Smarts d10
Boating d8 Investigation d8

Lockpicking d6 Knowledge (Financial 
World) d10

Shooting d6 Notice d10
Streetwise d10

Spirit d8 Strength d6
Intimidation d8

Persuasion d8 Vigor d8

Charisma — Pace 5

Parry 2 Toughness 7

Hindrances   Type
Arrogant Major
Cautious Minor

Obese Minor

Edges

Connections Filthy Rich

Personality/Motivation
Renaldo created the CCC to provide a way to directly help the 
Catholic population he holds dear. While his intention is to 
help others, he can be arrogant thinking that he knows the best 
way to do so.

Campaign Use
Mangini is a shrewd businessman and may be able to help 
the agents detect fraud, scams, embezzlement, identity theft, 
money laundering, forgery, and counterfeiting. If the agents 
need a significant amount of money for a mission, he may be 
a necessary contact.

Quote

“Finance is about more than making money. It's about achieving 
our goals and supporting those we care about."
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            ARCHDEACON OF
  TECHNOLOGY SERVICES
The Archdeacon of Technology Services leads the Congregation 
of Technology Services and is responsible for creating CROSS’s 
unique weapons and equipment. This includes the Iron Shroud 
armor, cyborg components, and CROSS's other uniquely in-
vented gear. This archdeacon is also in charge of all computers 
systems used by CROSS and also provides Holy Ghosts to the 
Archdeacon of Strategic Operations. The Archdeacon of Tech-
nology also shares responsibility for the systems in all vehicles 
maintained by the Congregation of Logistical Services.

    Dr. Paul Tsang, MD 
As detailed in the history of CROSS (see Technology page 13), 
Paul Tsang handled technology in the early days of CROSS as 
the Archdeacon of Technology Services. The Japanese yakuza 
murdered him for stealing technology from one of their compa-
nies — Konichiwa Technologies. 

       ANDROMEDA "ANDE" 
           STARLIN

Shortly after Dr. Tsang's murder, McDonnell recruited Androm-
eda “Ande” Starlin, and she eventually rose to take Tsang’s vacant 
spot. Unlike Tsang, Starlin was a technological genius and helped 

the congregation design much of the unique gear the agency uses 
today. She was also a major contributor to the cyborg project 
adapting several of her designs for use as cyborg components.

                            Background
Ande grew up in Penrith, west of Sydney with her mother and 
father. Her mother, Robin, was a nurse and her father, Ian, was 
an executive at the Reserve Bank of Australia.

Ande was a popular girl in school, performing in theatre produc-
tions, cheerleading, and beauty pageants. When she was sixteen, 
her father was indicted for embezzlement from the bank,  the 
family’s money was frozen, and their reputation was ruined. Ian 
killed himself just eight days after the story broke. Ande desper-
ately loved her father and only knew of him as a righteous and 
honorable man.

Ande's mother tried her best to raise her daughter but ended up 
leaving her alone much of the time since she had to pull extra 
shifts in the ER at her hospital to make enough money to keep 
their home. Ande felt disgraced at school. Once popular, her 
friends and boyfriend pulled away from her during all the trou-
ble with her father. Eventually, she turned to technology to fill 
the void. Cobbling together a basement full of sometimes illegal 
technology, she began to focus her life on technology and invent-
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ing. After graduating high school, she landed a part-time job in 
a computer store and made enough money to take electronic 
and engineering classes in the evening. Rapidly, she became a 
voracious hacker and a gifted inventor of cutting-edge gadgets 
and weaponry. 

She returned one night from class to find her mom with a man 
for the first time since her father's death. She couldn't stand to 
see her mother with anyone but her father. At the age of 19, she 
piled all of her electronics into a van and shipped it to London 
to begin a new life. 

She worked three years for SIS as a counter cyberterrorism 
agent and continued her inventing part-time filing twenty-two 
patents. Unfortunately, due to the misunderstanding of a slang 
use of a specific Arabic word, sixteen agents that she guided to a 
terrorist cell were slaughtered in an ambush. SIS fired her on the 
spot. However, that very day Ande met James McDonnell and 
joined CROSS. Today she is the head of Technology Services.

Campaign Use
Ande will often have some gadgets with her and will try to 
leverage those in a fight. Her intimate knowledge of every 
piece of CROSS technical gear and her ability to utilize, wea-
ponize and repair almost anything is an asset that any organi-
zation would find useful. Additionally, Ande is a great NPC to 
bring into an adventure to provide the agents with intelligence, 
equipment, and some good snarkiness. She can also cobble to-
gether the most amazing things from the most mundane.

Name Ande Starlin Race Human
Rank Legendary Role Holy Ghost

Agility d6 Smarts d10
Driving d6 Healing d6

Fighting d6 Investigation d10
Piloting d6 Knowledge (Computers) d12

Shooting d4 Knowledge (Engineering) d12
Notice d8
Repair d8

Streetwise d4
Taunt d10

Spirit d6 Strength d4
Intimidation d6

Vigor d6

Charisma -2 Pace 6
Parry 5 Toughness 5

Hindrances   Type
Mean Minor

Vow (Obligations) Major
Stubborn Minor

Edges
Gadgeteer Hacker
McGyver Mr. Fix It

Personality/Motivation
Ande hides her well-to-do childhood and good looks with 
loud clothing, tattoos, body piercings, and a sarcastic and 
snarky demeanor. She will take most compliments poorly 
and will inject sarcasm into every conversation. Deep down, 
though, she is happy to be with CROSS. She loves her role and 
knowing that she is making the world a safer place to live.

Gear
Dagger (Str+d4)

Kevlar Vest (+2, Covers torso only, negates 4 AP)
Loaded cross (Str+d4)
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            ARCHDEACON OF
         Medical Services
The Archdeacon of Medical Services leads the Congregation of 
Medical Services and is responsible for all of CROSS’s medical 
personnel, procedures, and equipment. This includes coordinat-
ing with the Archdeacon of Technology Services on cybernetics 
which is installed by surgeons of the Congregation of Medical 
Services.

             Andre Grenier
Andre Grenier is the first and current Archdeacon of Medical 
Services. Grenier has a deep background in genetics (See Med-
ical, page 13). His cutting-edge work has provided CROSS with 
several procedures to enhance human performance in the field 
and developed drugs to reduce rejection of cybernetics. He has 
also become an accomplished surgeon helping pioneer implant 
procedures to improve patient healing time. 

                             Background
Andre Grenier was born in Baltimore, Maryland to Annette 
Grenier, a successful social worker, and Phillip Grenier, a gifted 
surgeon. He was a happy kid, with a normative childhood. Unfor-
tunately, Annette was diagnosed with leukemia when Andre was 
ten and died two years later. Phillip became more driven in his 
work, likely to avoid accepting the loss of his wife. However, he 
made sure to make breakfast for Andre every morning and bring 
him articles, books, and news from cutting-edge sources on the 
latest accomplishments in medicine. In his way, Phillip was laying 
out a path for Andre to follow that, while it won't allow him to 
save his mother, will enable him to save countless others. 

Eventually, Andre became driven like his father, moving up the 
ranks as a practiced geneticist until he got a prized post at The 
Johns Hopkins Hospital, Baltimore, MD. Today, as an archdea-
con, he has created a congregation that operates as an extension of 
his own hands, allowing him to accomplish many times over what 
he was able to do on his own.

Personality/Motivation
Andre is an incredibly driven individual. He has become a sort 
of polymath of all disciplines that touch on biology. He lives to 
provide solutions to improve CROSS agents' healthcare in any 
way possible and to bring them home safe. He has had abso-
lutely no social life outside of his laboratory lab or the operat-
ing room and is considered by some to be cold, but just lately, 
he seems to have taken a shine to Ms. Starlin.

Campaign Use
Andre is a great source for agents with any biological ques-
tions. He is also the one to deliver news on medical options 
after a significant injury.  

Name Andre Grenier Race Human
Rank Veteran Role Healer

Agility d8 Smarts d10
Fighting d4 Healing d12

Knowledge (Anatomy) d10
Knowledge (Genetics) d12

Notice d6

Spirit d10 Strength d4
Vigor d6

Charisma — Pace 6

Parry 4 Toughness 5

Hindrances   Type
Cautious Minor
Curious Major

Quirk (Socially Awkward) Minor

Edges
Ambidextrous Healer

Quote

“Falling to rock bottom isn't the end, it is the beginning of the climb 
to remake yourself the way you wish you had always been." 
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            ARCHDEACON OF  
 Information Services
The Archdeacon of Information Services leads the Congregation 
of Information and is the repository for all CROSS intelligence 
information, with unfettered access to all Catholic information 
resources, including the Vatican Secret Archives. Members of 
the Archdeacon's congregation process old and new intelligence 
information in support of ongoing missions.

  Michael David Peters   
The current Archdeacon of Information Services is Michael Da-
vid Peters. While not a fountain of endless knowledge himself, 
his ability to find the specific information needed is a key reason 
McDonnell offered Peters the post. Peters does not microman-
age his team, instead counting on the many vital individuals be-
low him to handle day to day operations. His team is loyal and 
in awe of his research skills, running the congregation smoothly 
and efficiently. 

                     Background  
David Michael Peters will be happy to tell you that this is not his real name. 
No one in CROSS knows his real name, which he hasn't used in 42 years. 
"David" is quite new, joining a long line of 287 aliases that Michael has used 
during his lifetime. The dossier photo is the only known photo of the man.

What little has been discovered about or revealed by Peters is that he was 
born in Canada. His mother was in international sales. His father ran the 
household and home-schooled him. His mother would take him on busi-
ness trips, and Michael would walk the streets around the hotel while his 
mother worked.

He loved these trips, not because of the new experiences, but because he 
would do anything to get away from his father. He was harsh and critical 
and sometimes violent. 

At fourteen, Michael ran away from home and began a life of aliases, ca-
reers, cons, and adventures that continue today.

NameMichael David Peters Race Human
Rank Legendar y Role Judas Agent

Agility d8 Smarts d10
Driving d8 Gambling d8

Fighting d6 Investigation d12
Piloting d8 Notice d10

Shooting d6 Streetwise d12
Stealth d8 Survival d10

Taunt d8

Spirit d10 Strength d4
Persuasion d12 Climbing d4

Intimidation d10

Vigor d6
Charisma +2 Pace 6

Parry 5 Toughness 5

Hindrances   Type
Overconfidence Major

Vow (Poverty) Minor

Wanted (CIA) Minor

Edges
Attractive Connections

Linguist Strong Willed

Personality/Motivation
Peters speaks with a soothing voice that can calm the distraught, 
cheer the depressed, and cool the hottest temper. His goal is 
to always control the situation and steer it the way he desires. 
Additionally, since joining CROSS, he gives his salary away and 
attempts to start each day with no money to keep his con-artist 
skills honed to perfection.

Campaign Use
Peters has a knack for getting specific information out of any-
one, anytime, and anywhere. He still does a fair bit of field work 
and agents may find him neck deep in their mission without 
any prior notice. 

Quote
"It's commonly believed that only the most foolish people fall for a 
con.  In fact, most cons succeed, and almost no one knows, especial-
ly the victim."
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          ARCHDEACON OF
    Exorcism Services
The Archdeacon of Exorcism Services leads the Congregation 
of Exorcism Services and is responsible for all of CROSS’s Ex-
orcists, including the planning of their missions, training, and 
research.

Father Cosimo Cavalco          
After an encounter with Doomicus and his minions, CROSS 
recruited Father Cavalco to manage a new congregation of 
Exorcists. McDonnell decided he needed a specialized force 
focused on combating demons, and now he found someone 
he could dedicate to leading and training a new team of Ex-
orcists.

                           Background

Cosimo Cavalco didn't get to grow up with his mother, Aria. 
Just prior to Cosimo's birth she became mentally ill and had 
fits of violence and rage forcing her to be placed in a psychi-
atric ward. Cosimo's father, Giuseppe cared for Cosimo from 
the time he was born. He told the child that his mother was 
sick, but she would get better one day and they could all be 
together as a family. 

Unfortunately, a dozen years passed and Cosimo never was 
allowed to see his mother. He became suspicious of why and 
began to snoop in his father's things. He read correspondenc-
es with the archdiocese about Aria's illness and the possibility 
of an exorcism from a Father Stoger. The most recent letter 
stated approval for the ritual and it was planned for later that 
week at the local parish. Cosimo was only twelve, but he knew 
the parish that was listed on the letter and had walked there to 
Mass with his father hundreds of times. 

Arriving at the parish, Cosimo was able to hear loud prayers 
coming from the priest's quarters. Then he heard something 
else, terrible, a guttural snarling voice spatting profanities. 
The voice was screaming, "Damn you! I do not want to go. 
This bitch is my home!"

Cosimo snuck into the room seeing a woman strapped to the 
bed. He recognized his mother from her photo on his night-
stand, but she was gaunt, pale, and sweaty. Her midsection 
was raised straining against the ropes and she was growling.

The priest continued to chant over her calling for the demon 
to leave in Christ's name — demanding it.

Suddenly, the woman relaxed and turned her head to look at 
the doorway where Cosimo stood a smile twisted up on Aria's 
face like she was seeing a delicious dessert for the first time. 
"Son?"

Shooting out of Cosimo's mother, a torrent of black smoke rock-
eted directly for Cosimo. Stoger scowled as he saw the boy in the 
doorway, but immediately stepped into the space between the 
smoke and the boy and it enveloped him. "No demon."

The priest convulsed and fell to the floor unconscious. Aria 
looked at Cosimo, this time with compassion and love. Cosi-
mo's father came running into the room. At first, he appeared to 
be coming for Cosimo, but then he saw his wife. She smiled and 
he saw her recognition of him. He hurriedly untied her and they 
embraced. A moment later Cosimo was brought to his mother 
and they finally hugged.

Father Stoger, eventually regained consciousness and seemed to 
be nothing more than exhausted from his ordeal. Apparently, 
the exorcism was a success and the Cavalcos were able to be a 
family once again.

Cosimo never forgot what he saw that night. He knew he would 
one day be like Stoger and protect those that couldn't protect 
themselves from Hell's monsters. Cavalco studied under several 
exorcists including Stoger as he expanded his knowledge of the 
supernatural, occult, and demonology.

