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The difference between the two years is pretty stark, as you might expect from a game in development, and it's a vastly different game in mechanics than either of the original TSR editions. I wish they would put out a conversion document for that in Spycraft 2.0. The Mastercraft series is one of the only ways I would play a 3E style game these days.
How well the game lends itself to espionage related scenarios or games like spec ops style missions or to something like Miami Vice? Whether I back and how much will depend on whether an option to just get a print copy become available. At the very least you will be able to see how it works and check off another "yea" or "nae" for RPG systems. The
adventures could be adapted to newer RPGs, sure. Top Secret/SI would still be my go-to game for espionage, if I were to run one. I don't even know what their differences are Does anyone have an idea if the Top Secret New World Order rules have classes and levels or is it a skill based? In practice I would take one of the activity networks and have
the party investigate that. It's a weird choice to have this as your introductory adventure to the espionage genre. Man, does that bring back memories. Stats, Skills, and Assets (equipment, informants, spy gear, etc.) are assigned a die type (D4, D6, D8, etc.). It's basically a section of a town where all the cool spies hang out. This should be diagrammed
on a sheet of paper and given to the Administrator for reference, and any change in the order of march during the adventure should be noted. It's more like a sandbox than a crawl. It seems like it would be easy to set different realism levels by adjusting the starting spread of agent dice, so a Q&X game might have more d6s, while a Bond game might
have more d10s. (I'd like to think it was cutting social commentary on the whole D&D fantasy genre.) Some years ago, in the last days of TSR... Page citation, please? Not very long. Page citation, please? Last edited: Jun 12, 2017 How does the system run? I guess that was today's thing. Hero because I found the class-based system didn't really suit
how I wanted spies to work. I think this sums my thoughts up well. Some terrific modules, some not so much ones. I've played it at Gary Con with one of the designers the last two years (and I played the original Top Secret with Merle Rasmussen the year before, but that's irrelevant). Fastpass is espionage, but IIRC Lady in Distress and the floating
island missions are more like missions for special forces...so much so I'm considering running "The Mad Merc" as a proto-G.I. Joe mission. It uses a system that's sort of a mix between dice pool and Savage Worlds (I've heard it's similar to Cortex, but I haven't played that). It was the first I bought myself too - my brother and I were gifted the D&D
Basic Set, if I remember correctly. How deadly the combat system is? Not really. I ran the original back in the day. Showing 1-36 Start your review of Top Secret/S.I. (Espionage Roleplaying Game) Kitap rated it liked it Mar 07, 2010 Shannon rated it it was amazing Nov 18, 2011 Jason rated it really liked it Nov 29, 2017 Daniel Gerken rated it really
liked it Apr 19, 2016 Stan rated it it was ok Apr 16, 2011 Jason Stone rated it it was amazing Jan 24, 2021 Jeffrywithle rated it really liked it Aug 23, 2009 Wayne rated it liked it Jun 22, 2015 Chuck rated it it was ok Aug 01, 2018 Joe rated it really liked it Sep 01, 2011 Jason Valletta rated it really liked it Jan 16, 2014 Eric rated it liked it May 30, 2020
Michael Fiegel rated it really liked it Nov 19, 2016 Eric rated it liked it Nov 29, 2011 Bob marked it as to-read Jan 26, 2016 Paul marked it as to-read Aug 18, 2016 © 1996-2014, Amazon.com, Inc. Looking again, the website has completely changed. I think I had two players, my younger brother and a friend, and they finished that first night's game
sitting in the exact booth in a restaurant that sunk down into the floor. Anyway, it looks like a very good assortment of stuff you get in the box, so I am happy to sign on for one. Page 3 Top Secret, the original, is a weird duck. If you beat their roll, you add the overage to your damage roll. Ah, good times! It was sort of a dungeon crawl-like
environment, but it provided the perfect sandbox for our early games, which soon branched off into other published adventures and then our own creations. Totally worth it if you don't spend more than, say, $50 to $100 for almost everything total. The system runs OK. Which is all stuff I either don't need (more dice) or won't use (pretty much the rest
of it). I expect it will be a lot of fun, and the Kickstarter is less than a week away! Merle is kickstarting a new version fyi. I was going to quote the whole section on mapping as well, but it's bog-standard D&D: be accurate in your descriptions, though you can be approximate in big areas where the player characters can't measure. Last edited: Jun 18,
2017 So it's the 19th and no Kickstarter... I guess I was trying to wrap my head around the massive amount of NPCs and rooms and stuff and totally missed that this was in there. Some custom rules for zombies and that was it. At the bottom of the first column and then for four paragraphs, the modules discusses how the party can get assistants--
hirelings--to help them out, "in return for a share of the payoff or any windfall gained[.]" Then, toward the bottom of the second column, and carrying over onto page four: Once the players have completed their preparations for the game, the referee finishes "setting the stage" by bringing the player characters from the background story to the place
where the game adventure will begin. Sure. I have the original as well, but the SI system is pretty clean and easy. Me too, it looks very much like the SI box. None of the demos I played at Gary Con indicated anything about classes, and neither did the mock-up rule book I thumbed through. is there anyway to make a test more or less difficult? Top
Secret, the original, is a weird duck. So if your humint is a d8 but you have intimidation, when you intimidate someone its a d10. Ready to go, out of the box, no muss, no fuss. 3. Last edited: Jun 28, 2017 Page 5 Sometimes I feel like I may be the only gamer of my generation whose introduction to roleplaying was Top Secret (and not D&D or AD&D).
