
Demolitionist 

 

The Demolitionist eschews Agency gadgetry and subtlety for heavy armor and firepower, 

bringing to bear plenty of explosives, the M32a1 Multiple Grenade Launcher and a light 

machinegun. 

 

H&K M27 IAR [LMG, 5.56mm, Automatic] 

Encumbrance 4  Optimal Range 0-3  Function 4 

Damage Floor 3  Maintenance Track 2 

Mods: CQB Optic, Reliable 

Stunts: Lead in the Air, Low Recoil, CQB Optic, Spray and Pray 

 

Ammunition: Light Rifle, 6 Boxes (3 Enc) 

 

M1911 Tactical [Pistol, .45 ACP] 

Encumbrance 0  Optimal Range 0-1  Function 2 

Damage Floor 1  Maintenance Track 4 

Mods: None 

Stunts: Transition Drill, Stopping Power 

 

Ammunition: Heavy Pistol, 6 Boxes (2 Enc) 

 

M32a1 MGL 

Encumbrance 4 

6x Frag Grenades (2 Enc) 

 

Heavy Armor (3 Enc) 

 2 Extra Plates (3 Enc) 

  

6 x C4 (2 Enc) 

4 x Frag Grenades (1.3 Enc) 

6 x Rations (2 Enc) 

4 x Trauma Kit (2 Enc) 

Breaching Kit 

 

Total Encumbrance: 30 

Gear Cost: 39 

 

Suggested Stunts: 

Practically Unlocked: You have extensive experience with low-quality locks and security 

systems. Once a session, you can defeat a security system with opposition of Fair (+2) or less 

without rolling or using your action for the exchange. 

 

Expert Demolitionist: When you can take the time to properly set up charges, gain +2 to create 

advantages using Demolitions. 

 



Percussive Maintenance. Sometimes all its takes to get something going again is a good, swift 

thump. Spend a fate point and roll Tech against a target of Mediocre (+0) to thump a device that 

isn’t working. On a success, the device starts working. On a success, the device starts working 

again immediately and continues to work for a number of exchanges equal to the shifts generated 

on the Tech roll. Once the time is up, the device stops working again, and any efforts to repair it 

are against a difficulty one step higher on the ladder (you did, after all, hit the thing). If you wish 

to thump it again, you may do so, but the increases to difficulty stack with each successive 

attempt. 

 

Tough as Nails. Once per session, you can spend a fate point to reduce the severity of a moderate 

physical consequence to a mild consequence (if your mild consequence slot is free) or erase a 

mild consequence altogether. 

 

Rain of Bullets. Gain a +2 bonus to create an advantage using Firearms when you lay down 

suppressing fire with a hail of shots. 

 

Sharpshooter 

 

The Sharpshooter focuses on dropping single targets with precision and finesse, suiting her to 

addressing priority targets while the rest of her squad fends off footsoldiers. She travels light, 

and her combination of a Drone and Scanner allow her to act as a competent scout for her team. 

 

FN 17S Scar [AR, 7.62x51 NATO, Suppressor, Reliable] 

Encumbrance 3(4)  Optimal Range 0-5(4)  Function 3 

Damage Floor 4  Maintenance Track 3 

Mods: Variable Optic, Suppressor, Reliable 

Stunts: Adaptable, Penetrating, CQB/Acog Optic Stunts, Suppressor 

 

Ammunition: Heavy Rifle, 6 Boxes—2 Boxes are AP (4 Enc) 

 

Sig MPX [SMG, 9mm, PDW, Automatic, Reliable] 

Encumbrance 1  Optimal Range 0-1  Function 3 

Damage Floor 2  Maintenance Track 3 

Mods: CQB Optic 

Stunts: Snap Shot, Low Recoil, CQB Optic, Spray and Pray, Rapid Deployment (PDW) 

 

Glock 19 [Pistol, 9mm, Suppressor, Reliable] 

Encumbrance 0 (1)  Optimal Range 0-1  Function 1 

Damage Floor 1  Maintenance Track 5 

Mods: Suppressor 

Stunts: Transition Drill, Low Recoil 

 

Ammunition: Light Pistol, 9 Boxes (3 Enc) 

 

Light Armor, 2 Extra Plates (2 Enc) 

3x Flashbang (1 Enc) 



3x IR Smoke (1 Enc) 

3x Frag (1 Enc) 

6x Rations (2 Enc) 

4x Trauma Kit (2 Enc) 

Climbing Gear (1 Enc) 

 

Drone – Tactician, Remote Targeting (1 Enc) 

Scanner – Ping (1 Enc) 

 

 Total Encumbrance: 23 

Total Gear Cost: 39 

 

Suggested Stunts 

Gunslinger. Gain +2 to the first Firearms attack you make in a conflict. 

 

Killer Eye. When you succeed on an attack using Shoot, once per session you can spend a fate 

point to force an opponent to take their lowest level consequence, in addition to whatever stress 

you inflict. 

 

Uncanny Accuracy. Once per conflict, stack an additional free invoke on an advantage you’ve 

created to represent the time you take to aim or line up a shot (like In My Sights). 