Cosimo traveled the world hunting supernatural creatures and 
expelling demons which eventually put him on the trail of a 
demon that called itself Doomicus. He found a diary detailing 
dozens of possessions and the heinous things the demon made 
its victim's do in its name. He nearly vomited when he found 
one victim on the list that he tortured for a dozen years — Aria 
Cavalco.
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Name Cosimo Cavalco Race Human
Rank Legendary Role Exorcist

Agility d6 Smarts d8
Fighting d6 Investigation d8

Shooting d6 Knowledge (Demonology) d12
Stealth d6 Knowledge (Occult) d12

Notice d8
Streetwise d8

Survival d4
Tracking d4

Spiritd10 Strength d4
Faith d12

Intimidation d8 Vigor d4
Charisma — Pace 5

Parry 5 Toughness 4

Hindrances   Type
Clueless Major
Elderly Minor

Enemy (Doomicus) Minor

Edges
Arcane Background: Miracles

Harder to Kill Investigator
Power Points (+20)

Miracles
Consecrate Me Desiccate

Dispel Exorcism
Expose Supernatural Fear of the Lord

Hallow Sanctifying Circle
Smite

Quote

"Let the Holy Cross be my light
Let not the dragon be my guide
Step back Satan
Never tempt me with vain things
What you offer are evils
You drink the poison yourself "

Campaign Use

Cavalco is CROSS's expert in demonology. His mind over-
flows with knowledge of the supernatural, occult, conspiracy, 
and history. He can answer just about any question or point 
you to a book that holds the information. Most times, he is too 
busy in his work to be distracted by the agents, but should the 
agents' mission align with his, he will give his undivided atten-
tion to each and every facet of it.

Personality/Motivation

Cavalco is driven to banish demons and combat the supernat-
ural. It is all he cares about, and only exhaustion will stop him 
from his hunt. He is estranged from his family and ignores his 
only daughter. His mission is what he is.

Gear

Heavy Crossbow ( Iron bolts)
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          ARCHDEACON OF
      Mysticism Services
The Archdeacon of Mysticism Services controls the Congrega-
tion of Mysticism Services and guides the use of all non-exor-
cism miracles within the organization. Within the congregation, 
there is a variety of opinions on the moral use of their God-giv-
en Divine power. Many feel that this congregation should ded-
icate itself to only receiving the word of God when offered and 
do not push or pray for intervention from God. Others believe 
that these skills can be honed and channeled to be used as tools 
in the hands of the righteous. A small contingent of Mystics be-
lieves that God grants them the ability to use any mystical power 
or miracle and so however they choose to use them, it cannot be 
the work of the devil. These people argue that they are no differ-
ent than King Solomon who could control the Jinn.

             Efran Edelstein
Efran Edelstein is the current Archdeacon of Mysticism Services 
and personally sees no problem with the use of Divine power in 
any of the ways mentioned. However, he feels that prayers and 
requests should be restricted and used only in the most critical 
cases. McDonnell has pushed him to increase the use of miracles 
in the rank and file of the field operatives, but Efran has only 
authorized the free use of miracles for a small number of agents. 
Edelstein had always come through when the need was dire, so 
McDonnell hasn’t taken any further steps to try to change what 
he sees as deficiency within this congregation. 

                           Background
Efran was born into a Jewish family in Poland. He was not like 
most other Jewish boys because he was tall and blond with Nor-
dic features. What really made him special, though, was that he 
had dreams and premonitions that almost always came true. One 
such premonition led him to join the Zionist youth movement 
Akiva. This organization instilled into Efran a lifelong desire to 
join other Jews in the Land of Israel, free from anti-Semitic dis-
crimination. Perhaps this association helped Efran prepare for 
the worst persecution in Jewish history—the Nazi Holocaust.

The night before the Nazis invaded Poland, Edelstein had an-
other dream that the Nazis would invade and so he gathered his 
brother and his Zionist friends, and they headed to Lithuania. 
They weren’t there long before the Soviets rolled in. However, 
before the Soviets achieved complete occupation of the coun-
try, Efran had another forewarning of a man awarding visas in 
a nearby town. The next morning, along with his brother and 
friends Efran located the man and they convinced him to give 
the youngest the remaining visas. With that, his brother and 
some of the Akivas made it out of Europe and eventually settled 
in the hills of Haifa, now a part of Israel.

Efran and the others had no further chances to escape before 

the Nazis invaded and captured him and his friends for forced 
labor. Amazingly, a passing farmer offered him a chance for es-
cape on his wagon as he headed off to market. After leaving the 
farmer, he managed to find refuge in a nearby convent. Here he 
hid amongst the nuns and had his first exposure to Christianity.

Living a life filled with persecution allowed Efran to cherish Je-
sus's suffering and sacrifice on the cross. Efran couldn’t help but 
see the irony that his own people may have had a hand in the 
death of Jesus and now they were the target of nearly worldwide 
persecution. However, Christ rose above all the hate and provid-
ed a path to forgive the most heinous crimes if the perpetrator 
would only believe in him. Efran believed and became Catholic.

He still considered himself a Jew and longed to see the home-
land of his people. That opportunity would come later, but for 
now, the Nazis had become suspicious of the convent and sent 
soldiers to investigate. Efran was fast asleep as a new premoni-
tion hit him. He saw himself adjusting his uniform—an SS offi-
cer’s uniform. He awoke from this nightmare to hear screaming. 
Investigating, he discovered the police were flushing all of the 
inhabitants of the nunnery out with smoke and fire. Efran es-
caped into the forest wearing a nun’s habit. He kept thinking of 
the image from his dream. His Nordic looks would allow him 
to disguise his Jewish heritage. So, with a change of clothes and 
a good story leveraging his European looks, he was allowed to 
pass through the Nazi checkpoints and right out of Lithuania. 

Eventually, Efran found himself in Mir (now part of present-day 
Belarus) which was also occupied by the Nazis. He discov-
ered that the Jews were all herded into a decaying palace of a 
long-forgotten Polish noble. Wanting to free his brethren from 
this make-shift ghetto, Edelstein used his improving acting skills 
and talked his way into a job with the German military police.

That night, almost as if by request, a dream came to him of a 
meeting between his superior in the police and a Nazi SS officer. 
They discussed the date that the Mir ghetto would be "liquidat-
ed." As the meeting ended the SS officer looked at himself in a 
mirror and Efran saw himself standing in a fresh and clean SS 
uniform. Efran awoke and went into action as soon as he could. 
Stealing arms and German uniforms from police headquarters, 
he met with his Jewish contact in the ghetto and gave them all 
the information and supplies he could.

The next day, the liquidation began, but Efran’s quick thinking 
allowed a diversion outside of town to draw the police away. 
Efran prayed for the Jews to flee safely to the nearby forest and 
the Jews managed to evade the SS forces easily—miraculously 
so, actually. When the police returned, many of the Jews were 
gone. They killed any who remained, but Efran’s efforts saved 
many. As the fury of the SS came down on the local police, Efran 
stopped the top SS officer and asked him if he could come with 
them. He told them he wanted to join the SS to fight for the 
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Aryan race, not remain in this backwater place. The SS eyed the 
blonde and blue-eyed youth and laughed. He tossed him his 
bags and pointed to the waiting car, "We will see, boy."

Efran was a servant boy for many months, but as the SS expand-
ed into a regular army unit, his dream became a reality and he 
was standing in front of that mirror adjusting his crisp, new SS 
uniform.

Efran was now deep inside the Nazi machine. Here he would at-
tempt to do everything he could for his people—and any others 
persecuted by this evil regime that crawls across the continents 
causing death and sorrow. He would give his life to save others 
without question, and he would do it from the inside.

Efran was very good at his new job. It is hard to say how many 
he saved but the number was likely in the thousands. The tide of 
the war was changing, and Efran felt like the Nazis could very 
well be defeated. He just had to hold out a bit more. Stationed in 
Königsberg, he was part of the defense against the approaching 
Soviet Red Army, when several high ranking Nazi officials were 
admitted into the castle just before the coming siege. One was in 
bishop’s cassock with a cross prominently displayed on his chest. 
Shortly after their arrival a rifle was shoved into Efran’s hands, 
and he was assigned to a platoon to help defend the castle. 

There was no one left to save except himself, and so he dug in 
with the other German soldiers. The Soviets came in by land 
and air and the battle began. Efran had no love for the Germans 
or the Soviets, but most importantly he had no love of killing. 
However, that day he killed many as he protected his own life. 

Then, as the Soviets pushed toward the castle, the ground started 
to rumble and shake. Edelstein had felt the rumble of tanks be-
fore, but he had never felt anything like this. Suddenly, the castle 
exploded, and the walls began to topple down. Efran was right 
next to the wall and knew he could never escape, but as he prayed 
for deliverance, he next opened his eyes behind the protection 
of a burning truck. He didn't know how, but he knew God had 
saved him. The castle walls had fallen to reveal a massive ball of 
fire erupting into the air. Efran gaped at the enormous object 
and nearly dropped his rifle. Other soldiers on both sides gazed 
into the night sky as Soviet planes came around for another run. 
The ball erupted into flames and changed directions with near-
ly ninety-degree shifts. Underneath the flames, Efran was sure 
he could see spinning metal rings or wheels as it moved. The 
ball shifted towards one plane and then another engulfing them. 
The roar of their engines grew silent, and only the massive ball 
remained. Then without warning, it shot away, leaving a short 
flaming trail as it disappeared into the distance. Efran couldn’t 
help but think he just witnessed his life being saved from the 
Soviet’s bombers by Ezekiel’s Wheel from the Old Testament.

The battle resumed shortly as if the event had never happened. 

The Germans eventually surrendered and were taken prisoner 
by the Red Army. Amazingly, Efran’s disguise and acting talents 
saved him again, and he convinced the Reds that he was a local. 
Shortly, with the war ending, he returned to Poland and joined 
the Catholic priesthood. He eventually petitioned the new state 
of Israel for citizenship and eventually received it. He was re-
united with his brother in Haifa and became a Carmelite Monk 
at the Stella Maris Carmelite Monastery. It was here that he dis-
covered the secret to a lifelong mystery of his prophetic dreams.

The monks revealed to him that he was a mystic. His premoni-
tions and prayers were triggers to bring Divine intervention to 
the needs of the people he sought to help. The monks explained 
that by the grace of God, Efran was able to make miracles, big 
and small, happen for the betterment of others. He was using it 
unconsciously, but the monks had secretly found ways to take 
the glory of God and use it with intent. Over the next several 
years they gifted these teachings unto Efran. He was finally 
home, and he began to find ways to help the people of Haifa. He 
was content with his work while not having the stress of the en-
emy at every turn. Life was good. That is until James McDonnell 
came into his monastery. Perhaps, the life of a monk was not 
meant to be.
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Campaign Use
Efran is a patient and logical man. He is a great teacher, and 
his knowledge of history and religion is vast, rivaling that of 
the Archdeacon of Information. Thanks to his wide array of 
interests, he can be easily inserted into many types of missions.

Quote
“Do not spend your time trying to avoid the angel's fall.  Spend 
your time trying to be an angel."

Name Efran Edelstein Race Human
Rank Legendar y Role Mystic

Agility d8 Smarts d10
Driving d6 Healing d6

Shooting d4 Knowledge (Theology) d8
Stealth d4 Notice d6

Streetwise d6
Survival d8

Spirit d12 Strength d4
Faith d12

Persuasion d10 Vigor d4
Charisma — Pace 5

Parry 2 Toughness 5

Hindrances   Type
Cautious Minor

Elderly Major
Pious Major

Edges
Arcane Backgrounds (Miracles)

Arcane Resistance Danger Sense
Elan Power Points (+10)

Miracles
Communion with God Gifts of the Holy Spirit

Speak in Tongues Transfigure

Personality/Motivation

Efran has a strong drive to help others, but he does not dis-
criminate like some members of CROSS. When word comes to 
him of someone in trouble, he will petition CROSS leadership 
to help regardless of their nationality or religion. It's not that 
CROSS will not help anyone in need, but they are often con-
cerned about budgets and priorities. Efran has given his life 
to helping people and hates to hear about these technicalities. 
Efran prefers to be called "Brother" or "Brother Efran."Sam
ple 

file



Command Structure Page 42

     CROSS Safe houses
Throughout The World
CROSS is a centralized organization with all of its management 
and decision making happening at the Manger. However, they 
execute missions all over the globe and have created a system 
of support in many major cities. Over several years safe houses 
have been established through various means to provide a net-
work of locations for field agents to rest, hide, and meet. Each 
location has an armory of some sort providing equipment for 
the agents to use while they are in the region. Each safe house 
also has room for 5 agents to sleep, eat, and bathe.

The majority of safe houses are maintained by a CROSS contact 
that can be used as a resource and guide for the city and in many 
cases will brief the agents on the current mission. The safe house's 
size depends on location, level of secrecy, and support from 
CROSS. If the safe house is a busy region for CROSS missions, 
CROSS will invest more in the equipment there. Some small safe 
houses are hidden, their location only known to their contact.

                  Armory Types (AT)
The basic equipment for each armory is classified in types A, B, C, 
and D, with A being the largest and D being the smallest. Players 
can spend a Benny to upgrade an existing armory, or if no safe 
house exists, create one with a type D armory. Below is the stan-
dard equipment and quantity that should be present in each type. 
For those items with a die listed, roll the quantity when the agents 
arrive at the safe house. GM's should change up the equipment 
based on other missions running in the area, specifics of the area 

that may warrant unique equipment, and current mission needs. 
If the contact is made aware of specific requests he can try to stock 
the armory accordingly. 

Remember, any gear that a PC has purchased with his starting 
funds or Edges will always be in the safe house when he arrives. 
This stipulation is in addition to the items listed below.

                                    Type A
Bibles (d6), crosses (d6),  daggers (d4, iron), First-Class Relic (1), 
heavy weapons (d4), holy water vials (d6), grenades (d12, any type), 
long swords (d4/2, iron), pistols (d6),  rifles (d4), Second-Class 
Relic (1), surveillance van (1), Third-Class Relic (1), and $50,000.

                                   Type B
Bibles (d6), crosses (d6),  daggers (2, iron), heavy weapons (1), 
holy water vials (d6), grenades (d10, any type), long swords (2, 
iron), pistols (D6),  rifles (2), Second-Class Relic (1), surveil-
lance van (1), Third-Class Relic (1), and $10,000. 

