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The Laundry compartmentalises itself. Secrets are hidden 
behind closed doors and codewords. Walk down one of  
the endless corridors (beige or hospital-green paint peeling 
from the walls, carpets worn bare or oddly stained) and 
you pass an endless succession of  equally anonymous 
doors. Who knows what’s behind those doors? Open one 
at random, and you might find some office drone at a desk 
piled high with paperwork, or a meeting room where grey-
suited bureaucrats debate the cost/benefit of  replacing that 
oddly stained carpet, or an archive crammed with three-ring 
binders... or you might lay a hand upon that handle, turn it, 
and be instantly snuffed out by the invisible warding spell. 
The Laundry does not encourage curiosity.

The Agent’s Handbook is a much, much safer way of  
learning about the Laundry’s inner workings than wandering 
the corridors of  power. This book gives new options and 
new tools for your field operatives. Maybe, just maybe, these 
new weapons and tricks will let you survive long enough to 
learn a few of  the Laundry’s deeper secrets...

So, what’s in the book?

Chapter 1: Tradecraft describes the art of  spying. 
There’s more to it than sitting in an office reading reports. 
Sometimes, you get to be James Bond and put the luxury 
hotel room and the champagne on the company credit card, 
and sometimes, you get to strangle some guy in an alleyway 
with his own tie. 

Chapter 2: Bell, Book & Candle covers equipment, 
vehicles and other gadgets. Pinky and his ilk never sleep, 
not when there are things they can miniaturise and/or 
stick summoning grids into. Cutting-edge spyware and 
experimental occult gadgets, safehouses, and rules for 
driving like a lunatic. What’s not to like?

Chapter 3: Firearms covers a long, long list of  ways to 
turn chemical energy into kinetic energy via the medium of  
small pieces of  hot lead. While most agents in the Laundry 
are unarmed or packing plastic Glocks, the opposition may 

be carrying M4 Carbines or Mossberg 590A1s, so it’s good 
to know if  you’re going to need a new protective amulet – 
or a body bag, when the shooting’s done.

Chapter 4: Bureaucracy is all about the Laundry’s endless 
red tape. How to survive it, how to navigate it, and how 
to use it as a weapon. The pen is mightier than the sword, 
especially when the pen’s used to inscribe runes of  binding 
and banishing on someone’s end-of-year appraisal. 

Chapter 5: Character Templates is all about creating new 
player characters quickly. If  your agent just got eaten by 
something with tentacles, and you need a quick replacement, 
just pick one of  the template characters here to get back in 
the game.

Chapter 6: Training Courses has new courses for Laundry 
employees, ranging from a solid grounding in Health and 
Safety to making binding oaths to alien gods. Just remember 
to fill in a time-sheet.

Chapter 7: Weird Characters describes post-human 
and non-human Laundry employees. Agents with the 
Innsmouth Look, sentient zombies, ghosts and gorgons 
and stranger things. 

Chapter 8: Outside the Laundry contains rules for playing 
civilians, freelance spies, employees of  other OCCINT 
groups, and even semi-competent cultists. You can either 
play a game where the player characters are working outside 
the Laundry, or the Game master can use these rules to 
create suitable opposition for your characters.

Chapter 9: Laundry Campaigns in Other Eras describes 
how to run games set during the history of  the Laundry. 
Fight Nazis in World War II; fight Commies in the 1960s; 
fight fashion sense in the 1970s.

Introduction
[He] knows what’s coming. He knows exactly what is going to bleed through the walls of reality, when 
the stars burn down from the pitiless heavens and our ever-thinking numbers corrode the structure of 
reality. And he believes we’re his best hope for his own survival.

Like I said: the only god I believe in is coming back. And when he arrives, I’ll be waiting with a 
shotgun.

– The Fuller Memorandum

InTrOduCTIOn
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THe LAundry

The invisible history of  the 20th Century is full of  middle-
aged men in trenchcoats and business suits, skulking around 
the capitals of  Europe in a secret ballet of  spies and deceits, 
all conducted as an overture to nuclear armageddon. The 
techniques used by these men for avoiding capture and 
concealing their activities are collectively referred to as 
tradecraft. Brush passes, dead drops, honeytraps, the arcana 
of  the shadow war – the Laundry instructs its field officers 
on all these techniques.

In the mundane world – the part of  the intelligence 
community that frets about frivolities like terrorist 
bombings, industrial espionage and dirty bombs – 
tradecraft is slightly outdated. Electronic communication 
and encryption makes the art of  the secret message less 
relevant; SIGINT has replaced HUMINT as the primary 
focus of  conventional intelligence.1 Your average MI6 
officer is more likely to be sitting behind a desk in Whitehall, 
analysing intercepted traffic from GCHQ, than sitting in 
a cafe in Prague waiting for a man with a red carnation 
in his lapel who’ll enquire about the price of  oranges.2

The old tricks of  the SIS, KGB, CIA and other sinister 
TLAs are still an important part of  the Laundry’s field ops. 
Firstly, we’ve got certain... issues with technology. There 
are times when you absolutely don’t want to be listening 
in via a hidden microphone, and there are ways to occlude 
a phone that bypass conventional interception methods 
entirely. Edison experimented with a GRAVEDUST-
powered necrophone in the 1900s; these days, we can route 
3G mobile signals through the dead and get you coverage 
anywhere on the globe as long as there’s a corpse handy. 
Relying on SIGINT won’t cut it in our line of  work – and 
anyway, our access to SIGINT is limited since we don’t have 
the same close relationship with UKUSA pact members 
that the SIS has with their counterparts. The NSA don’t 
seem to want to take our calls. 

