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Admin Toolkit 

Echo Team 
Creating new agents can be really quick. 
Players roll some dice, pick a class, and note 
some gear. If you are using it, they also pick 
an area of training from the supplemental 
training chapter. That’s it. The first agent 
you build will take a half hour or so, but 
once you know what all the options mean 
your next agent shouldn’t take you any more 
than 5 minutes.  

But sometimes you want to get right into the 
action. You might be playing at a convention 
and don’t have the time to spare. Or maybe 
an unplanned player pops over and doesn’t 
have an agent and making him one while 
explaining all options will delay things too much. In these cases, you might 
want to place the agents of Echo Team out on the table and let the players 
each choose one. 

Also, sometimes you’ll have a game with too few players. A small team of 
agents can actually accomplish a lot if the players are clever, but nothing 
beats having a skilled confiscator or eliminator on hand when you need one. 
For these reasons, you might consider using the agents of Echo Team as a 
type of skilled backup, increasing the type of challenges you can throw at 
them. In such a case, assign each player one backup… an Echo agent… that he 
can control since he’s assigned to that player’s agent. Of course, you should 
step in if the player is abusing the Echo agent. 

These are actual 
player characters 

Just prior to release of the 
WhiteLies roleplaying game, 
the players which helped us 
test out the play balance of 
the game sat down and rolled 
these agents up right in front 
of us. They will be played 
regularly and updates to their 
characters may appear online 
at dwdstudios.com. Hope to 
see you there! 
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Amelia Jackson 
Sometimes a politician or criminal 
needs help getting out of a bind. When 
things got really bad, they would call 
Amelia Jackson, a fixer working for the 
highest bidder with no set of her own 
morals. At least that’s what she 
thought. But one day she was hired to 
fix a problem: a prominent politician 
was involved in human trafficking and 
needed help hiding evidence that 
would have ended his career. 

Amelia saw the captive women being 
forced into drug addiction and 
eventually various forms of slavery. She 
saw the things they were making them 
do. She couldn’t do nothing and live 
with herself. 

So Amelia Jackson infiltrated the 
organization by posing as an innocent 
traveler, attracted the attention of two 
cartel point men grabbed her and 
threw her in their van. During the drive, 
she manipulated the two into killing 
one another, and walked away with 
what she hoped would be a clean 
conscience. It wasn’t enough. 

For the next year, Amelia waged a one-woman war against this cartel 
and eventually took down the politician who originally hired her. The 
impressive thing was that she did all this without having to do the 
shooting herself, and without getting caught. 

This attracted the attention of Bureau 19, who saw potential in her 
ability to run a con, infiltrate, and leave no trace. They recruited her 
and trained her in the use of weapons, but she only uses them when 
all other options fail. She considers shooting a desperate act of the 
unimaginative.   
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Grant Vahn 
Sergeant Vahn was a recon scout 
working for the Special Forces of an 
undisclosed United States military 
service. His skills were impressive, but 
not worthy of particular note while in the 
presence of such amazing and highly 
trained Special Forces soldiers. It wasn’t 
his soldering that got him noticed by 
Bureau 19. It was his something else. 

A CIA stealth helicopter went down in 
the jungles of South Africa and Vahn 
planned a rescue op for its pilot, who 
was captured by a rogue warlord with 
reasons to hate the CIA. The op went 
smoothly and the pilot was under his 
unit’s protection, no team casualties and 
only minimal presence detected. That’s 
when the second stealth helicopter 
showed up, eager to make the situation 
disappear. They blew up the warlord’s 
camp and wrecked helicopter, no love 
lost there. But then they turned their 
crosshairs on Vahn and his team, 
including the now disavowed pilot. Vahn 
tried to radio for assistance but only 
static responded. Even his exfil was gone. 
He and his unit had been burned. 

Rather than accept this fate, Vahn sought out and rescued the warlord, 
negotiated a temporary alliance, and fought for survival. He armed the 
warlord and his men then turned them against the tactical cleaner unit sent 
to cover everything up. In the chaos, Vahn and his unit, along with the 
rescued pilot, boarded and captured the second stealth helicopter, dumped 
its crew, took out the warlord and his men, and made off into the night.  

This unit and the rescued pilot all went their separate ways after the escape, 
but Vahn was sought out and recruited by Bureau 19 for his cunning and 
innovation in the field, his ability to turn certain death into a fighting chance 
to survive, and his uncanny sense of brotherhood and loyalty to his team. To 
date, Vahn has never said what he did with the prototype stealth helicopter. 
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Cherry Belle 
Cherry started off her life of crime as a 
car thief. She didn’t care about cars, but 
her boyfriend at the time did. Then her 
boyfriend got pinched and sent off to 
serve time and she got bored. 

She then started running with a group of 
burglars who did small time stuff. They 
stole from rich people but they weren’t 
Robin Hood; they did it for themselves. 
Then they got pinched and sent off to 
serve time and once again she got bored. 

Cherry decided she needed to stop 
working with other people and started 
planning heists of her own. She stole 
diamonds, paintings, cash, and soon 
became one of Interpol’s most wanted. 

She was lying low for a while when they 
caught up with her. Her car thief ex-
boyfriend had hooked up with the 
burglars in prison and they spoke about 
Cherry. They recognized her talent and 
knew she’d be doing well for herself. 
When released they managed to track her down and break into her place. 
They beat her up and stabbed her a few times. That sucked. They took 
everything she was sitting on – diamonds and paintings. They left her 
bleeding out on the tile floor of her kitchen. She hated those tiles. 