                                  Type C
Bibles (d6), crosses (d6),  daggers (1, iron), heavy weapons (1), holy 
water vials (d4), grenades (d8, any type), long swords (1, iron), pis-
tols (2),  rifles (2), SUV (1), Third-Class Relic (1), and $2,000. 

                                  Type D
Bibles (2), crosses (2),  daggers (1, iron), holy water vials (1), gre-
nades (d6, any type), pistols (d4),  rifles (1), sedan (1), and $2,000.

            Safe House Locations
The following chart lists several of the current CROSS safe houses.

GeoLocation Site Contacts AT

Amsterdam, Netherlands Amsterdam City Archives Joshua Van Diest C

Joshua is the lead preservationist at the Archives and also operates the basement safe house. The previous administrator of the 
archives let Joshua in on the secret existence of the safe house, and after his death, Joshua continues that duty.
Ankara, Turkey Bakırcılar Çarşısı Muhammad Al-Asad C

Al-Asad is an Iranian now working as a black marketeer hiding his illegal activities behind a legitimate business in the Bakırcılar 
Çarşısı also known as the Ankara bazaar. Here he runs a business selling rugs but can deal in arms and foreign vehicles. He was 
a colleague of Viktor Belikov before he joined CROSS and they continue to work together today. While not considered an official 
safe house since Al-Asad is not Catholic, agents in the region are welcomed with open arms as long as Viktor alerts Al-Asad 
ahead of their arrival.
Athens, Greece Monastery of Daphni John Sampson B

John is a well-regarded but retired historian of Greece and is a volunteer guide at the Monastery. He secretly maintains a large 
armory for CROSS on the grounds of the monastery.
Beijing, China Cathedral of the Immaculate Conception Andrew Wong B

Deacon Andrew Wong, a CROSS sleeper agent assigned to the city of Beijing, assists the cathedral priests in all their duties. While 
helping with some restoration work, Wong stumbled on a movable slab that led to a bunker in the foundation of the building. 
Jesuits once used the bunker for a safe house, and today CROSS has taken it over.
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GeoLocation Site Contacts AT

Belfast, Northern Ireland Clonard Monastery None D

James McDonnell installed a small armory at Clonard Monastery.
Belgrade, Serbia Cathedral of the Blessed Virgin Mary Teri Pritchet C

Teri Pritchet is the bookkeeper for the Cathedral. During a renovation, she added a CROSS safe house and armory in the attic of 
the monastery which is in the cathedral's courtyard.
Berlin, Germany Maria Regina Martyrum Thorsten Laufenberg C

Thorsten is the groundskeeper of the Martyrum and after a heavy rain found a massive cache of Nazi-era weapons. Rather then 
getting rid of it, he offered use of the gear to CROSS if they are ever in need. The cache is only accessible through the crypt at 
Maria Regina. He has also been asked to investigate the reappearance of the "White Lady" ghosts that have been showing up to 
mourn the death of people that haven't yet died. In the majority of cases, the identified persons soon died of varying causes.
Bethlehem, Palestine Church of the Nativity Aaron Schumacher C

Aaron is the caretaker for the church and its grounds and secretly installed a safe house and armory in the caves underneath the 
church.
Bogotá, Colombia  Metropolitan Cathedral Basilica of the 

Immaculate Conception
Bonita Rojas B

Bonita, a Colombian guerrilla, was shot in the heart while fighting CROSS and then saved by a CROSS Healer showing her the 
power of God firsthand. Rojas became a Catholic after the event, left the war, and became a housekeeper at the Metropolitan. She 
had been stockpiling weapons which she has now hidden in an armory in the foundation of the cathedral.
Boston, Massachusetts, U.S. Cathedral of the Holy Cross Sam and Dean Abrams C

Officer Dean Abrams is a twenty-year veteran of the Boston Police Department. His family has been with the police for six gener-
ations, but his son Sam broke with tradition and went into the priesthood. Dean couldn't be mad at his son because his faith was 
as important to him as his ties to the police department. In the late 80's, Dean began investigating a series of reports of the Black 
Flash. An urban legend originally from Provincetown, Massachusetts apparently had migrated to Boston. This time, the wispy black 
phantom was taken more seriously as it was at the scene of several grisly murders. Dean was called to the scene of an Alcoholics 
Anonymous meeting where the members were apparently trapped in the basement of the Cathedral of the Holy Cross. Dean felt 
a blanket of dread fall over him as he realized that his son Sam, newly appointed priest at this church, was helping with the AA 
meetings. Breaking into the building through a basement window he followed the screams to a large meeting room to see a shadowy 
monster slashing and killing the AA members. The officer fired two shots into the creature. Its red piercing eyes locked with Dean's 
and it flew towards him leaving behind a person the demonic spirit had been possessing. The black smoky spirit washed cold over 
Dean as it disappeared into the ceiling as Dean saw that the spirit's victim was his son. Fortunately, Dean's paramedic skills saved 
his son's life along with many of the other victims. From his hospital bed, Sam reported the event to his superiors and a week later 
CROSS agents arrived and worked with Sam and Dean to find and banish the demon. Since the father and son were allowed knowl-
edge of CROSS's mission, they now operate a safe house and armory in the church basement where the demon attack occurred.
Bucharest, Romania Elisabeta Albescu C

Romanians have always been troubled by restless and angry spirits rising from their graves. Their biggest concern is the strigoi 
which can be both living and dead beings with the ability to transform into animals, turn invisible, and drain people of their blood. 
That last aspect is why most people connect the strigoi to Bram Stoker's vampires. CROSS's concern with the strigoi is the undead 
kind called the strigoi mort. These undead creatures are thought to rise only when possessed by demons and have the usual powers 
of the strigoi and the additional abilities of demon spirits. Elisabeta is the last remaining hunter in her family and has yet to have 
a child to continue the Albescu line. She is always consulted when CROSS comes across vampires. She is on retainer and in return 
provides CROSS agents in Bucharest a safe house and armory for their use.
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GeoLocation Site Contacts AT

Cairo, Egypt Hidden Church of Cairo Father Youhanna Saad D

Father Saad runs a church outlawed by the Egyptian government that will give anything it has to CROSS field agents.
Cardiff, Wales Catholic Truth Bookshop Jason Hobbs D

Jason runs a bookshop in Cardiff and hosts a wildly popular podcast on his religious views. He has donated thousands of pounds 
to CROSS and has recently offered his services to CROSS as a book dealer, also keeping a small armory for visiting agents.
Cologne, Germany Cologne Cathedral John Moore C

John Moore, a descendant of Saint Gereon and his family, has kept alive the memory of Gereon and the organization he gave his 
life for, the Theban Legion, a Roman legion also known as the Martyrs of Agaunum. This legion converted to Christianity and was 
massacred by Emperor Maximian's order after they refused to make sacrifices to pagan gods. John's family created the Legion for 
the Holy Martyrs, an order of warrior knights that are dedicated to protecting Christianity by ridding the world of pagan and super-
natural forces. John and the rest of this legion operate out of the Church of Saint Gereon from an underground catacomb situated 
below an old Roman section of the church. During a mission to the Brocken Mountain hunting witches, John Moore came across 
agents of CROSS fighting a violent witch-cult and together they destroyed that threat. After the mission, Moore was obtained via 
retainer to keep CROSS informed of all supernatural activity in Germany.
Dallas, Texas, U.S. Supernatural Hunters of Texas Josh Mahan D

Josh Mahan is the foremost authority on the supernatural in Texas. He, along with Sean Hudgin, ran the Central Texas Paranormal 
Guild (CTPG). After a falling out with the group, Josh created the Supernatural Hunters of Texas (SHOT). Josh's team investigates 
sightings of demons, ghosts, and other supernatural beasts including the mysterious Goatman. Josh has chased rumors of the 
Goatman all over Texas for years and believes that the creature is some sort of demon possessed animal with superhuman strength 
and a taste for human blood. While researching demons at the University of Dallas, he mentioned the monster to a librarian there 
that was friendly with a deacon in CROSS's Congregation of Information. A CROSS team came out to investigate the Goatman 
and crossed paths with Josh, but they were unable to locate the creature but did rescue some hikers that described the creature as a 
blood-thirsty satyr. Today, CROSS uses SHOT's storefront location as a safe house and armory when in Dallas. Also, CROSS often 
consults with Josh on more contemporary urban legends where the CROSS libraries do not reach as deep.
Dublin, Ireland Catholic Central Library Jason Patterson C

Jason "Patch" Patterson is a librarian and ex-CROSS agent. His vast library of religious books which is second only to the Vatican 
Secret Archives. He also owns many guns.
Florence, Italy Estasi Dario Basile B

Dario owns and manages Estasi, a popular nightclub with a theme centered around the Rapture, the Second Coming, End Times, 
and Judgment Day. Surrounding himself with a commercialized and superficial depiction of important Christian concepts, Dario 
hides a very active safe house for CROSS agents in the region. Basile is an ordained deacon and is a key contact having knowledge 
of both high society and underworld figures in Florence.
Fort Worth, Texas, U.S. Central Texas Paranormal Guild warehouse Sean Hudgin D

Sean Hudgin is the foremost authority on UFOs and the paranormal in Texas and now is the solitary leader of the Central Texas 
Paranormal Guild (co-founded with Josh Mahan). Rumor has it that Hudgin and Mahan had a falling out over Hudgin's appearance 
on the UFO Hunters TV show. Hudgin detailed his research on the Aurora, Texas UFO crash in 1897 and was interviewed for the 
show sans Mahan. Sean met CROSS when investigating the Goatman, an urban legend around Texas of a satyr-like beast that eats 
livestock and even people. The beast is said to be so strong it can shoulder bump a car into a ditch and tear metal doors off their 
hinges. Sean believes the Goatman is a sole survivor of an ancient race or an alien lifeform stranded on earth and just doing what it 
must do to survive. When CROSS is in need of a paranormal investigator it often calls on Sean and will use his office warehouse as 
a safe house when in the Fort Worth area.

Sam
ple 

file



Secret Agents of CROSS Page 45

GeoLocation Site Contacts AT

Glasgow, Scotland Glasgow Necropolis Mark Haden Fraser D

Mark Haden Fraser is the president of the Friends of Glasgow's Necropolis. Mark has used his position to install five small armor-
ies in unused graves throughout the cemetery.
Helsinki, Finland Saint Henry's Cathedral Brad Poikonen C

Originally constructed to serve Russian Catholics in the army, today this cathedral serves all Catholics in the region. Brad Poi-
konen, with Finnish and Russian blood in his ancestry, is a tenured history professor at the University of Helsinki and the caretaker 
of the hidden safe house at the cathedral.
Johannesburg, Africa Nazareth House Sister Naiboo D

Sister Naiboo runs a home for abandoned children and the elderly. Sister Naiboo actively promotes her work to Catholic donors 
which put her in contact with Renaldo Mangini. Over time, Mangini grew to trust Naiboo and asked her to run a CROSS safe house 
in the region. With the additional funds provided by the safe house program, Naiboo has been able to expand her home for more 
guests.

Kiev, Ukraine Saint Nicholas Roman Catholic Cathedral Father Thomas Bailey, OSB C

Father Thomas Bailey, OSB is a member of the Order of Saint Benedict and has spent his entire adult life attempting to bring the sal-
vation message of Jesus Christ to the Ukrainian people that do not know Christ. The plight of people affected by Chernobyl is also 
a passion of Thomas and he is affiliated with Caritas Internationalis which has helped thousands of children since the Chernobyl 
disaster. Several years after the disaster, radioactive monster stories became a part of the Ukrainian culture. CROSS has operated 
numerous missions in the region to deal with the reality of atomic mutants and eventually brought Bailey into their confidence. He 
is now an active CROSS agent based out of the Saint Nicholas Roman Catholic Cathedral in Kiev, Ukraine. Here, he operates a safe 
house out of a hidden bunker in the cathedral once used by the KGB. Bailey is tasked with cataloging any known Soviet-era instal-
lations and mutants in the Chernobyl area. Recently, he has been tracking the trade of mutant animals poached from the Chernobyl 
Exclusion Zone and used for criminal purposes with their unique capabilities.
London, United Kingdom Catholic Association For Racial Justice John Steib, Andrew Dodge D

Steib and Dodge operate this organization which provides support for minority Catholics. Steib is a big donor to CROSS and 
loves their proactive mission. Unbeknownst to Steib, Dodge is also a CROSS agent handling missions throughout England. 

