






bonus dice the players have accumulated 
during Analysis.

The Mission leader’s job is to lead the 
formation of a plan, as well as to 

dictate the amount of bonus dice 
allotted to each part of the plan. 

The bonus dice are from all of 
the preparation the team did 
during Analysis, and therefore 
only apply to things specifically 
planned. When something 
goes wrong and the team has 

to improvise, the characters 
can use their base dice pools to 

react, but no plans can be made 
unless those plans are backed up with 

dice.

Each character involved in the job gets 
assigned at least one task for the Mission 
(unless the character is kidnapped or 
otherwise incapacitated). Players narrate 
the ways in which their characters 
attempt to achieve the goals set out in 
the Mission plan, and roll for success. 
The total number of dice rolled includes 
both the bonus dice allotted by the 
Mission leader as well as the base  dice 
of whatever applicable skill the character 
is using, plus or minus appropriate 
Momentum. 



While the players are figuring out what their characters are doing, The 
Agency figures out what their characters are doing. These two things 
happen completely independently of each other; unless the characters 
played by The Agency have somehow been tipped off as to the team’s 
plans, not everything The Agency’s characters plan to do will be in 
direct opposition to the team.

For example: Spence spent most of Analysis intimidating Brick, the 
mook, by threatening his six-year-old sister. During Mission, Spence 
goes to Brick’s house to defend him and his sister against Brick’s 
boss, who sent people to neutralize him and his family. Since Brick was 
worried about his sister, he prepared to defend her against Spence. 
The Agency spent five bonus dice on “Protecting Brick’s Sister,” Even 
though Spence had no intention of hurting the little girl. Those dice are 
then used as a bonus by Spence for protecting Brick’s sister against 
his boss’ goons.

Once both sides know what they’re doing, the team begins to execute 
the plan. 

Conflict and Execution

To begin the Mission, the characters describe exactly what they’re 
doing and where they are, just like in Analysis. The players roll dice only 
when there’s a specific goal or an obstacle that must be overcome.

Before someone rolls the dice, they are allowed to burn one of the 
prep dice they were allotted to do one of three things: warn a team 
member, do something out of order, or get the hell out and abort their 
part of the plan. You can only do one of these three things on actions 
which have prep dice from Analysis. Each thing can be done once per 
mission.

How does Mission work?

There’s a pretty simple flow  
to Mission scenes, which makes  

them easy to follow. 

First, choose the Mission 
leader: this can be based on who’s 

most emotionally invested in the 
job at hand, or who is best at the 

skills needed to complete the job; 
it’s up to the characters (and their 

players) to decide. 

Then, work out the details 
of the plan and identify key 

components, writing them down 
on the Mission worksheet. 

Next, assign those key 
components to people. After that, 
the Mission leader should assign 
bonus dice to each component, 
and record those on the Mission 

sheet as well.

While roleplaying out the 
Mission, The Agency’s characters 

will attempt to carry out their 
previously-set goals, with or 

without the the interference of the 
team. What The Agency does is 

not dictated by the actions of the 
team, and  in fact, each side plans 

without full knowledge of the 
other’s ideas and objectives.



Dice rolls are always a combination of the bonus dice 
allocated, if any, and the skill a character is using. 
On occasions when there is no opposition, the roll 
automatically succeeds. 

Sometimes, an action that one of The Agency’s 
characters has planned comes into direct conflict with 
the team’s plans. In that case, the roll is contested: 
any 5s or 6s rolled are successes. Count the number 
of successes on both sides; the side with the most 
successes wins. Additionally, the difference between the 
successes and failures are applied as Momentum.

Example: Matt is trying to protect Peter, an assistant, 
from his boss, a gallery curator/art thief. He’s in charge 
of the Mission, which is to save Peter and incriminate 
Alison, the boss. Matt put 4 prep dice from Analysis into 
“frame Alison,” which he’s planning to augment with his 
Diversion 3. Since Alison’s entire scheme was to steal a 
painting and set Peter up as the fall guy, The Agency 
also puts 3 dice in “frame Peter.” Matt rolls 2, 3, 3, 4, 4, 5. 
The Agency rolls 1, 3, 4, 5, 6. Peter looks guilty, and Matt 
has -2 Momentum, meaning that the next time he rolls 
Diversion, he uses one die instead of three.

Of course, a failed roll doesn’t always necessitate a 
failed action. What a failure means in the context of a 
scene is up to The Agency and the tools The Agency has 
available at that time. That means, for example, that if 
you’re trying to get information via interrogation during 
Mission and fail, you may get the information anyway: 
you just may well get more than you bargained for.

Protip:

When forging 
a signature, 
hesitation 
marks are the 
evidence most 
often detected. 
Sign quickly and 
with confidence. 
When practicing 
a signature, 
look at the base 
signature upside-
down: instead 
of trying to copy 
someone else’s 
handwriting, 
you’ll be copying 
shapes, which 
is much easier 
to do.

The Agency vs. the team

Usually, some, but not all, of 
The Agency’s goals will be in 
direct conflict with the team’a 
goals. When this happens, both 
sides roll dice, and the winner has 
the most successes. Each side 
gets momentum based on the 
difference between the successes 
and failures. 

The Agency controls all non-
player characters, including ones 
that may become helpful. On the 
rare occasion that The Agency 
and the team have put dice into 
the same goal, those dice will be 
a bonus to the team’s roll on that 
action. 

What do you mean, “The tools  
available at that time?”

The Agency has a diagram of 
tactics they’re allowed to employ 
at certain times. The more the 
player characters fail, the more 
options are unlocked for The 
Agency. Not all of the tactics 
involve the failure of an action: 
some are much more complex. 

You can read more about the 
tactical pyramid in The Agency 
Handbook.



Ending the Mission

You can tell when a Mission phase is over in a few different ways: if the 
team is out of actions with prep dice, the team is in a safe place (or 
the majority of the team), and The Agency is out of prepared actions. 
This doesn’t mean that everything is resolved, of course; on some 
occasions, it might take multiple courses of Analysis, Mission, and 
Blowback to complete a job. (For example, if you burn dice to get the 
hell out because you’re outgunned, it might make sense to do more 
Analysis and go back with more prep.)

The important thing to remember is that Blowback always happens 
after Mission. Sometimes it may make sense to have Blowback after 
Analysis as well, but there’s no skipping it: Blowback (the game) is as 
much about ramifications as it is about action.

Dramatic twists

On rare occasions, it may become clear that a player-controlled 
character, usually a Civilian, actually works for The Agency. If this 
happens, it happens with the mutual agreement of The Agency and the 
person portraying the character. If a character’s nefarious allegiance 
comes out during Analysis, The Agency takes over the character for 
Mission onwards, and if the information comes out during Mission, The 
Agency takes over the character starting in Blowback. 

Relationships may break, but allegiances do not change during 
Blowback.



Here you’ll find:

◌◌ How to un-break a relationship

◌◌ Dealing with complications

◌◌ Gaining experience 

◌◌ What happens when you get closer to your goal

◌◌ Tips on coming to terms with what you did

BLOWBACK


