Hoffmann Institute Security Clearance

A character’s Security Clearance is determined in the same way as social status. Add all modifiers from the table below that apply, and compare the result to the Security Clearance table.

On reaching a new level, the character may make a WIL check. If successful, his Security Clearance increases by 1 point. Security Clearance can also be increased or decreased at any time, at the GM’s discretion, as a result of game play.

Note that this table reflects the mission and knowledge of the Hoffmann Institute. Government agencies are likely to apply a different set of criteria (such as a greater penalty for a Criminal Record, and ignoring the penalty for an Abductee, because the government agency doesn’t perceive the abduction as a possible enemy contact).

Profession�Security Clearance��Any�+2��Career���Antiquarian�0��Black Ops�+2��Con Artist�-1��Corporate Security Specialist�+2��Dilettante�0��Doctor�+1��Facilitator�+2��Field Agent�+2��Field Guide�0��Field Researcher�+1��Forensics Expert�+1��Gadgeteer�0��Hacker�-1��Journalist�+1��Martial Artist�0��Military Officer�+2��Militiaman�-1��Occultist�0��Paranormalist�0��Police Officer�+2��Private Investigator�+1��Professional Thief�0��Psi Agent�+1��Psychic�0��Scientist�+1��Senior Agent�+2��Soldier�+1��Soldier of Fortune�0��Special Forces�+2��Street Punk�-1��Visionary�0��Xenoengineer�+2��Perks���Networked�+3��Powerful Ally�+2��Reputation�+1��Well Travelled�+1��Willpower�+1��Flaws���Abductee�-1��Criminal Record�-1��Divided Loyalty�-2��Infamy�-1��Obsessed�-1��Possessed�-1��Rampant Paranoia�-1��Rebellious�-2��Spineless�-1��Temper�-1��Allegiance�+2��Agent in Charge�+2��



�Security Clearance Level��0-1�Revoked/None��2�Alpha Provisional��3-4�Alpha (Confidential)��5�Beta Provisional��6-7�Beta (Classified)��8�Gamma Provisional��9-12�Gamma (Secret)��13+�Delta (Top Secret)��

A character’s Authority determines her starting rank within the Hoffmann Institute, as shown in the table:

Authority�Institute Rank��0-3�Recruit��4-6�Auxiliary��7�Agent/Research Associate��8�Field Agent/Researcher��9�Special Agent/Research Fellow��10-11�Agent in Charge��On reaching a new level, the character may make an INT, WIL and PER check. If successful in her INT check, her Wealth increases by 1 point, increasing her Disposable Income. If successful in her WIL check, her Authority (but not necessarily her Institute rank) increases by 1 point. If successful in her PER check, her Fame increases by 1 point. Authority, Wealth and Fame can also be increased or decreased at any time, at the GM’s discretion, as a result of game play.