Los Angeles, California, U.S. LA Catholic Radio Mark Klawiter D

Radio disc jockey Mark Klawiter "spews his views" on all things from his religious viewpoint every weekday at 6 a.m. He is fol-
lowing CROSS's missions whenever he's able to and maintains a modest armory for their use. To date, no one has visited.
Madrid, Spain Palomeque Arcangel Ortiz B

"Angel" runs this Catholic art shop and houses a large armory in the basement.
Manila, Philippines Catholic Relief Services Kali Makiling C

Kali Makiling is the second in command in the Philippines branch of the U.S. based Catholic Relief Services which assists the poor 
and vulnerable worldwide. She is also a secret supporter of CROSS and undertakes non-combat missions for CROSS in the region.
Maribor, Slovenia Pilgrimage Church of the Assumption of Mary Ian Osef C

Ian Osef is the caretaker of the island at the center of Lake Bled. His family has been the caretakers of this island since a noble bride's 
husband was murdered by robbers and she commissioned a bell to memorialize his life, but the bell sank in the lake. She used the 
rest of her money to build a church on the island to watch over the lost bell. Osef maintains an underwater safe house with access 
through the foundation of the church.
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McMurdo Station, Ross Island, Antarctica Chapel of the Snows Father James Hogan D

Father James Hogan is a New Zealand CROSS agent with the cover of a Catholic priest presiding over the Chapel of the Snows. 
Budget cuts have caused an absence of Catholic priests on the continent and Hogan was sent to cover the absence and to monitor 
a known but capped entrance to the Hollow Earth. A modest safe house and armory are dug under the foundation at the base of 
the chapel of the Snows.
Mexico City, Mexico Mexico City Metropolitan Cathedral Father Padro Paz B

Paz is a CROSS agent assigned to Mexico City. He operates a busy safe house and armory on the Cathedral grounds.
Milan, Italy Catholic Credit Coalition John Massari A

John Massari works only for Mangini and maintains the largest CROSS armory in the world, hidden in the vault of the Milan 
branch of the CCC.
Moscow, Russia The Cathedral of the Immaculate Conception  Prokopii Osipov B

This church was taken by the government in 1938 and returned in 1996. Osipov, a newly appointed priest, was tasked with reopen-
ing the cathedral for services. He was shocked to find a labyrinth under the church full of new empty bookcases and filing cabinets. 
Friends with Archdeacon Belikov, he offered the space to CROSS which turned it into a large safe house and armory.
Mumbai, India Saint John the Baptist Church Aditya Sukhwal D

Aditya Sukhwal is a local Catholic guide that gives tours to this Church which was abandoned in 1840 after the area was hit with 
malaria or an equally deadly epidemic. A walled off portion of the basement holds a small armory and military cots.
New Orleans, Louisiana, U.S. Bourbon Orleans Hotel James Pearson C

James Pearson is the president of the Bourbon Street Hospitality Group. Their prize acquisition, the Bourbon Orleans Hotel, has 
a long and interesting history. The building was originally a theatre rivaling opera houses in Europe, then a grand ballroom was 
added giving way to an era of high society matchmaking. However, the Civil War muted the nightlife of Bourbon Street leading to 
its demise, but the building then became home to the Sisters of the Holy Family, the first African-American convent. During this 
time the site operated as a cloister for the nuns, an orphanage, and a school. Only after the convent outgrew the facility and repairs 
were mounting did they sell to hoteliers and the site became what it is today, a grand and beautiful hotel. During its long history 
rumors of ghosts litter the timeline. Distraught actors, unrequited lovers, sick children that all had their demise at the site haunt 
those same rooms and halls today. Nothing compares, though, to the haunting in room 644. Here a nun, thought to have committed 
suicide, cried and wailed in the room as if she was being killed each day. This haunting eventually put Pearson in touch with CROSS 
agents and they managed to connect with the nun on several levels and calm her. Then, CROSS discovered, the nun could be a great 
resource into the afterlife and those held in purgatory. In gratitude, Pearson has opened up the hotel to them and houses an armory 
for them as well and the ghostly nun offers her services to CROSS when asked.
New York City, New York, U.S. Leo House NYC Georgia Meysembourg C

Georgia was a French spy during the cold war and eventually retired to run a Catholic guesthouse for travelers called Leo House. 
She regularly hosts agents in her guesthouse and when asked by CROSS to also house a safe house she couldn't resist.
Oslo, Norway Saint Olav's Cathedral Mark Urness A

Mark Urness is the financial manager for the Catholic Church in Oslo and has been embezzling money from its coffers to fund a 
massive armory in the basement of the Cathedral.Sam
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Oxford, United Kingdom Bodleian Libraries, University of Oxford Connor Warden, Ph.D. D

When Connor Warden, world-famous writer of historical fantasy novels, returned to his alma mater and took a librarian position 
it seemed like an obvious post for someone with a lifelong love of history. However, Warden the writer is merely a very believable 
cover for Agent Warden, deacon of the Congregation of Information Services. Agent Warden was installed at the Bodleian Libraries 
to be a contact for both a safe house and its unique body of medieval texts, information on witchcraft, and demonology resources. 
If agents can't find the information they need at the Vatican Secret Archives or via the Manger analysts, then a visit to the Bodleian 
may be in order.
Paris, France Exilium Exorcism Services Father Rene Fortescue B

Father Fortescue runs an exorcism service out of a small store near the Eiffel Tower and employs two full-time exorcists. The trio 
is occasionally employed by CROSS in France. They also loan anything in their armory for a modest fee.
Peoria, Illinois, U.S. Jus Sucré Vineyard Father Allan Denisov D

Father Allan Denisov is the son of a Bulgarian merchant and a French actress. Allan was born in Bulgaria, but his family imme-
diately emigrated to the United States during the Cold War. Unbeknownst to Allan or his mother, Allan's father, Grozdan, was a 
spy for the French government and after several risky operations in Bulgaria was retired to the United States. Grozdan established 
a vineyard outside Peoria, Illinois. Allan entered into the priesthood and studied abroad including demonology classes at the Do-
minican University and with an exorcist in the field. It's unknown if Grozdan had anything to do with it, but Allan was recruited as 
a field agent and Exorcist for twenty years before retiring. Allan returned to Peoria and now operates his father's vineyard with his 
younger brother. Perhaps, the agent in him wasn't ready to retire or the spirits in the area could feel his ability to help, because he 
has become a common point of contact for distraught spirits and the living trying to find relief. Peoria is a hotbed for paranormal 
activity including hauntings at the Peoria Public Library, the Springdale Cemetery, Bradley University, and the East Peoria Indian 
Mounds. Perhaps there is a reason that Father Denisov was "retired" to Peoria. Regardless, Denisov hosts a small safe house and 
armory behind the oldest barrels of wine in the cellar of his vineyard's winery.
Perth, Australia SocietyCare Torii Swader D

Torii is the HR director for SocietyCare, a Catholic not-for-profit, health and human services organization. Torii offers to counsel 
in numerous areas for CROSS agents in need including behavioral health, mental health, family planning, and career planning.
Philadelphia, Pennsylvania, U.S. Roman Catholic High School Benji Scott B

Benji Scott is the principal at this Catholic all-boys school which doubles as a recruitment location for Manger operatives and also 
has a hidden armory only accessible through the school's pool.
Pulau Ujong, Singapore CHARIS JJ Tan C

JJ Tan works for Caritas Humanitarian Aid & Relief Initiatives and coordinates missions throughout the region, some of which 
are CROSS missions.
Saint Louis, Missouri, U.S. Saint Patrick Center Scott & Steve Stuelke C

Scott and Steve Stuelke run the Saint Patrick Center. The pair provides crisis counseling and temporary housing for the homeless. 
Scott also maintains a safe house for CROSS agents. His brother, however, isn't aware of it.
São Paulo, Brazil Silva's Food Market Peter Silva C

Like CROSS, Peter requires all of his employees to be Catholics. Peter is also a good friend of Renaldo Mangini and gladly offered 
to have a safe house and armory in his store's basement.Sam
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Seattle, Washington, U.S. Chubby & Tubby's Everything Store Stephen Hunting D

A Seattle institution, Chubby & Tubby was the place to go for cheap shoes, cheap fishing equipment, cheap everything, really. The 
chain of stores went out of business over a decade ago, but now Stephen Hunting, the old C&T night shift manager has opened up 
one mega location dubbing it Chubby & Tubby's Everything Store. Nostalgia has led to brisk business for Hunting, but secretly C&T 
was reopened as a safehouse and armory for CROSS. Hunting and CROSS met when a dozen young boys went missing in Maltby 
Cemetery, twenty miles outside of Seattle. C&T loaned volunteers gear from its store to help in the search. CROSS heard about the 
hunt and connected it the local legend of the Thirteen Steps to Hell — obviously a hellmouth. CROSS was scrambled to the area and 
without a local safe house took advantage of Hunting and C&T's supplies. Together CROSS and the searchers located the steps, ex-
tracted the kids, and dynamited the stairs once and for all. Years later, Hunting contacted CROSS through the local parish with his 
offer to reopen C&T and become an official safe house for CROSS. While Hunting is Methodist, McDonnell allowed the exception 
knowing how Hunting was so selfless in helping his town and Christians when there was a need.
Siena, Italy Basilica of San Domenico Sister Mirella Vitrano A

Sister Mirella Vitrano is the CROSS contact for Siena and maintains the safe house that's accessible through a secret passage behind 
the displayed head of Saint Catherine. The passage leads to a large area created when the church's structure was reinforced. It was 
discovered by Vitrano when she was cleaning the Saint Catherine display.
Stockholm, Sweden Saint Erik Katolska Domkyrko-församlingen Craig Schanning A

Craig is a relentless donation collector and maintains one of the largest CROSS safe house armories in the world.
Tokyo, Japan Wow Sūpā Gymnasium Danny Hara B

Danny Hara is a yakuza that makes his money through this sports arena, primarily hosting Pro Wrestling. In the bowels of the 
facility are sleeping quarters and an impressive armory.
Toronto, Canada Holy Spirits Bernard Knappenberger D

Bernard is the proprietor of Holy Spirits, a previously condemned church that is now a newly renovated brewery and tavern. 
Bernard's father, Paul, is a CROSS agent and installed a safe house and small armory behind the vats.
Venice, Italy Venice Catholic Theatre Nicholas Gregory Blando IV C

Nicholas runs a small theatre in Venice that doubles as a safe house and also a training location for Judas Agents. Here agents can 
learn grifting skills and then test them on the streets of Venice. Below the stage is a modest armory and the dressing rooms can be 
used by agents for meetings or sleep.
Warsaw, Poland  Temple of Divine Providence Cori Ciula D

Ciula, chairman of the Polish Copper Foundation, added a small CROSS armory to the church's dome.
Würzburg, Bavaria, Germany Leighton Barracks Emil Schueler B

Emil Schueler is the facilities manager for the University of Würzburg which is his public cover. More importantly, Emil is a CROSS 
agent dedicated to activities in Germany and based in Würzburg due to the constant appearance of supernatural events. CROSS 
analysts from the Congregation of Information believe that the witch trials in Würzburg caused a weakness between the regular 
world and the supernatural one. Schueler often patrols the Leighton Barracks area where demonspawn in the form of black mastiffs 
regularly appear. Luckily, they are susceptible to iron and can be killed with a well-placed crossbow bolt. Emil operates a safe house 
and armory for visiting CROSS agents in the newly empty Leighton Barracks.Sam
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Welcome To CROSS, Recruit!
Your character joins the ranks of CROSS as a Novice agent. Be-
low is some general information about what it means to be a 
CROSS agent.

     How Do you Join CROSS?
CROSS is a secret clandestine organization, so you don't find 
and join CROSS, rather, CROSS finds you. Manger analysts, 
CROSS researchers that gather, interpret and report on data 
about foreign activities and people throughout the world, con-
tinually track potential new recruits. The command staff review 
these potential agents and determine if the person is a good fit 
in regards to their skill set, status as a practicing Catholic, and 
also presumed ability to keep the existence of CROSS a secret. If 
these criteria are met, a member of the command staff will usu-
ally visit and recruit the individual personally. Once your agent 
has accepted the new role, he will be required to complete six 
months of training, before being sent out on some "watch-only" 
missions. Generally, after observing missions for a month, he 
will be assigned a series of increasingly more challenging mis-
sions until considered a thoroughly trained and ready agent.

What Does An Agent Do?
Your primary objective as a CROSS agent is to complete the 
goals provided by your superiors on each mission. The types 
of missions are many, but the common themes center around 
protecting the flock from danger, retrieving dangerous artifacts 
and relics, and destroying or banishing dangerous supernatural 
beings.

Agents are granted broad latitude in their methods in the field 
which can include using false credentials, grifting, breaking and 
entering, and stealing when in support of their mission. How-
ever, there is no guarantee that CROSS can extract agents from 
legal entanglements with local authorities.

                        Benefits 
All agents receive a cover job from the Cobblers, the analysts 
that create false credentials. Pay and benefits are routed from 
CROSS to this false occupation. It is this identity that the agent 
will assume when not on duty, and the job his beneficiaries will 
receive a death benefit from if the agent dies in the line of duty. 
CROSS has a self-funded insurance program to cover death in 
the line of duty and a retirement fund for those that are em-
ployed until, at least, 55 years of age.

Agents are paid $1500 per week which subsidizes all of their liv-
ing expenses when not on duty. Assume that this money doesn't 
cross over into their secret agent lives. Money for gear is handled 
per the Savage Worlds rules.

           Six Holy Statutes
After the six weeks of basic training, a recruit becomes an agent 
by swearing on a Bible that he or she will uphold the Six Holy 
Statutes at all times.

• Protect the flock
• Don't reveal the existence of CROSS
• Obey your vows
• Hide, banish, and destroy supernatural beings
• Retrieve dangerous relics and artifacts
• Debrief after every mission and confess your sins

       Making A CROSS Agent

This section details the process for creating CROSS agents for 
your campaign. Besides this book, you will also need a copy of 
Savage Worlds. Read on to build your agent from start to finish. 

                                Race
Human is the most common race for CROSS characters. Hu-
mans begin play with one free Edge. 

CROSS also seeks human hybrids that have angelic DNA. These 
rare people are trained to manifest dormant genes or hone gifts 
that they have already discovered. The additional races are de-
tailed below. Note that these races are considered supernatural.

                                Ardorim

Ardorim (Are-door-im) are descendants of the Seraphim, the 
highest order of angels. Seraphim are called the "burning ones" 
and are creatures of fire. Before the Great Flood, these angels 
were able to briefly take on the form of humans to mate and 
create the Ardorim race. Like with all other races, their genes 
survived the Great Flood in the sons of Noah and their wives.

                      Fire Resistance

Fire-based environmental effects and fire attacks, either normal 
or arcane, suffer a –2 penalty to affect Ardorim.

                                Infravision

Ardorim can see in the infrared spectrum, halving attack penal-
ties (round down) for Dim and Dark lighting.
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                                   Buerim 

Buerim (Byu-er-im) are human descendants of the Cherubim, 
the second highest rank in the angelic hierarchy. These people 
take on the lion aspect of the cherubim, and like the animal, they 
are armed with keen senses and are agile and deadly in combat. 
Both male and female Buerim often have wide flat features and 
males are often exceedingly hairy. 

                                           Agile

Buerim have the feline grace of their ancestors. They start with a 
d6 in the Agility attribute instead of a d4.

                                                             Claws

Buerim have retractable claws that do Str+d6 damage.

                         Low Light Vision 

Buerim eyes amplify light. They can see in the dark and ignore 
attack penalties for Dim and Dark lighting.

                              Aggressive

Buerim tend to be menacing, competitive, and forceful in per-
sonality.  

                                Luciphim

Luciphim (Lou-sah-fim) are descendants of Lucifer himself. His 
copulation with human women spawned a race of humans with 
serpent DNA which is still in the gene pool today. 

Luciphim are slim, with very subtle serpentine features, such as 
a sharp tongue and strange eyes.