 

Danger Sense. You have a knack for detecting ambushes and traps; gain +2 to Awareness 

Overcome rolls to avoid surprise attacks, whether human or mechanical. 

 

Called Shot. During a Firearms attack, spend a fate point and declare a specific condition you 

want to inflict on a target, like Shot in the Hand. If you succeed, you place that as a situation 

aspect on them in addition to hitting for stress. 

 

Assaulter 

 

First in and last out; you’re the Agent on your team tasked with directly taking the fight to the 

enemy, using superior tactics and training to mercilessly take out threats to your fellow Agents. 

Whether making dynamic entry on a barricaded structure or engaging in hand-to-hand combat 

when ammo is dry, you’re the one expected to lead the way. 

 

Bushmaster ACR CQB [AR, .300 Blackout, PEQ, Automatic, Suppressor, Reliable] 

Encumbrance 2(3)  Optimal Range 0-2(1)  Function 2 

Damage Floor 4  Maintenance Track 4 

Mods: CQB Optic, Compact, PEQ/DBAL, Suppressor, Reliable 

Stunts: Adaptable, Stopping Power, CQB Optic Stunt, Suppressor, Spray and Pray, PEQ/DBAL 

 

Ammunition: Intermediate Rifle, 12 Boxes (6 Enc) 

 

Remington R1 Recon Commander (DS m1911) [Pistol, .45 ACP] 

Encumbrance 0  Optimal Range 0-1  Function 2 



Damage Floor 1  Maintenance Track 4 

Mods: None 

Stunts: Transition Drill, Stopping Power 

 

Ammunition: Light Pistol, 6 Boxes (2 Enc) 

 

Medium Armor, 3 Extra Plates (5 Enc) 

3x Flashbang (1 Enc) 

3x Frag (1 Enc) 

6x Rations (2 Enc) 

4x Trauma Kit (2 Enc) 

Climbing Gear (1 Enc) 

NVGs (.5 Enc) 

 

Ballistic Shield (2 Enc) 

Miniaturized Exoskeleton – Movement Assist, Enhanced Load (0 Enc) 

 

 Total Encumbrance: 24 

Total Gear Cost: 39.5 

 

Suggested Stunts 

Hardcore Parkour. +2 to overcome actions with Athletics if you are in a chase across rooftops or 

a similarly precarious environment. 

 

Martial Artist. Your skill in the subtler techniques of hand-to-hand combat grant you a +2 to 

create advantages with the Fight skill. 

 

Backup Weapon. Whenever someone’s about to hit you with a Disarmed situation aspect or 

something similar, spend a fate point to declare you have a backup weapon. Instead of a situation 

aspect, your opponent gets a boost, representing the momentary distraction you suffer having to 

switch. 

 

Reactive Shot. You can use Awareness instead of Shoot to make quick, reactive shots that don’t 

involve a lot of aiming. However, because you’re having a knee-jerk reaction, you’re not 

allowed to concretely identify your target before using this stunt. So, for example, you might be 

able to shoot at someone you see moving in the bushes with this stunt, but you won’t be able to 

tell if it’s a friend or foe before you pull the trigger. Choose carefully! 

 

Speed Shooting. You can get your gun up and into position at exactly the right moment. Once per 

conflict, you can take your Shoot attack action at any point in the exchange, as long as you 

haven’t taken an action yet in that exchange. 

 

 

 

 

 



Hacker 

 

A specialist Agent less focused on dealing with violent threats and more concerned with 

overcoming technological difficulties. At a time when infrastructure is under threat, and given 

that the Agents’ directives may require them to infiltrate facilities to which they are not 

welcome, having a hacker on the team makes for a solid asset. 

 

The hacker carries a bullpup shotgun and an autonomous turret for close-in protection while 

performing his primary functions and a standard civilian-type assault rifle for longer-range 

engagements. With his ISAC Jammer add-on and a bandolier of EMP grenades, he’s also well 

suited to disabling an enemy’s technological tools. 

 

LMT MRP Defender AR-15 [AR, 5.56mm, Reliable] 

Encumbrance 3  Optimal Range 0-5  Function 2 

Damage Floor 3  Maintenance Track 4 

Mods: Acog Optic, Reliable 

Stunts: Adaptable, Low Recoil, Acog 

 

Ammunition: Light Rifle, 6 Boxes (3 Enc) 

 

Kel-tec KSG Shotgun [Shotgun, 12 Gauge, Bullpup] 

Encumbrance 2  Optimal Range 0-1  Function 4 

Damage Floor 4  Maintenance Track 2 

Mods: CQB Optic 

Stunts: Devastating, Scattershot, CQB Optic 

 

Ammunition, Shotgun, 4 Boxes (2 Enc) 

 

Beretta 92 [Pistol, 9mm] 

Encumbrance 0 (1)  Optimal Range 0-1  Function 2 

Damage Floor 1  Maintenance Track 4 

Mods: None 

Stunts: Transition Drill, Low Recoil 

 

