


Present the job to the characters (don't tell them the twist). Then, p
to find out how they complete the job. The job has some basic part
Planning, The Job, The Twist, and Getting Away.

Don't let the game bog down into intel and planning. Rather push t
through these phases by asking some of the questions below and
the information quickly:

How do you perform recon on the site? How do you arrange to gai
into the location? Who does recon on the security? Who gains info
target/person/object? Keep asking questions and making rolls unti
are ready to start The job.

During the The Job they will always have to gain entry, deal with th
opposition, and find the object - that's when you drop the Twist. Att
play to see how they finish the job and live another day. Don’t pre-
outcomes—Iet the chips fall where they may. Use failures to push
forward. The situation always changes after a roll, for good or ill. Ag
guestions and build on the answers. “Have any of you encountered
Raptors before? Where? What happened?”
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