Secondly, we deal a lot with unique or rare artefacts. You 
can’t email a fire-and-forget banishment talisman to an 
undercover agent, and if  you’re trying to smuggle an 
ANNING BLUE SKULL fragment out of  Chile, you need 
to be able to do a brush pass in person. The human factor 
still means something when it comes to hungry ghosts and 
observed-mediated incantations.

Thirdly, and most importantly, we’ve got to keep up with 
the opposition, and not just the Thirteenth Directorate or 
the Black Chamber. 

The lifespan of  your average potentially-dangerous cult 
is about five years. Someone reads a book full of  really 
bad ideas (like worshipping prehuman deities that seek to 
consume all our souls) and thinks ‘my, these guys sound great. 
Sure, they’ve devoured all their other worshippers, but I bet this time, 
it’ll be different!’ Mr. Cult Leader acquires a little power, enough 
to draw in other impressionable idiots, schizophrenics, 
rebellious teenagers or just ordinary people hungry for a 
taste of  the divine; we’re hardwired to worship those things 
bigger and more powerful than we are. Anyway, our little 
model Cthulhu cult lasts, on average, about five years before 
it collapses into schisms (‘you’re holding the sacrificial knife 
all wrong!’ ‘heretic!’ ‘splitter!’), suicide pacts (‘I can see Great 
Cthulhu rising... but that might be the weedkiller I just injected 
into my eyeball’), apathy (‘I can’t be bothered catching alley cats 
for sacrifice on Walpurgisnacht... let’s just get takeout instead’) or 
occupational hazards (‘hey, let’s summon this thing!’). 

If  the cult does really, really well, then they crop up on the 
Laundry’s radar, and some of  our nice men take the survivors 
away to Camp Sunshine. Think of  these cults as small terror 
cells, radicalised kids who plot bombings without training or 
support and usually end up killing themselves. 

The bigger, older cults, though, are a different kettle of  faintly 
suspicious squid. The Brotherhood of  the Black Pharaoh, 
for example, hasn’t survived more than a century in its 
current incarnation3 without being as thoroughly paranoid 
and security-conscious as any intelligence organisation. The 
larger cults have spread their bloody tentacles all over the 
world, and they can play the game very well indeed. They’ve 
got their hooks into every aspect of  our civilisation, and 
they could be anywhere. Any sleepy country village could 
have a cell of  the EOD (Esoteric Order of  pissed-off  
abandoned fish hybrids) or the Children of  the Goat. Your 
bank manager could spend his weekends scrimshawing 
runes into the teeth of  murdered children. That’s the thing 
about old cults – they’re embedded into society, a hidden 
cancer running under all our history, invisible until it kills us.  

If  we’re going to beat them, we need to know how to find 
them, how to watch them, and how to survive.

Tradecraft

1: Which is a problem when the bad guys are living in caves in Tora Bora and not generating lots of  juicy ECHELON traffic.
2: One of  the big losers in the post-Cold War world are the pigeons and ducks of  St. James Park in London, whose primary source of  breadcrumbs and 
crusts dried up sharply around 1990.
3. There’s moderately convincing archaeological evidence to support the cult’s claim to date back to the Third Dynasty.
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The Spy in the Laundry Basket

Espionage is all about clandestinely gathering information 
that other people want to keep hidden. Information is 
literally power, in the field we work in. The spy must not 
only acquire the information needed, but he must also 
ensure that his efforts go unnoticed by the opposing side. 
If  the enemy knows  or suspects that they are the target of  
espionage, they may respond with hostile action (starting 
World War III, for example) or turn the espionage against 
the spy’s masters by feeding him false or misleading 
information. 

The Laundry’s intelligence-gathering efforts are targeted 
at multiple groups and areas. The current breakdown 
is classified, but it’s roughly a 50/20/30 split between 
domestic (mainland UK), European (EU and other 
partners) and overseas (the rest of  the world). Domestically, 
our primary focus (70% of  espionage efforts) targets cults, 
corporations, universities and research groups, with the 
remaining 30% being aimed at foreign groups operating 
in the UK, including a limited amount of  spying on 
certain non-human residents of  our fair nation (or, more 
accurately, our coastal waters).