Ammunition: Light Pistol, 6 Boxes (2 Enc) 

 

Light Armor, 2 Extra Plates (2 Enc) 

6x EMP Grenades (2 Enc) 

3x Flashbangs (1 Enc) 

6x Rations (2 Enc) 

4x Trauma Kit (2 Enc) 

Electronics Kit (.5 Enc) 

Fiber Optic Camera (.5 Enc) 

 

Autonomous Turret – Anti-Flanking, Suppression Fire (3 Enc) 

Jammer – Area Jammer, Directed Jammer (1 Enc) 



 

 Total Encumbrance: 26 

Total Gear Cost: 39.5 

 

Suggested Stunts 

Cutter. You’re an expert at bypassing firewalls and breaking into systems. +2 to overcome 

actions using Hack to gain unauthorized access to a target. 

 

Decrypting. You’re an expert at hacking encrypted signals and listening in on protected 

conversations. When attempting to crack others’ communications, gain +2 to overcome obstacles 

with Systems. 

  

White Hat. +2 to rolls to figure out how a security system was bypassed or a heist carried out. 

 

Security Specialist. You don’t have to be present to provide active opposition to someone trying 

to overcome security measures you put in place or worked on. 

 

Lock Spoofing Maestro. You can convert nearly anything into some kind of lock-picking tool. 

Gain a +2 to Security when you create an advantage to turn whatever is around you into lock-

picking tools. 

 

Medic 

 

An Agent’s best friend, the Division Medic is more than a combat medic. He may not be a full 

doctor, but he’s received rigorous instruction in surgical techniques for combat trauma, allowing 

him not just to stabilize casualties in the field but to provide long-term solutions for serious 

injuries—at least so much as the environments into which Division Agents might be deployed 

allow. 

 

The center of the Medic’s kit, of course, is the Medkit, a large, well-stocked backpack of medical 

supplies and surgical instruments. These supplies allow for complex and long-term medical care, 

much more than the average Agent’s trauma kits provide. The Medic carries a SHD-tech 

portable barrier for providing mobile cover for his patients as well as a miniaturized exoskeleton 

for easily and single-handedly removing comrades from the battlefield. 

 

FN 17S Scar PDW [AR, 7.62x51 NATO, Suppressor, Reliable] 

Encumbrance 2  Optimal Range 0-3  Function 3 

Damage Floor 4  Maintenance Track 3 

Mods: Variable Optic, Reliable 

Stunts: Adaptable, Penetrating, CQB/Acog Optic Stunts 

 

Ammunition: Heavy Rifle, 6 Boxes (4 Enc) 

 

H&K UMP .45 [SMG, .45 ACP, Automatic, Reliable] 

Encumbrance 1  Optimal Range 0-2  Function 2 

Damage Floor 2  Maintenance Track 4 



Mods: CQB Optic 

Stunts: Snap Shot, Stopping Power, CQB Optic, Spray and Pray 

 

Ammunition: Heavy Pistol, 9 Boxes—3 Hollow-Points (3 Enc) 

 

Glock 19x [Pistol, 9mm, Reliable] 

Encumbrance 0 (1)  Optimal Range 0-1  Function 1 

Damage Floor 1  Maintenance Track 5 

Mods: None 

Stunts: Transition Drill, Low Recoil 

 

Ammunition: Light Pistol, 6 Boxes (2 Enc) 

 

Medium Armor, 2 Extra Plates (4 Enc) 

3x Flashbang (1 Enc) 

3x IR Smoke (1 Enc) 

6x Rations (2 Enc) 

4x Trauma Kit (2 Enc) 

Medkit (3 Enc) 

 

Deployable Cover (3 Enc) 

Miniaturized Exoskeleton (0 Enc) 

 

 Total Encumbrance: 29 

Total Gear Cost: 40 

 

Suggested Stunts 

Miracle Worker. You aren’t just a doctor; you’re a miracle worker. You can bring back those 

that others think are beyond hope. If you treat someone who’s been taken out, you can revive 

them if you spend a fate point. Their injuries remain, but they’re no longer taken out. This ability 

can even be used to revive people who are apparently dead, so long as most of their vital parts 

are relatively intact. 

 

Street Doc. You’re used to patching people up with minimal supplies. This stunt justifies being 

able to treat physical consequences of moderate or worse severity, and a lack of medical 

equipment is never a source of opposition for you during treatment. 

 

Scrounger. You excel at finding edible food and potable water in difficult circumstances. +2 to 

Survival rolls to find food and water in the wilderness or other harsh environments, including 

ruined cities. 

 

Concentration.  You’re skilled at concentrating even when surrounded by distractions. +2 to 

Courage rolls when opposing or overcoming something that might distract you.  

 

Still Standing. You don’t know when to quit. You can choose to ignore a mild or moderate 

consequence for the duration of the current scene. It can’t be compelled against you or invoked 



by your enemies. At the end of the scene, it comes back and rises one level; if it was a mild 

consequence, it becomes moderate, and if it was moderate, it becomes severe. 
 

 

 

 