                         Poisonous Bite

The retractable fangs of Luciphim allow them to bite in combat 
for Strength damage. Victims that suffer a Shaken result from 
the bite make a Vigor roll or be paralyzed for 2d6 rounds.

                      Serpent's Tongue

Luciphim tongues can “taste” the air, giving them +2 to No-
tice rolls. They are always considered active guards for Stealth 
checks. The GM should determine if there are any barriers that 
might restrict this ability.

                           Warm Natured

Though not genuinely cold-blooded, Luciphim are not comfort-
able in cold environments. They suffer a –4 penalty to resist cold 
environmental effects.

                              Short Legs

Luciphim have slightly underdeveloped or short legs reducing 
their Pace to 5.

                                 Moraxim 

Moraxim (More-ah-zim) are the offspring of human women 
and the four-headed Cherub angels that directly attended God. 
The resulting breed gained ox-like featured.

                                         Strong

Moraxim inherited great strength from their ancestors. They 
start with a d6 Strength Attribute instead of a d4.

                      Low Light Vision 

Moraxim have large widely-placed eyes and so are able to see 
clearly even with the weakest of light sources. They ignore attack 
penalties for Dim and Dark lighting.
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                         Unattractive 

While societal norms are improving, Moraxim are generally not 
considered pretty or handsome because they are often, "big-
boned," overweight, or heavy. They always have a -1 to Charis-
ma.

                               Nephilim 

The offspring of a mating between a mortal and a guardian an-
gel, Nephilim (Nef-fill-im) are held in awe by most societies be-
cause of their rare angelic beauty. Influenced by their celestial 
parentage, Nephilim are known for their strong code of honor 
and their valorous nature. 

                       Enlightened Soul 

Of all the human-angel hybrids, Nephilim are prone to have a 
stronger connection to their angel half. This gives them a height-
ened sense of enlightenment. They start with a d6 in Spirit in-
stead of a d4.

                    Arcane Resistance 

Nephilim retain some Divine resistance to Magic, per the Ar-
cane Resistance Edge.

                                Attractive

Nephilim are always considered pretty or handsome by typical 
human standards. They always have a +2 bonus to Charisma.

                     Vow of Allegiance

Whether aware of it overtly or not, Nephilim are loyal to either 
demons or angels. Some feel aligned with the fallen angels that 
spawned their kind and assist the goals of demons, while others 
feel aligned with the goals of angels and are constantly trying to 
prove their value to God. This gives them the Vow Hindrance at 
the Major level.

                     No Guardian Angel

Since Nephilim identify closer to their angel heritage, they are 
less inclined to receive Divine help meant for humanity and 
therefore receive one less benny per session. 

                               PotestIm 

Potestim (Po-test-im) are the offspring of human women and 
angels from the Powers rank of the angel hierarchy. The pri-
mary duty of these angels is to supervise the movements of the 
heavenly bodies to ensure that the universe remains in order. 
Humans with this sort of angel DNA develop an affinity to un-
derstand time and direction, and can sometimes sense danger.

                 Absolute Time  Sense

Potestim can gauge the passage of time accurately.

                           Danger Sense

Potestim can sense danger. See Savage Worlds Danger Sense 
Edge.

                      Directional Sense 

Potestim have a natural sense of direction and can also gauge 
distances accurately.

                                Clueless

Potestim are so innately focused on their connection to the 
world that they can be a bit clueless when it comes to common 
human knowledge. Potestim should apply –2 to most Common 
Knowledge rolls.

                                   Distant

Potestim can appear distant or spacey as they are more aligned 
with the mechanics of the world than interacting with humanity.
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                                 Rephaim

Rephaim (Ref-eye-im) are the offspring of human women and 
angels, the lowest rank of the angelic hierarchy. The angelic DNA 
manifests in Rephaim by making them larger and tougher than 
average humans.

                                                  Strong

Rephaim have some of the strength of their angelic ancestry. 
They start with a d8 Strength attribute instead of a d4.

                                    Reach

 The Rephaim's large frame grants them +1 Reach.

                                   Big Frame 
Attackers add +1 to their attack rolls attacking Rephaim due to 
their oversized stature.

                                  Clumsy 
Agility suffers a -1 penalty to all roll.

                                       Zizim

Zizim (Zy-zim) are the offspring of human women and the 
four-headed Cherub angels that directly attended God. In the 
case of the Zizim, these offspring received the DNA of the eagle. 
They tend to be slight of build due to their low bone density.

                                            Flight

When a Zizim tries to escape danger, they may instinctively de-
velop the ability to fly, manifesting as jumping impossible dis-
tances or falling into a perfect landing. Those that gain control 
over their flight can manifest it however they choose. Examples 
being levitation or manifesting angel wings. Zizim can fly at 
their basic Pace and even “run” while flying. It costs 2” of Pace 
to gain 1” of height.

                             Eagle's Eyes

Like eagles, Zizim are renowned for their excellent eyesight. 
They have two centers of focus in each eye which allows them to 
see forward and to the side at the same time, giving them +2 to 
Notice rolls. They are always considered active guards for Stealth 
checks. 

                    Low-Density Bones

Zizim have –1 Toughness. 
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                        Attributes
Your agent begins with a d4 in each of his five Attributes: Agility, 
Smarts, Spirit, Strength, and Vigor. You have 5 points to distrib-
ute among them as you choose. Raising an attribute by a die type 
costs 1 point, and you may not raise an attribute above d12.

                                  Skills
Survival for a Secret Agent of CROSS comes down to having the 
right skill at the right time. These skills include combat abilities 
like Shooting and Fighting, as well as knowledge or professional 
aptitudes like Driving, Stealth, and Investigation. These generic 
descriptions encompass broad fields and their various related as-
pects. Fighting, for example, includes everything from hand-to-
hand combat to wielding all forms of melee weapons. 

Beginning characters start with a d4 in Shooting due to manda-
tory firearm training and 15 skill points to allocate to skills. One 
point initially purchases a d4, and each additional point spent on 
that same skill increases the skill by a die type. Thus, three skill 
points spent in Stealth buys a d8 so long as the skill is equal to or 
less than the linked Attribute, in this case, Agility. It is possible 
for a skill to exceed the Attribute, but each die type over the At-
tribute costs 2 points per die type, and as with Attributes, no skill 
may start above d12. 

Example: Persuasion is linked to Spirit. A character with a d8 
Spirit can buy Persuasion for one point per die type to d8. Buying a 
d10 costs 2 points, and a d12 costs another 2 points.

Since CROSS missions require a lot of attention to detail and in-
vestigation, all agents should consider taking Notice and one or 
more agents should also have Investigation and Streetwise.

                             Roles
Being in a secret agent organization, CROSS characters usually 
fit certain roles on a team. While it isn’t necessary to fill them 
all, the game works best if you begin the character generation 
process by basing your character off one of the following Roles. 
These Roles are simply Savage Worlds mechanics grouped to-
gether to represent one of these CROSS Roles. Everything here 
can be built with the standard character generation rules in Sav-
age Worlds along with the new Hindrances and Edges on page 
56-59. However, the miracles that are listed with each Role in-
clude trappings that may change how the Power works for that 
particular miracle.

Secret Agents of CROSS doesn't require the use of the included 
Roles and, with GM's approval, derivatives of existing Roles are 
bound to create interesting new avenues to explore. Also, play-
ers can create entirely new Roles, again with GM's permission. 
When doing this, build out the entire Role with the standard 
components defined below.

The Roles have the following components:

Examples: These are some examples of the types of characters 

from fiction or others games that are similar to the Role.
Congregation: This is the congregation where agents in that 
Role are assigned.
Recommended Attributes: Attributes most commonly associ-
ated with the Role and die levels set to a level that would provide 
general competence in the Role and meet the requirements for 
the recommended Edges.
Recommended Skills: Skills most commonly associated with 
the Role and die levels set to a level that would provide general 
competence in the Role and meet the requirements for the rec-
ommended Edges.
Recommended Edges: Suggested Edges that fit the Role.
Default Patron: A Catholic patron most often identified with 
people in the Role. See more on Patrons, page 59.
Default Miracles: List of miracles associated with the Role. 
These are all available when the agent selects the Role and 
purchases Arcane Background (miracles). Note there are some 
trappings below that affect the mechanics of the Power used for 
the miracle. For more on miracles, see Miracles, page 64.

                              Crusader

Description: When Cardinal McDonnell first established 
CROSS, the initial agents came from the ranks of the Swiss 
Guard, setting the standard for what a true defender of the faith 
should be. Strong and capable of going toe to toe with the tough-
est enemies, a Crusader is a formidable opponent to anyone that 
would harm a member of God’s flock. In general, Crusaders are 
best in melee combat, but as they become more experienced may 
branch out into ranged combat expertise as well.

Examples: Hitter, Brick, Tank
Congregation: Strategic Operations
Recommended Attributes: Strength d8, Vigor d6
Recommended Skills: Fighting d8, Taunt d4
Recommended Edges: Brawny, Sweep
Default Patron: Saint Louis IX of France
Default Miracles: Armor of God (Armor, Self only), 
Conviction (Slow), Fortitude (Boost/Lower Trait, Boost Only, 
Strength or Vigor only, Self only), Hallow (Smite, Melee only), 
Intercession (Healing, Takes equivalent damage healed), King's 
Favor (Warrior's Gift)

                                   Exorcist

Description: Demons and otherworldly creatures are every-
where seeding doubt, anger, resentment, and betrayal through-
out humanity. One class of CROSS agents concentrate on these 
infernal monsters—Exorcists. These Catholic priests are specially 
trained in rituals and scripture to banish evil beings from Earth. 
Do not assume that every Exorcist has to be a bible-banging cos-
sack-wearing preacher-man. There are several CROSS Exorcists 
that hunt their targets with science as well as ancient miracles.

Examples: Badass Preacher, Sexy Priest, Good Shepherd
Congregation: Exorcism Services
Recommended Attributes: Smarts d6, Spirit d8
Recommended Skills: Faith d8, Healing d8, Knowledge (Occult) d6
Recommended Edges: Arcane Background (Miracles), Healer
Default Patron: Saint Michael the Archangel
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Default Miracles: Consecrate Me (Armor, Self Only), 
Desiccate (Drain Power Points, supernatural only), Dispel 
(Dispel, supernatural only), Exorcism (Banish), Expose 
Supernatural (Detect/Conceal Arcana, Detect only), Fear of 
the Lord (Fear, Fear of the Lord's wrath), Hallow (Smite), 
Sanctifying Circle (Barrier, Only versus supernatural), Smite 
(Bolt, Only versus supernatural)

                                         Healer

Description: Treat the ills of the flock all over the world as a 
Healer. These agents are attuned to God’s Grace — God's love 
and concern for humanity. They channel God’s power to ease the 
suffering and physical damage of their patients.

Examples: Medic, Buffer, Supporter 
Congregation: Mysticism Services or Medical Services
Recommended Attributes: Spirit d8
Recommended Skills: Faith d8, Healing d8
Recommended Edges: Arcane Background (Miracles), Healer
Default Patron: Saint Brigid of Ireland
Default Miracles: Angel's Wings (Fly), Bless (Boost/Lower 
Trait, Boost only, Others only), Chrism (Smite), Deliverance 
(Deflection), Efficacious Grace (Warrior's Gift), Extreme 
Unction (Greater Healing), Renewal (Succor), Summon 
Divine (Summon Ally; saints, angels or duplicate), Unction 
(Healing)

                              Holy Ghost
Description: Join CROSS to hack computers, drones, and even 
cyborgs as a Holy Ghost. The modern world is a connected 
world and not unlike an iceberg, with only a small portion out in 
the open and visible to all. A Holy Ghost excels at accessing the 
parts of the Internet that the majority of users could never find. 

Examples: Techie, Hacker, Ghost in the Machine
Congregation: Technology Services
Recommended Attributes: Smarts d8
Recommended Skills: Knowledge (Computers) d8, Investi-
gation d8, Notice d6
Recommended Edges: Hacker or Arcane Background 
(Miracles), Connections
Default Patron: Saint Isidore of Seville
Default Miracles: Illuminate (Boost/Lower Trait, Boost 
Smarts or Smarts-based skills only), Speak in Tongues (Speak 
Language, Read & write only)

                                  Inquisitor

Description: An Inquisitor seeks the truth. In a world full of 
secrets and lies, it is an Inquisitor's job to sift through both to 
find the truth. Enemies of civilization are everywhere multiply-
ing faster than those that would stop them can contain. Sorting 
through data in whatever form, from an 8th Century scroll to a 
corporate computer network, Inquisitors find the information 
necessary for the team to plan and execute missions around the 
world. 

Examples: Detective, Investigator
Congregation: Information Services

Recommended Attributes: Smarts d8, Spirit d6
Recommended Skills:  Investigation d8, Notice d6, 
Streetwise d8, Knowledge (Forensics) d6
Recommended Edges: Connections, Investigator
Default Patron: Saint Peter of Verona
Default Miracles: Confession (Mind Reading), Fear of the 
Lord (Fear, Fear of the Lord's wrath), Illuminate (Boost/Low-
er Trait, Boost Smarts or Smarts-based skills only), Speak in 
Tongues (Speak Language)

                             Judas Agent

Description: Grift and con your enemies in the name of God as 
a Judas Agent. When one's job is to oppose evil, someone needs 
to be able to look that evil in the eye and lie to it with a smile. 
Placating the curious, talking their way into someplace they 
shouldn't be, and covering a truth too horrible to be discovered 
are all standard procedures of the Judas Agent. Every organiza-
tion has someone that "knows a guy" and on a CROSS team, this 
is the agent that has those connections. 

Examples: Grifter, Face, Con-man
Congregation: Strategic Operations or Information Services
Recommended Attributes: Smarts d8, Spirit d8, Vigor d4
Recommended Skills: Intimidation d8, Persuasion d8, Stealth 
d6, Streetwise d8
Recommended Edges: Charismatic, Connections
Default Patron: Saint Genesius
Default Miracles: Believe (Puppet, The target will have 
a revelation that God wants them to believe in or realize 
something), Divine Disguise (Disguise), Speak in Tongues 
(Speak Language, Speak only)

                                        Mystic

Description: If God has always been speaking to you, you 
should become a Mystic and share His guidance with CROSS. 
While the Exorcist performs miracles that channel Christ’s pow-
ers through ritual and scripture, the Mystic is innately attuned 
to God's Grace and seem to spontaneously manifest miracles, at 
times without even being aware of it. 

