boublecross

THE AGENT

You are alone in foreign
territory: your superiors
are out of touch, and your
contacts compromised. The
Femme Fatale is a mystery,
but an alluring one. The
Offi cer continues to play
along with your "gentle-
man’s agreement', but some-
thing has to give soon,
and you can't complete
your Mission without fi nd-
ing out what he knows.

TaE AGENTS TRAITS

Black: 4
Red: 3
white: 2

L ]
ApvanTace: Dead

In lieu of offering dice
a roll, you may propos
exchange up to thre
with another playex
players choose the
secretl

WEAKNESS: Par

You may not
than one black"
othex 3

A game for three roleplayers

THE FeMME FATALE TuE OFFICER
e t, mole, plant..
‘re even sure of
own loyalties these
ys. The Offi cer is a bum-
bling fool, but you can
se him. The Agent repre-
sents an opportunity for
you, but for what? To get
out for good? To switch

Sometimes you wonder if
youre addicted to the
chase; that must be why
you haven't arrested the
Agent yet. You tell the
Bureau you need further
proof, but it’s an open
secret while you continue

your cat-and-mouse game.
s{des? To advance your- The Femme Fatale could be
self? Does it even matter the Agent’s downfall - if
now? you think you can trust

her.

Tur FeuME FATATE'S TRAITS Tur OFFICER'S TRAITS

White: 4 Red: 4
Black: 3 white: 3
Red: 2 Black: 2

ApvanTace: Persuasion Apvanracr: Byes Everywhere

f a player refuses an Red dice in other players’
er from you, you may rolls succeed on a result
er and of 3-6.

1al at-

WeaknEss: ITndecisive
Another player may per-
manently discard a die of
their character's color;
you must then discard a
red die and may not invoke
the Endgame this session.

ypes of dice: black dice are keyed
1d red dice are the domain of the

r -

redetermined - an Advantage,
2 weakness, which restricts or chal-
e end the plger chooses to work
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Tue RurEs

Ruie or Prav: Do what is most fun. Change or discard any of these rules or any other facet of
the game if they make your game less enjoyable, as long as all players agree.

Rute or Rouume: When it is your scene, you don't have to roll dice unless what you want to
happen in a scene is opposed by another player, either directly via their character or in
the form of a narrative complication. when it is not your scene, you may only in fl uence
events by offering dice to the player in control of the scene.

Rure or NarraTION: Each player ge rt one scene per session, and is in control of that
scene. Each player contribute rra,e detail to the beginning of each scene (the
Setup). The player with the hi umber of their character’s dice at the end of the ses-
sion gets to narrate the closi e of the session (the Denouement). If there is a tie,
the Femme Fatale's player deci who narrates the Denouement.

Ruie or Success: Six-sided dice (
For each success on a die tha
er gets to set (either change

e used to roll. A die that comes up 4 5 or 6 is a success.
rresponds to their character included in a roll, a play-
dd) a narrative detail to the scene.

Ruie or Famore: If a failed die
er’s pool. If a failed die wa
ing the color of the die.

ffered to a player, it is returned to the offering play-
offered, it is given to the player of the character match-

Rute o Corors: Successful dice always benefi t the character matching the color of the die, no
matter who else benefi ts from the action.

Rure or Orrermve: Any player may offer any dice from their pool to another character’s action.
Only one offer can be made per player per roll, no changing your offer after it is accept-
ed or refused. Each die repr S a complication that can change the consequence of the
action. A1l dice offered by & ayer must be taken or refused together.

rour character’'s color come up successes, and at least
offered to you comes up a failure, you may turn one
add it to your pool.

Rute or Keepmng: If all of
one die of another chz
of those failures i

happens to their characters. You may
2ely, but may not suggest a narrative
narrative complication when offer-

Ruie or SancriTy: Playe
suggest a detail
detail that hax
ing dice, which

Rute or Tew: If your olor in your pool, you can invoke
the Endgame, a 1 esolved under your control. If you ac-
quire ten of : you must immediately give one of them
to that chare 3
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