Within the EU, espionage efforts break down along similar 
lines. When dealing with international cults, we liase with 
our European partners under the auspices of  the JIFCI;4 if  

we’re spying on, say, a cult in Amsterdam, we’ll work with the 
AIVD and they’ll provide local intelligence and an interface 
with civilian authorities. The Laundry is the pre-eminent 
occult intelligence group in the EU, though, so we get to 
do a lot of  the heavy lifting. (We also spy on our European 
partners. If  the French get les brains eaten by possessors 
from Dimension X, they’re not going to volunteer it at the 
next JIFCI meeting; we need to know who we can trust.)

Outside the safe waters of  the European Union, the 
Laundry’s operations are a mix. There’s the usual keeping-
tabs-on-cults-and-potential-outbreaks, but there’s a lot more 
emphasis on investigating state actors and military research. 
We’re moderately sure that no government in Europe is 
going to deliberately tunnel to an anti-De Sitter space using 
the Dirac-Hite Conjecture, but if  North Korea’s RDEI 
got their hands on that formula, they’d hold the world to 
ransom (until someone calls their bluff, and reality Blue-
Screens).

The goals of  the spy in the Laundry basket are to:

• Identify threats to the security of  the United Kingdom 
and its interests

• Maintain the secrecy and security of  the Laundry
• Clandestinely acquire information about these threats 

using any available means

So, what are those any available means?

Open Source Information

Open Source Information is information gathered from the 
public domain. A large part of  a spy’s day involves reading 
newspapers, although different agencies focus on different 
sections. A spy from the SIS starts by reading foreign news 
and political commentary, but a spy from the Laundry skips 
straight to ‘two-headed lamb born in Dorset’ or ‘librarian 
eaten in suspicious circumstances’. We live in the funny 
papers and the local interest segments of  the nightly news.

Scientific journals, university publications and research 
abstracts are also of  interest to the Laundry. We need to stay 
ahead of  the exponentially accelerating pace of  research, 
so we can subtly mug any mathematicians who are on the 
verge of  recreating one of  the nastier Dho-Nha curves, 
or interrupt well-meaning marine biologists before they 
inadvertently breach the Benthic Treaty. Don’t neglect the 
importance of  old records and libraries – our definition of  
‘current information’ works on a longer timescale from those 
of  other agencies. Troop movements and tribal politics in 
Kashmir are out of  date within days, but the location of  
certain geomagnetic anomalies in Srinagar hasn’t changed 
in recorded history. 

TrAdeCrAFT

4. Joint Intergovernmental Framework on Cosmological Incursions
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THe LAundry

The biggest source of  Open Source Information is the 
Internet. Google has saved the world more than once. The 
first step in any investigation should be a quick web search, 
to see what’s publicly available. Laundry analysts keep tabs 
on occult websites and chatrooms; it’s in everybody’s best 
interest to ensure certain images don’t go viral.

Informants

Informants are individuals with access to privileged or 
semi-privileged information. Most informants are contacts 
cultivated by the Laundry officer, who can provide the 
inside scoop on a topic. The janitor at a university can tell 
us about after-hours work in the physics labs and suspicious 
bloodstains. A barman in the right pub knows about skinhead 
gangs with far-right links. A bureaucrat in a central African 
airport provides us with a list of  recent travellers who 
always fly during thunderstorms. Some informants think 
of  the agent as a friend or acquaintance, but others are paid 
for their services. Obviously, try to avoid paying money 
unnecessarily – once the informant starts monetising his data, 
he will start holding information back in order to sell it later. 

The distinction between an informant and an agent is 
a fuzzy one. In general, an agent is willing to take action 
to acquire information or complete assignments, while an 
informant is a passive source, just passing on information 
that they acquire as part of  their everyday duties. Still, an 
informant – especially a paid informant – may be in danger 
if  discovered, so take precautions when setting up meetings. 

Agents

Agents are individuals who are willing and in a position 
to aid intelligence-gathering efforts. Often, an agent holds 
a senior role within the target organisation, such as a 
bureaucrat in a government department, or a scientist in a 
research laboratory. Other agents are uniquely capable of  
acquiring information or completing missions. There’s a 
sizable crossover between con artists and espionage agents. 

Agents are potentially the richest source of  HUMINT. Get 
an agent into a cult, and you can learn more from a single 
debriefing than from years of  observation and research. 
Agents can get you the keys to the kingdom, but they 
must be treated carefully. The officer assigned to managing 
an agent is referred to as his handler, and the relationship 
between the two is always a complex one. The handler must 
understand the agent intimately, be able to anticipate the 
agent’s needs and emotions, and be willing to support the 
agent through the intense pressure of  undercover work. 
However, the handler must never trust the agent, and must 
always be on guard for the possibility that the agent has 
been turned. 

 
Surveillance & Eavesdropping 

Wifi-enabled rocks, fibre-optic cameras threaded around 
lightbulbs, laser microphones picking vibrations off  a 
window, bugs planted in altars, or just sitting in a car all 
night watching a graveyard. Bugs and other means of  direct 
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