Examples: Prophet, Chosen One, Enigma
Congregation: Mysticism Services
Recommended Attributes: Spirit d8
Recommended Skills: Faith d8
Recommended Edges: Arcane Background (Miracles)
Default Patron: God's Grace
Default Miracles: Communion with God (Divination, Divine 
Christians only), Gifts of the Holy Spirit: (Boost/Lower Trait, 
Understanding (Boost Notice), Council (Boost Persuasion), 
Wisdom (Boost Streetwise), Knowledge (Boost Smarts), Piety 
(Boost Spirit), Fortitude (Boost Vigor), Lower Spirit (Fear), 
Speak in Tongues (Speak Language, Speak only), Transfigure 
(Blind)

                                  Palatine

Description: Assassinate the unredeemable enemies of the flock 
as a Palatine. Working side by side with Crusaders, the Palatine's 
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origins also stem from the Swiss Guard but are more focused on 
marksmanship than close-quarter fighting. Regardless of their 
focus, these warriors are essential members of a CROSS team 
and provide ranged support when a mission gets physical. 

Examples: Marksman, Sniper, Firearms Specialist
Congregation: Strategic Operations 
Recommended Attributes: Agility d8, Strength d6
Recommended Skills: Climbing d6, Fighting d6, Notice d6, 
Shooting d8
Recommended Edges: Alertness
Default Patron: Saint Sebastian
Default Miracles: Godsend (Warrior's Gift), Perfect Angel 
Eyes (Farsight)

                             Silent Knight

Description: Infiltrate locations of the flock's enemies as a Silent 
Knight. Getting into and out of places you are not supposed to 
be is your trademark. Even though CROSS agents seek the truth, 
sometimes, holding back the darkness requires stepping into the 
shadows to do so. A Silent Knight thrives in these shadows and 
the challenge of confronting an opponent on their own turf. 

Examples: Infiltrator, Thief, Burglar, Prowler
Congregation: Strategic Operations
Attributes: Agility d8
Recommended Skills: Climbing d6, Investigation d8, Lock-
picking d6, and Stealth d8
Recommended Edges: Thief
Default Patron: Saint Dismas
Default Miracles: Darkness (Light/Obscure, Obscure only), 
Godspeed (Speed), Haste (Quickness), Invisibility, Spirit Travel 
(Teleport), Subtlety of the Body (Intangibility), Votive (Light/
Obscure, Light only), Walk on Walls (Wall Walker)

                                           Wrath

Description: Unleash the Lord's fury on evil as a Wrath. While 
a Mystic is attuned directly to God, a Wrath is attuned to His 
judgment of human sin and disobedience. Wrath often respond 
with anger and violence in the presence of perceived wrong and 
injustice.

Examples: Erinys (fury), Berserker, Dark Form
Congregation: Mysticism Services
Recommended Attributes: Spirit d8
Recommended Skills: Faith d8
Recommended Edges: Arcane Background (Miracles)
Default Patron: God's Wrath
Default Miracles: Curse (Boost/Lower Trait, Lower trait), 
Earthquake (Pummel), Flaming Rebuke (Burst), Flood (Pum-
mel), Plague (Blast), Repent (Puppet, Target feels compelled to 
repent), Tornado (Havoc)

                       Nationality
CROSS employs agents from nations all around the world. In 
general, nationality is mainly player preference and a way to 

help you create your background. However, here are a few op-
tions that would be common for players to consider.

           Predominately Catholic 
                              Countries

Some countries have a very homogeneous saturation of Catho-
lics, with the religion's customs and norms becoming ingrained 
in the country's culture. Agents that grew up in these countries 
have learned much about Catholicism because it was just part of 
daily life. Players that decide to have their agent originate from 
these countries should consider starting the game with a d4 in 
Knowledge (Catholicism).

Here is a list of these predominately Catholic countries. Players 
could probably justify others with GM permission:

Andorra, Argentina, Bolivia, Brazil, Cabo Verde, Columbia, Ec-
uador, Equatorial Guinea, France, Ireland, Italy, Liechtenstein, 
Lithuania, Malta, Mexico, Panama, Paraguay, Poland, Portugal, 
San Marino, Spain, Venezuela

                                           Swiss

Ex-members of the Swiss Army and the Swiss Guard made up 
the original group of CROSS agents, and much of their basic 
training principles come from those organizations. Players 
whose agent originated in one or both of those organizations 
should consider placing a point in either Fighting, Knowledge 
(Battle), or Shooting.

                          Languages
Your agents know a number of languages equal to half his 
Smarts die. The first language he knows is his native language. 
You need not establish the other languages you speak at the be-
ginning of the campaign, instead adding them to the character 
sheet as the need for them comes up. Any permanent increase 
in your Smarts die also gives you additional languages slots to 
fill during play.

            Derived Statistics
Derive secondary statistics for your agent as in Savage Worlds.

                         Hindrances
If you choose to take Hindrances, you can use the points you 
gain from them to buy the benefits below. You may take one 
Major Hindrance (worth 2 points) and up to two Minor Hin-
drances (worth 1 point each). 

 For 2 Hindrance points, you can either raise an attribute one die 
type or choose one Edge. For 1 Hindrance point, you can gain 
another skill point, or add an additional $500 for selecting Gear. 
No die type can exceed d12 by taking Hindrances.

              Prohibited Hindrances

                        Doubting Thomas 

This Hindrance is not available for CROSS agents.
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Setting Supporting Hindrances

The following are suggested uses of existing Savage Worlds Hin-
drances, which help capture the feel of being a secret agent of 
CROSS.

                  Death Wish (Minor)

Willing Martyr: Your agent is willing to suffer torture and death 
rather than deny his faith in Christ.

                  Vow (Minor/Major)
All CROSS members take a vow to follow the Six Holy Statutes 
(see page 50). Agents cannot take this particular vow as part of 
their agent's Hindrances. However, you can create other Vows or 
use the ones below for your agent.

Obligations: Some members of CROSS have a lot of demands 
on their time. Some agents may have a duty to the priesthood, 
the Vatican, or military and civilian organizations that require 
time. Whatever it is, the character is bound to complete any 
obligations put on them. If your agent's obligations are only 
occasionally inconvenient, take Vow as a Minor Hindrance. If 
your agent's obligations are often inconvenient, nonsensical, 
time-consuming, or could put your agent in harm’s way, then 
take Vow as a Major Hindrance.

Disciple: A disciple is a member of the Church that attempts to 
follow in the footsteps of Christ and do all they can to emulate 
Him. Disciples of Christ are described as loving, joyful, peace-
ful, patient, kind, good, faithful, gentle, and self-controlled. 
They should not be arrogant, critical, self-righteous, condemn-
ing, and closed-minded. Agents that act as disciples of Christ 
should take the Vow Hindrance as Major.

                          New Hindrances

Below is a new Hindrances introduced for Secret Agents of 
CROSS.

          Stigmata (Minor/Major)

As a Minor hindrance, this agent develops cosmetic body marks, 
sores, or sensations of pain in locations corresponding to the 
Crucifixion wounds of Jesus Christ, such as the hands, wrists, 
and feet, at the GM's discretion. Depending on the viewer and 
the situation this may grant the stigmatic a -1 Charisma or +1 
Charisma. As a Major hindrance, the agent will also bleed when-
ever using her Faith skill.

                                  Edges
Remember, human characters get one free starting Edge. The 
Roles already have the most likely Edges listed, but in some cas-
es, the character's background may call for a particular Edge that 
will lead to unique and more interesting agents, so a perusal of 
the Edges section of Savage Worlds is strongly recommended.

         Setting Supporting Edges

The following are suggested uses of existing Savage Worlds Edg-
es, which help capture the feel of being a secret agent of CROSS.

                  Greater Luck/Luck

Blessed: Your agent is blessed by Divine Intervention. Use the 
rules for the Luck Edges to give your agent extra bennies at the 
start of each session.

                                 New Edges

Below are the details for the new Edges for the Secret Agents of 
CROSS setting.

                     Background Edges

                          Armory Access 

Requirements: Novice

Each time you take this Edge, your agent can requisition $1,000 
worth of gear that will be available in the closest safe house to 
the mission area. GM may limit excessive buys of this Edge.

                   Cybernetics Access

Requirements: Novice, Vigor d6+

Your agent can install cybernetics by buying the Cybernetics Ac-
cess Edge. Each time the agent takes this Edge, he can select up 
to $5000 of cybernetics components. By taking this Edge, you 
must take a permanent -1 penalty to Charisma for each loca-
tion where you install your cybernetics which includes Head, 
Left Arm/Right Arm, Legs, Torso, Nervous System. (See Loca-
tion column on the chart below). This represents your change 
in weight, appearance, or personality. Cyborgs tend to become 
more cold and distant as they add cybernetics. See the chart be-
low for details on cybernetic options. Note that the BUYS col-
umn denotes how many times the component can be taken.

Cybernetics Location Buys Cost

Absolute Range Sense: You can calculate the exact distance to a person or object. Head 1 $500

Adrenalin Booster: Adds +2 to Spirit roll when attempting to recover from being 
Shaken.

Nervous System 1 $2500

Anti-Glare Lens: Negates the -2 to the Agility roll when targeted by the Blind 
power or gear based on it.

Head 1 $500

Aqualung: Breathe underwater. Torso 1 $2500
Arm Blaster: See Laser Pistol in Savage Worlds, shots recover at 6 per hour. Left/Right Arm 1 $2500
Arm Taser: Range 1/2/4, Special, RoF 1, Shots 5, Victim must make a Vigor roll at 
-2 or take 2d6 nonlethal damage. 

Left/Right Arm 1 $2500
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Cybernetics Location Buys Cost

Armored Organs: +2 Armor bonus. Torso 1 $1500
Brain Chip (Impersonation): +2 bonus to Persuasion when using impersonated 
voice, chip must analyze a 30-second clip of a target’s speech.

Nervous System 1 $2500

Brain Chip (Mental Static): +1 die step to Smarts vs. Mind Reading and Puppet. Nervous System 1 $1500
Chameleon Skin: Using complex conformal algorithms, extensive cameras, and 
LED emitters the cyborg can effectively camouflage himself using his current 
environment, +2 bonus to Stealth when moving at half Pace.

Torso 1 $5000

Collateral Targeting Governor: Eliminates the Innocent Bystander rule when 
firing into melee.

Head 1 $1000

Computer-assisted Dodge: Adds Dodge, Increased Dodge Edge or additional -1 to 
be hit with ranged attacks.

Nervous System 3 $5000

Cybernetic Legs: +2 Pace and increase Running die one step, can also be taken with 
the Fleet-Footed Edge.

Legs 1 $2500

Load Bearing Enhancement: Load Limit 10x Strength. Torso 2 $2500
Cybernetic Nervous System: +1 die step improved Agility. Nervous System 2 $3000
Danger Sense: Gain Danger Sense Edge. Nervous System 1 $3000
Echolocation: You can pinpoint hidden targets by sound, negating all non-auditory 
detection penalties within Vigor range. 

Head 1 $5000

Farsense: One of your senses operates at a great distance: 10x normal range for 
vision, hearing, or smell.

Head 1 $1000

Gambling Monitor Overlay: +2 to Gambling. Head 1 $1000
HD Recorder: You can record several hours of sound and video using directional 
video and audio sensors.

Head 1 $2000

Heat Shielding: Heat Resistant covering, negate up to -4 penalty when resisting hot 
environments, the covering also makes the owner invisible to infravision.

Torso 1 $1000

Infravision: Halve all darkness penalties to see things that give off heat. Head 1 $2500
Inhalation Filtration System: Ignore toxic gases. Torso 1 $1000
Myostatin Side Effects Nullifier: This medicine dispensing implant can nullify the 
side effects caused by taking the Myostatin Blocker Edge, needs replenishing every 
12 hours or the Myostatin side effects are no longer nullified.

Nervous System 1 $5000

Low Light Vision: You negate attack and sight penalties for Dim and Dark lighting. Head 1 $2500
Metabolic Amplifier: +2 to Vigor vs. poison and disease. Nervous System 1 $1000
Metallic Claws: Str+d6. Left/Right Arm 1 $5000
Radio Hearing: You can “hear” radio waves and tune in to different frequencies, 
intercepting nearby communications with a Notice check. 

Head 1 $500

Reflex Booster: +1 Parry. Nervous System 1 $3000
Retractable Razor Blades: Str+d6. Left/Right Arm 1 $2500
Scent Detector: You can recognize creatures and objects by scent, +2 to Notice and 
Tracking within range equal to your Vigor. 

Head 1 $1500

Skill Chip: Add or increase a skill a die type, limited to two increases per skill, 
chosen skills can be changed once per session or per safe house visit.

Nervous System 8 $2500

Sub-Dermal Plating: +1 to Toughness. Torso 4 $1000
Suction-cup Fingers: Climb automatically at a speed equal to your Climbing skill Left/Right Arm 1 $2500
Targeting Computer: When not moving during a round, allows the shooter to 
ignore up to 2 points of penalties to their Shooting roll.

Head 1 $500

Tremorsense: Within a Medium Blast Template, you negate all vision based 
penalties, such as darkness, concealment, and invisibility, if both you and the 
target are in contact with the same solid surface. 

Left/Right Legs 1 $2500

Ultra-Hearing: You can hear high and low pitched sounds beyond the normal 
human range, granting +2 to Notice when using hearing. 

Head 1 $1500
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Cybernetics Location Buys Cost

Uplink: Wi-Fi, cellular, and satellite uplink to the Internet, provides access 
anywhere in the world as long as one of these services is available. 

Head 1 $500

Nanite Repair module: Automatically heal one wound per day and add +2 to rolls 
to resist Bleeding Out. 

Torso 1 $5000

Vision Anomaly Detector: +2 to Investigation checks that rely upon sight. Head 1 $2500
Vision Enhancement: +2 to Notice checks that rely upon sight. Head 1 $2500
Weapon Software: Damage +2 with a single type of weapon. Head 2 $5000

                            flagellant

Requirements: Novice

Your agent subjects themselves to flogging as part of their reli-
gious devotion. Due to this exposure to pain, the agent adds +2 
to Spirit rolls when attempting to recover from being Shaken 
and can ignore 1 point of wound penalty. Taking this Edge also 
gives the agent the equivalent of a Major Hindrance equating to 
a -1 Charisma due to the scars, and if unable to flog themselves 
daily, -1 to Spirit rolls.