This could have been a tale of violent vengeance, but it’s not. Cherry doesn’t 
work that way. She managed to drag herself to the hospital and got fixed up. 
She planned a few successful jobs and made a large deal of cash. She used 
the money to hire forgers, commissioned counterfeits of every piece of art 
and every gem that was stolen from her. She tracked down her old “friends” 
and broke into their places to swap out the counterfeits for the stuff they 
took. Then she tracked down a fence and offloaded the stuff for pennies on 
the dollar (it’s not really about the money), informing him of counterfeits on 
the market. The fence, who had been following Cherry’s efforts for some time 
now, was actually a recruiter for Bureau 19 who happily offered her a job.  

Cherry’s not bored anymore.  
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Thomas Reinhardt 
Thomas is a mystery. He seems qualified 
to pilot, drive, and operate any type of 
vehicle, but has no memory of ever 
having been trained at any of it. He can 
disassemble an engine and put it back 
together, and can field strip pistols of 
just about any make. He can speak 
Arabic and Mandarin. But he doesn’t 
know where he learned those skills. 

His first memory is as a grown man living 
on the streets of a city, dirty and covered 
in tattered clothes. But freshly shaven 
and with a military haircut. His life was 
confusing, but it got more confusing 
when he was arrested for vagrancy. 

He was fingerprinted and he saw his 
name show up on the computer screen 
with the words “CLASSIFIED” flashing in 
red. It’s like alarm bells went off. They 
put him in a room and after an hour of 
waiting, the precinct went dark and a 
tactical unit raided the place, shooting 
innocent policemen and seeking Thomas. 
In the chaos, Thomas reacted. With 
instinct and brutality he escaped, leaving 
the tactical unit searching an empty 
precinct. 

Thomas was eventually sought out by Bureau 19. They don’t know who 
trained him, but believe he holds the key to finding out who they are and 
what they did to Thomas. After two years of caution (and plastic surgery to 
change his appearance), the bureau has finally allowed Agent Reinhardt to 
join an ops team where his uncanny and unexplainable skills are of extreme 
usefulness. The bureau keeps a close eye on him, and even his team is 
instructed to report on any unusual activity he engages in. This should bother 
Thomas, but he’s used to it. He’s just as eager to discover the secrets of his 
past as is the bureau, and worries his presence can endanger a team, despite 
the extreme measures taken to conceal him.  
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Ian Dane 
Detective Dane was good at what he 
did. He closed more cases than most 
other detectives. He possessed an 
amazing ability to draw facts from 
seemingly few clues. He trusted his gut 
and those instincts often paid off. He 
could get the truth out of a perpetrator 
even when listening to his lies and his 
silence. He was good. 

But his problem was that he liked to 
gamble. The sacred geometry of 
chance. He did well in the casinos, and 
soon attracted the attention of a 
criminal organization firmly entrenched 
in the city’s gambling businesses. 

They banned him from the tables, 
claiming his winning streak could only 
be explained by cheating. Then they 
told him he had to pay back every 
penny he “stole” from them. And when 
he couldn’t come up with the money 
on a city detective’s salary, they tried 
to break his wife’s legs. She later died 
from an undetected blood clot that 
went to her heart, but before she died she made Dane promise he wouldn’t 
do anything stupid, and that he’d do the right thing no matter the cost. It was 
that promise that kept him from doing what he really wanted to do. Instead, 
he did his job. 

He tried to get help from other cops on the force, but found that many were 
corrupt. He went to the District Attorney and discovered she too was on the 
take. Despite all the corruption, Detective Dane won the day. He quit the 
police force and conducted an almost obsessed-level of surveillance. He 
gathered indisputable evidence of the mob’s criminal activity that would hold 
up in any court. He took it all to the FBI and within months the mob and the 
network of corruption in the police force and DA’s office was exposed and 
justice was enforced. Dane was sought out and recruited by Bureau 19 and 
now lives his life dedicated to the promise he made to his dying wife. He 
leads Echo Team well, doesn’t do anything his wife would call stupid, and 
does the right thing, no matter the cost.  
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DESIGNATION OF PRODUCT IDENTITY 
"White Lies™" and the "White Lies™" logo are copyright and the Product Identity of Bill Logan, 
2015. 

DESIGNATION OF OPEN CONTENT 
All other content not designated Product Identity is open content. Yes, that means the 
characters and fiction created here are open content. Do whatever you’d like with them. 

OPEN GAME LICENSE Version 1.0a 
The following is the property of Wizards of the Coast, Inc. Copyright 2000 Wizards of the Coast, 
Inc. ("Wizards"). All Rights Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have 
contributed Open Game Content; (b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content" means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes Product Identity. 
(e) "Product Identity" means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" 
or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of 
this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating 
that the Open Game Content may only be Used under and in terms of this License. You must affix 
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using this License.  

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the 
terms of this License.  

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 
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5. Representation of Authority to Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your original creation and/or You have 
sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License 
to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication 
as to compatibility, except as expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent Agreement with the 
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product Identity. The owner of 
any Product Identity used in Open Game Content shall retain all rights, title and interest in and to 
that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions 
of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this 
License. You may use any authorized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the Open 
Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using 
the name of any Contributor unless You have written permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License 
with respect to some or all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall 
be reformed only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE  

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System Reference 
Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 
Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and 
Dave Arneson.  

Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch Swords & Wizardry 
WhiteBox Rules by Marv Breig, copyright 2008- 2011 Matthew J. Finch.  

White Lies roleplaying game, Copyright 2015 DwD Studios; Author Bill Logan.  
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