                     Professional Edge

                                        Hacker 

Requirements: Novice, Smarts d8+, Knowledge (Computers) 
d8+, Investigation d8+

Hackers are individuals trained in the art of breaking into pro-
tected computer systems. Hackers add +2 to their Knowledge 
(Computers) skill rolls when trying to infiltrate computer net-
works and systems and +2 to Investigation rolls when using 
computers as part of an investigation.

                             Combat Edges

          Iron Shroud Attunement

Requirements: Novice, Fighting or Shooting of d8+ 

The agent is trained in the use of Iron Shroud armor. CROSS has 
engineered five versions of the armor, and an agent can buy this 
Edge up to five times to get access to each version. See Chapter 
4: Gear to read more about the Iron Shroud armor and an exten-
sive list of modifications.

                                 Martyr

Requirements: Novice

Agents of Christ do some of their best work when under the 
stress of persecution and violence. For each wound the agent 
takes, his Wild Die will go up by one die step.

                    Myostatin Blocker

Requirements: Novice

Dr. Grenier's myostatin blocker formula raises the agent's ath-
leticism to Olympic athletic levels. Agents receive +1 die step in 

both Strength and Agility. Taking this Edge also gives the agent 
the equivalent of a Major Hindrance where the agent will need 
to cover up in direct sunlight or suffer one level of Fatigue (-1 to 
all Trait tests). The agent can recover from this level of Fatigue by 
avoiding direct sunlight for 30 minutes. 

                         Righteous Hand

Requirements: Heroic, Champion

This holy warrior can channel his faith into a blow with his 
melee or ranged weapon of choice selected when this Edge is 
purchased. Their attacks gain AP 2 when fighting supernatural-
ly evil creatures.

                                    Gear
Each starting agent is granted $500 to purchase personal gear. 
They can select an additional $500 for each Hindrance point 
spent on gear. To select gear, see the Gear section in Savage 
Worlds and Chapter 4: Gear. All purchased gear will be in the 
agents' safe house if they arrive at the mission area in a way 
where they are unable to travel with their gear. 

Note: All agents are issued a SIG Pro pistol (see page 85) for free.

                            Patrons
Patrons are most often saints that can provide help to those that 
ask for their aid in the form of counsel and assistance in miracle 
working. Additionally, angels and even God himself can act as 
a patron. Each Role has a listed default patron, who is the one 
most often identified to have a bond, connection, or affinity to 
that particular Role. However, with the GM's permission, it is 
possible to select a different patron.

A patron can merely be for flavor or they can have direct game 
effects. For flavor, the agent could call on a saint when expressing 
consternation ("By the beard of Saint Dismas!"). However, if the 
agent has taken Arcane Background (Miracles), then it is this 
patron that intercedes for the agent with God to grant access to 
the agent's miracles. 

Below are details on the saints listed as patrons for the Roles. Sta-
tistics have been included for the default patrons because these or 
similar ones could be summoned to Earth with the Summon Di-
vine miracle. See Summoning on page 89 for more on using saints. 
Note: God's aspects of Grace and Wrath cannot be summoned and 
so only the miracles granted through each aspect is included in the 
statistics. You will also notice a list of Tags included with each saint. 
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For more on this, see The Nature of Things on page 88.

If desired, use this as a format for creating your own saints.

                     Brigid of Ireland

Saint Brigid was born as Brigit to a Leinster chieftain named 
Dubthach and a slave woman named Brocca.

As a child, Brigid would often donate her parents' possessions 
or food so that others would not starve. She was known for her 
charity as well as for miracle working, caring for the poor, feed-
ing and healing them.

Her father, fed up with Brigid's willingness to give away his 
things, took her to the king to sell her. During the discussion, 
Brigid gave away the king's jeweled sword to a nearby beggar. 
The Christian king was not angry but saw her charity first-hand 
and convinced Brigid's father to grant her freedom.

As a free woman, Brigid continued her philanthropy, eventually 
opening up a monastery and two monastic institutions spread-
ing her charity throughout Ireland and beyond.

Quote: "I would like an abundance of peace. I would like full 
vessels of charity. I would like rich treasures of mercy. I would 
like cheerfulness to preside over all." (Saint Brigid)

Relics: A piece of her skull is located in Saint Bridget's Church in 
Kilcurry and Killester, Ireland.

Patronage: Healers
Attributes: Agility d6, Smarts d6, Spirit d10, Strength d6, Vigor d6
Skills: Faith d10, Fighting d4, Notice d6, Persuasion d6
Charisma: –; Pace: 6; Parry: 2; Toughness: 5
Edges: Arcane Background (Miracles), Common Bond, Healer
Hindrances: Stubborn, Quirk (Always wants to help) 

Miracles: Angel's Wings (Fly), Bless (Boost/Lower Trait, Boost 
only, Others only), Chrism (Smite), Deliverance (Deflection), 
Efficacious Grace (Warrior's Gift), Extreme Unction (Greater 
Healing), Renewal (Succor), Summon Divine (Summon Ally; 
saints, angels or duplicate), Unction (Healing)
Gear: Reed cross
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                                     Dismas

Saint Dismas, also known as the Good Thief, was crucified with 
Christ on Calvary. Dismas admitted to his sins as both of them 
were dying on the cross. At one point the thief asked Christ to 
remember him when he is in Heaven, and Christ told Dismas 
that he would accompany him to paradise. Dismas's sainthood 
highlights the hard road to salvation and that it can be achieved 
anywhere and at any time.

Quote: "Jesus, remember me when you come into your king-
dom." (Saint Dismas)

Relics: The cross beam where Saint Dismas was nailed is located 
in the Basilica of the Holy Cross in Jerusalem, Rome, Italy.

Patronage: Repentant Thieves, Prisoners
Attributes: Agility d8, Smarts d6, Spirit d10, Strength d6, Vigor d6
Skills: Climbing d6, Faith d6, Fighting d6, Investigation d6, 
Lockpicking d6, Stealth d8, Streetwise d6
Charisma: -2; Pace: 6; Parry: 5; Toughness: 5
Edges: Arcane Background (Magic), Thief
Hindrances: Outsider, Quirk (Penitent)
Miracles: Darkness (Light/Obscure, Obscure only), Godspeed 
(Speed), Haste (Quickness), Invisibility, Spirit Travel (Teleport), 
Subtlety of the Body (Intangibility), Votive (Light/Obscure, 
Light only), Walk on Walls (Wall Walker)
Gear: Cross
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit
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                                 Genesius

During the persecution of Christians by Emperor Diocletian, 
the actor Genesius tried to capitalize on the Emperor's hatred of 
the Christians by staging a play mocking the religious. Genesius 
cast himself as a bedridden sick man asking to be baptized be-
fore death. Another actor playing a priest came to baptize the 
man and as the baptismal water poured over Genesius the grace 
of God fell on him, and he saw the truth of the Christian faith. 
Genesius couldn't help but announce his new love of God and 
salvation. Diocletian was furious and had Genesius, who re-
fused to renounce his new faith, tortured and beheaded.

Quote: "Wherefore, I advise you, O great and mighty emperor, 
and all ye people here present, who have ridiculed these mys-
teries, to believe, with me, that Jesus Christ is true Lord; that 
he is the light and the truth; and that it is through him you may 
obtain the forgiveness of your sins." (Saint Genesius)

Relics: Genesius's remains are located in a tomb at the Church 
of Saint Susanna at the Baths of Diocletian, Rome, Italy.

Patronage: Actors, Clowns, Comedians, Dancers, Musicians
Attributes: Agility d6, Smarts d8, Spirit d8, Strength d6, Vigor d6
Skills: Faith d6, Fighting d4, Intimidation d6, Notice d8, Per-
suasion d8, Stealth d6, Streetwise d6
Charisma: +4; Pace: 6; Parry: 4; Toughness: 5
Edges: Arcane Background (Miracles), Attractive, Charismatic
Hindrances: Curious, Overconfident
Miracles: Believe (Puppet, The target will have a revelation that 
God wants them to believe in or realize something), Divine 
Disguise (Disguise), Speak in Tongues (Speak Language, Speak 
only)
Gear: Theatre Masks
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                           God's Grace

 God's Grace is the aspect of God that is the unexpected and 
undeserved love and mercy given by God to man. Agents with 
Arcane Background (Miracles) that have taken God's Grace as a 
patron can directly channel God's grace via the act of miracles to 
provide benevolent acts to help others during a mission.

Quote: God is perfectly able to enrich you with every grace, so 
that you always have enough for every conceivable need, and 
your resources overflow in all kinds of good work. (2 Corinthians 
9:8, NJB)

God's grace has no physical manifestation so no statistics have 
been included other than the miracles He provides.

Patronage: Mystics
Miracles: Communion with God (Divination, Divine Christians 
only), Gifts of the Holy Spirit: (Boost/Lower Trait, Understanding 
(Boost Notice), Council (Boost Persuasion), Wisdom (Boost 
Streetwise), Knowledge (Boost Smarts), Piety (Boost Spirit), 
Fortitude (Boost Vigor), Lower Spirit (Fear), Speak in Tongues 
(Speak Language, Speak only), Transfigure (Blind)

                             God's Wrath

God's Wrath is the aspect of God that is the pure and deserving 
application of God's justice. Agents with Arcane Background 
(Miracles) that have taken God's Grace as a patron can directly 
channel God's wrath via the act of miracles to provide violent 
but just acts to help complete CROSS missions.
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Quote: I will execute great vengeance on them with wrathful 
rebukes. Then they will know that I am the Lord, when I lay my 
vengeance upon them.” (Ezekiel 25:17 ESV)

God's Wrath has no physical manifestation so no statistics have 
been included other than the miracles He provides. 

Patronage: Wraths
Miracles: Curse (Boost/Lower Trait, Lower trait), Earthquake 
(Pummel), Flaming Rebuke (Burst), Flood (Pummel), Plague 
(Blast), Repent (Puppet, Target feels compelled to repent), Tor-
nado (Havoc)

                     Isidore of Seville

The patron saint of the Internet is Saint Isidore of Seville, a bish-
op and scholar, who was suggested for the role by the late Pope 
John Paul II. Isidore wrote 20 books known as the Origins where 
he tried to record everything that was known at his time.
Quote: "Live as if you were to die tomorrow. Learn as if you were 
to live forever." (Saint Isidore of Seville)

Relics: Several of Saint Isidore's bones rest in a silver urn in the 
Cathedral Church of Saint Mary in Murcia, Spain.

Patronage: Computer Users and Technicians, Programmers, 
Students
Attributes: Agility d6, Smarts d12, Spirit d10, Strength d4, Vigor d4
Skills: Faith d8, Fighting d4, Knowledge (Ancient Science) d10, 
Knowledge (Ancient World) d10, Notice d6, Persuasion d6
Charisma: –; Pace: 5; Parry: 4; Toughness: 4
Edges: Arcane Background (Miracles), Linguist, Jack-of-All-
Trades, Scholar
Hindrances: Elderly, Quirk (Know-It-All)
Miracles: Illuminate (Boost/Lower Trait, Boost Smarts or 
Smarts-based skills only), Speak in Tongues (Speak Language, 

Read & write only)
Gear: Pen
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                      Louis IX of France

Louis IX became the king of France at the age of twelve under the 
regency of his mother, Blanche and assumed full kingship on his 
twenty-first birthday. He was a devoted Christian and loved his 
people. After staving off attacks by England, he became ill and 
vowed to lead a Crusade if he would survive. He led the failed 
Seventh Crusade and fell into despair. After he returned home 
he strove to create a holy nation that helped the poor, provided 
a system of laws and trials based on testimony and facts. Even-
tually, Louis turned his eyes back to the Crusades and planned 
a well-organized attack on Tunisia. The fleet arrived and was 
struck with an epidemic of dysentery that swept through the 
Crusader army and also killed Louis.

Quote: "You should, with all your strength, shun everything 
which you believe to be displeasing to Him." (Saint Louis IX)

Relics: Saint Louis's heart is buried in the cathedral of Monreale 
near Palermo, Italy. His bones were interred in the Basilica of 
Saint-Denis at Saint-Denis, Paris, France.

Patronage: Crusaders
Attributes: Agility d8, Smarts d8, Spirit d10, Strength d8, Vigor d8
Skills: Faith d8, Fighting d10, Notice d6, Persuasion d8
Charisma: –; Pace: 6; Parry: 7; Toughness: 6
Edges: Arcane Background (Miracles), Command, Fervor, Holy 
Warrior, Inspire, Leader of Men, Natural Leader
Hindrances: Vow (Disciple)
Miracles: Armor of God (Armor, Self only), Conviction (Slow), 
Fortitude (Boost/Lower Trait, Boost only, Strength or Vigor 
only, Self only), Hallow (Smite, Melee only), Intercession (Heal-
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ing, Takes equivalent damage healed), King's Favor (Warrior's 
Gift)
Gear: Crown
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

          Michael the Archangel

Saint Michael is the angel that led the army of angels who defeat-
ed Lucifer and cast him and his rebellious angels into Hell. Those 
fallen angels became demons and with Lucifer's encouragement, 
began to tempt, torture, and possess humanity. It is Michael that 
is called upon as a part of the Rite of Exorcism, a series of actions 
perform by exorcists, to cast the demons out and end the demon-
ic possession of a victim.

Quote: "Be our protection against the wickedness and snares of 
the devil. May God rebuke him, we humbly pray, and do thou, 
O Prince of the heavenly host, by the power of God, thrust into 
Hell Satan and all the other evil spirits who roam about the world 
seeking the ruin of souls." (Prayer to Saint Michael)

Patronage: Exorcists, Warriors
Attributes: Agility d10, Smarts d8, Spirit d10, Strength d12, 
Vigor d12
Skills: Faith d8, Fighting d8, Intimidation d8, Investigation d8, 
Notice d8, Persuasion d12
Charisma: +2; Pace: 6; Parry: 6; Toughness: 16
Edges: Arcane Background (Miracles), Attractive, Champion, 
Command, Harder to Kill, Hold the Line!, Leader of Men, Level 
Headed
Hindrances: Vow (Major, Serve God)
Miracles: Armor of God (Armor, Self only), Conviction (Slow), 
Fortitude (Boost/Lower Trait, Boost only, Strength or Vigor 
only, Self only), Hallow (Smite, Melee only), Intercession 
(Healing, Takes equivalent damage healed), King's Favor 
(Warrior's Gift)
Special Abilities:
• Armor of God: +8 Toughness.

• Flame Sword: 2d8 fire damage; wielder is considered armed 
when attacking and unarmed when defending, chance of 
catching fire (See Fire in Savage Worlds).

• Flight: These angels have a Flying Pace of 24” and Climb of 3.
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                     Peter of Verona

Saint Peter of Verona was born to Catharist parents, but was ed-
ucated in Catholic institutions and became a great preacher. He 
was appointed by Pope Gregory IX as an inquisitor in Northern 
Italy, the home of many Catharists. He was murdered by a Cath-
arist assassin at the age of 46.

Quote: "I believe in 
God." (Saint Dismas 
as he lay dying at his 
assassin's feet)

Relics: Peter of Vero-
na's head is located in 
the Portinari Chapel 
at the Basilica of 
Sant'Eustorgio, Milan, 
Italy.

Patronage: Inquisitors
Attributes: Agility d6, Smarts d12, Spirit d8, Strength d6, Vigor d6
Skills: Faith d6, Intimidate d10, Investigation d8, Notice d6, 
Persuasion d10, Streetwise d8
Charisma: +2; Pace: 6; Parry: 2; Toughness: 5
Edges: Arcane Background (Miracles), Charismatic, Investigator
Hindrances: All Thumbs, Curious, Overconfident
Miracles: Confession (Mind Reading), Fear of the Lord (Fear, Fear 
of the Lord's wrath), Illuminate (Boost/Lower Trait, Boost Smarts 
or Smarts-based skills only), Speak in Tongues (Speak Language)
Gear: Meat cleaver (Str+d4)
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                              Sebastian
Saint Sebastian was an early Christian saint, that was killed 
during the reign of Roman emperor Diocletian's persecution of 
Christians. Known for speaking out against the sins of the em-
peror he was tied to a tree and shot with arrows. Amazingly, he 
survived and continued to reprimand Diocletian for his sins and 
was finally clubbed to death.
Quote: "The devil strains every nerve to secure the souls which 
belong to Christ. We should not grudge our toil in wresting them 
from Satan and giving them back to God." (Saint Sebastian)
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• Flame Sword: 2d8 fire damage; wielder is considered armed 
when attacking and unarmed when defending, chance of 
catching fire (See Fire in Savage Worlds).

• Flight: These angels have a Flying Pace of 24” and Climb of 3.
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                     Peter of Verona

Saint Peter of Verona was born to Catharist parents, but was ed-
ucated in Catholic institutions and became a great preacher. He 
was appointed by Pope Gregory IX as an inquisitor in Northern 
Italy, the home of many Catharists. He was murdered by a Cath-
arist assassin at the age of 46.

Quote: "I believe in 
God." (Saint Dismas 
as he lay dying at his 
assassin's feet)

Relics: Peter of Vero-
na's head is located in 
the Portinari Chapel 
at the Basilica of 
Sant'Eustorgio, Milan, 
Italy.

Patronage: Inquisitors
Attributes: Agility d6, Smarts d12, Spirit d8, Strength d6, Vigor d6
Skills: Faith d6, Intimidate d10, Investigation d8, Notice d6, 
Persuasion d10, Streetwise d8
Charisma: +2; Pace: 6; Parry: 2; Toughness: 5
Edges: Arcane Background (Miracles), Charismatic, Investigator
Hindrances: All Thumbs, Curious, Overconfident
Miracles: Confession (Mind Reading), Fear of the Lord (Fear, Fear 
of the Lord's wrath), Illuminate (Boost/Lower Trait, Boost Smarts 
or Smarts-based skills only), Speak in Tongues (Speak Language)
Gear: Meat cleaver (Str+d4)
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                              Sebastian
Saint Sebastian was an early Christian saint, that was killed 
during the reign of Roman emperor Diocletian's persecution of 
Christians. Known for speaking out against the sins of the em-
peror he was tied to a tree and shot with arrows. Amazingly, he 
survived and continued to reprimand Diocletian for his sins and 
was finally clubbed to death.
Quote: "The devil strains every nerve to secure the souls which 
belong to Christ. We should not grudge our toil in wresting them 
from Satan and giving them back to God." (Saint Sebastian)

Relics: An arrow that struck Sebastian and part of the column he 
was tied to during his persecution is located in Sebastiano fuori 
le mura basilica in Rome, Italy.

Patronage: Archers, Soldiers
Attributes: Agility d6, Smarts d6, Spirit d10, Strength d6, Vigor d6
Skills: Faith d10, Fighting d4, Knowledge (Arcana) d6, Notice 
d6, Persuasion d6
Charisma: -2; Pace: 6; Parry: 4; Toughness: 5
Edges: Arcane Background (Miracles), Harder to Kill
Hindrances: Overconfident, Outsider, Stubborn
Miracles: Godsend (Warrior's Gift), Perfect Angel Eyes (Farsight)
Gear: Arrows
Tags: Allegiance to Heaven, Divine, Supernatural, Spirit

                         Miracles
If your agent has taken Arcane Background (Miracles), she has 
access to all miracles listed under Default Miracles in her Role 
regardless of the Power's Rank. Use of miracles above the agent's 
Rank applies a negative modifier on their Faith roll, based on 
the difference between their own Rank and the miracle's Rank 
(-2 for being one Rank less than the Power's, -4 for being two 
Ranks less than the Power's, etc.). Each miracle is listed with a 
descriptive name and the Savage Worlds Power in parenthesis. 
Some of these miracles also list some minor limitations to match 
the trappings of the application of the Power for each particular 
miracle. Factor those in as you review the Powers in the Powers 
section of Savage Worlds.

At the end of this book there is a hand out called Generate a 
Prayer. This simple chart can be used by players that create char-
acters with miracles to generate some dialogue when they use 
their miracles.

    Background and Name

Finally, finish the creation process by naming your agent, and 
coming up with a background describing what your character 
did before joining CROSS, why he took on his Role, and how his 
Race and Nationality affect his life. Keep in mind, that CROSS 
agents are the best of the best; outside of being a Healer, Mystic, 
or Wrath who comes to CROSS to get control of their gifts from 
God, most agents come from other careers that match with their 
chosen Role. 

                         Cover Job 
As mentioned at the beginning of this chapter all agents receive 
a cover job or pay and benefits. Here are some suggestions for 
potential cover jobs.

D100 Job Result
1-4 Acrobat/Gymnast
5-8 Actor/Singer

9-12 Archaeologist
13-16 Counselor
17-20 Detective/Private Investigator
21-24 Diplomat
25-28 Doctor/Nurse
29-32 Fireman
33-36 Gambler
37-40 Government Intelligence Agent
41-44 Government Worker
45-48 Hacker/Social Engineer
49-52 Linguist
53-56 Locksmith
57-60 Paramedic
61-64 Paranormal Investigator
65-68 Pilot
67-70 Police Officer
71-74 Priest/Sister
75-78 Professional Wrestler
79-82 Reporter
83-86 Salesperson
87-90 Scientist
91-94 Security Guard
95-98 Soldier

99-100 Stunt Person

                Agent Examples
The remainder of this chapter presents examples of these Char-
acter Generation rules in action. Note the use of each Role com-
bined with the new races, cybernetics, Edges, and miracles.
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Name Pierre Grisard Race Human
Rank Novice RoleCrusader

Nation France Patron Louis IX

Agility d8 Smarts d4
Fighting d10 Notice d6

Shooting d4

Spirit d6 Strength d6
Faith d8 Climbing d4

Intimidation d6 Vigor d8

Charisma  – Pace 6
Parry 8 Toughness 8(2)

Edges

Arcane Background (Miracles)
Champion: (+2 damage / Toughness vs. supernatural)

Miracles

Armor of God Conviction
Fortitude Hallow

Intercession King's Favor

Hindrances Type

Death Wish (Willing to die in God's service) Minor
Vow (Disciple) Major

Poverty Minor

Gear

Brass Knuckles (Str+d4 unarmed Attacker)
Flak Jacket (+2, Covers torso)

Long Sword (Str+d8, Includes scimitars)
Medium Shield (+1 Parry, +2 Armor to ranged shots)

SIG Pro

Description

Pierre is a blood descendant of a French Crusader and his family has been part of the French military ever 
since. Pierre is proud of his military lineage and believes that he is an important link in continuing the 
chain through future wars.
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Name Malachi Machado Race Human
Rank Novice Role Exorcist

Nation Italy Patron Michael

Agility d8 Smarts d8
Fighting d6 Knowledge (Catholicism) d6

Shooting d8 Knowledge (Occult) d6
Notice d8

Streetwise d6
Taunt d8

Spirit d8 Strength d4
Faith d8 Climbing d4

Vigor d4

Charisma -2 Pace 6
Parry 6 Toughness 6(2)

Edges

Arcane Background (Miracles)

Miracles

Consecrate Me Desiccate
Dispel Exorcism

Expose Supernatural Fear of the Lord
Hallow Night of Blindness

Sanctifying Circle Smite

Hindrances Type

Arrogant Major
Mean Minor

Quirk (Sarcastic) Minor

Gear

Dagger (Str+d4)
Flak Jacket (+2, Covers torso)

Lead-loaded cross (Str+d4)
SIG Pro

Description
 

As a kid, Machado watched all his brothers join MS-13, a notorious international gang, and end up dead. In his investigations into 
their death, Malachi discovered that part of MS-13's success comes from demonic possession and influence. He joined the priest-
hood, hoping to one day smite this evil and others like it.
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Name Father Padro Paz Race Human
Rank Novice Role Healer

Nation United States Patron Brigid

Agility d6 Smarts d6
Fighting d6 Healing d8

Shooting d4 Investigation d6
Notice d6

Spirit d6 Strength d6
Faith d8

Persuasion d6 Vigor d6

Charisma – Pace 6
Parry 5 Toughness 7(2)

Edges

Arcane Background (Miracles)
Power Points (+5 Pts.)

Miracles

Angel's Wings Bless
Chism Deliverance

Efficacious Grace Extreme Unction
Renewal Summon Divine
Unction

Hindrances Type

Overconfident Major
Pacifist Minor

Wanted (Tax Evasion) Minor

Gear

Flak Jacket (+2, Covers torso)
SIG Pro

Description

Pedro Paz was the son of a minister, and always had a passion for Professional 
Wrestling. Using his father's calling as his gimmick he wrestled all over the 

world as El Milagro bringing salvation to his opponents with his fists. However, 
during a trip to an upcoming match, his plane went down. The only conscious 

passenger, Pedro attempted to help the survivors. To his amazement, as he laid his 
hands on the injured he healed them. In fact, angelic duplicates of himself followed his 

lead. All the passengers survived the crash and Pedro became his gimmick for real.
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Name<h1>Monk</h1> Race Human
Rank Novice Role Holy Ghost

Nation Tibet

Agility d6 Smarts d10
Driving d4 Investigation d8

Fighting d6 Knowledge (Computers) d10
Piloting d8 Notice d6

Shooting d6 Streetwise d6
Stealth d6

Spirit d6 Strength d4
Persuasion d6

Vigor d4

Charisma – Pace 6
Parry 5 Toughness 6(2)

Edges

Connections
Hacker (+2 Knowledge (Computers), +2 Investigation) 

Hindrances Type

Big Mouth Minor
Delusional Minor

Vow (Topple the corrupt) Major

Gear

Flak Jacket (+2, Covers torso)
SIG Pro

Starfly Drone

Description

Little is known about the real person be-
hind the Internet handle of the infamous 
<h1>Monk</h1>. This hacktivist has long 
been known to protect the weak and topple the 
corrupt. While his actions are unquestionably 
illegal, many feel they are morally defendable. 
Moreover, no one in cybercrime law-enforce-
ment has been able to trace or catch him...yet. 
Many believe he is sponsored by a government 
agency or a powerful and well-connected orga-
nization.
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Name Jonathan Palladino Race Human
Rank Novice Role Inquisitor

Nation Italy (birth)/United States

Agility d6 Smarts d8
Fighting d8 Knowledge (Catholicism) d4

Lockpicking d6 Investigation d8

Shooting d6 Knowledge (Forensics) d4

Stealth d4 Notice d6

Streetwise d6

Spirit d6 Strength d6
Intimidation d6

Persuasion d4

Vigor d4

Charisma -1 Pace 6
Parry 6 Toughness 6(2)

Edges

Connections

Hindrances Type

Anemic Minor
Bad Luck Major

Habit (Chronic Cough) Minor

Gear

Flak Jacket (+2, Covers torso)
Glock (9mm)

Lockpicks

Description

Palladino is an Italian-American private detective that works 
almost exclusively for CROSS. In exchange for his skills, CROSS 
keeps his aplastic anemia in check. 
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Name Juan de la Cruz Race Human
Rank Novice Role Judas Agent

Nation Philippines

Agility d6 Smarts d6
Fighting d6 Notice d6

Stealth d6 Streetwise d6
Shooting d4

Throwing d6

Spirit d8 Strength d4
Intimidation d8

Persuasion d8

Vigor d6

Charisma +4 Pace 6
Parry 5 Toughness 7(2)

Edges

Attractive
Charismatic

Hindrances Type

Habit (Always portraying a character) Minor
Overconfident Major

Wanted Minor

Gear

Dagger (Str+d4)
Face Printer

Miracle Shroud
SIG Pro

Description
 

Juan de la Cruz is a Filipino actor with credits in both Filipino and Mexican 
soap operas. While shooting scenes as a Mexican priest, he was violently 
attacked by a crazed young girl. While being treated for deep scratches 
to his face and throat, the father of his Parish visited him. Juan confided 
in him that the girl spoke of other violent atrocities she committed. The 
father realized that these events connected hundreds of years of unsolved 
violence in the community and strongly suggested a demon possession. 
Juan was forever hooked by this mystery and became more involved in 
the church and eventually offered his services to CROSS as a Judas Agent.
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