This is where Bursts can be deadly, because I one-shotted a dude because my d8 Reflex popped twice. That was in 0D&D. So we ended the session with great James Bond music playing (I believe an actual record) as they descended into the underground of that fascinating European community. compared to today's games. Perhaps I've played the
Hitman series too much, but that seems appropriate for a location based adventure. Of course it depend on how the system feel. And the party is supposed to set up a marching order, designate a "caller*," and a mapper, etc. I admit, I would have preferred a split between combat and other action-y stuff like car chases and jumping across rooftops. It
certainly had it's flaws (modifying target numbers was more difficult than necessary), but the concept of classes with Areas of Knowledge, hit locations, and other stuff made it feel cutting edge. And lets face it, in all eras JB was more about the action than the deep undercover, infiltration and gathering secrets style spy stuff. (I'd like to think it was
cutting social commentary on the whole D&D fantasy genre.) The other adventure modules are awesome as well. Don't correct the map the players make unless their errors would be glaringly obvious to their characters, to encourage them to develop good mapping skills. I suspect their goal is to get as many box sets made as possible, so ironically
adding a backer level for JUST a softcover rulebook would probably be working against them at some level. * I don't know of any party in any game that ever assigned someone to be the caller, though I can see the utility of it in larger groups where everyone tries to talk at once. I had to do the $100 level because all the other ones (except the $5000
level) were gone. I have no experience with Top Secret or Top Secret/SI. That part is probably worth quoting again, just because the text of the module makes it clear they're not talking about getting a hotel room somewhere, but setting up a bivouac in the middle of a city: Wow. But my guess is that, as always, the answer will depend on the
preferences of the person answering. I heard on a podcast interview with Rasmussen, that TSR handed him G1 The Steading of the Hill Giant Chief (maybe it was G2) and told him to make something like that. And the contents of the box remind me of TS/SI too. Dice explode (add and reroll) if they roll the highest of their dice number and implode
(reroll and subtract) if they roll a 1. I played it a month ago (at the SafeHouse even!) so I can answer any questions about the system. Sometimes I feel like I may be the only gamer of my generation whose introduction to roleplaying was Top Secret (and not D&D or AD&D). Opponent rolls the same to resist. The longest running TopSecret/SI game I
ran lasted about...three months or so. I couldn't resist, once I saw the cover of the box set. I played a demo at Nexus Game Fair. I played a demo at Nexus Game Fair. [ personally greatly prefer the 1E to S.I. (which I've only played once). How is it that the mock-up on the Kickstarter actually displays a "TSR" acronym? Stories about Top Secret games
you've run/been a part of would be appreciated. There is talk that the designer is releasing a new edition, which I suspect would retain its old school vibe. Orient them according to the same direction on the referee's map (with the top being north in almost all cases). Any info would help. okay, like 20 years ago... I think the adventures were the best
part of the first edition. I wanted to love Spycraft but it's just way too rules-heavy, so haven't found anything I like better than SI. Some of the more complex ones had intricate relationship webs and notes about which NPCs knew which important facts. Could the material easily be adapted to newer RPGs? Sometimes I feel like I may be the only gamer
of my generation whose introduction to roleplaying was Top Secret (and not D&D or AD&D). (And I mean that, it was tons of fun; I classify making a character as part of playing the game, not something I "have to slog through" in order to play the game.) Galadrin - I would go with the Spycraft setting of Shadowforce Archer as I love adding in the
super-tech and mysticism stuff. I didn't remember that about a caller being (heh) called for in TS. But man, trying to dig them out of all the standard location-monster format was a chore (I remember feverishly trying to backtrack how to get my players to the underground submarine pen, for example). The game flowed smoothly and ran really fast,
though I couldn't really say how much was simplified for convention play (not much, I think, since they were testing the system). More recent playtests seem to only mention the four big skills (SigInt, HumInt, TechInt and Combat) and didn't mention any other skills (which sounds like it would have fixed the problem, since a four-player game would
always have at least one player that excelled at each skill). The previews showed that there was some kind of "attribute check" roll with your attribute die plus a "decision" die... anyone have any ideas? So there are rolls involving fewer than three dice... I saw the trailer but I am not certain that I will like the idea of international espionage agency (this
is my assumption), how well this game would work using other settings like if I want to run a game like in Queen & Country or Activity comics? Top Secret/SI was the first RPG I ever bought, so you are not alone. Pick it up. how are you supposed to get "lucky 13" with only one or two dice? I played it a month ago (at the SafeHouse even!) so I can
answer any questions about the system. The player or players mapping the explored area should use graph paper. I don't know if there's any info like that in the book, but I would love to see it since spy is a broad genre and TSSI had some great optional rules. It's a weird choice to have this as your introductory adventure to the espionage genre. How
does the system run? They're mostly solid. I think we were playing starting agents, and we didn't feel incompetent, so that's always nice. If you had to focus on one edition, is the 90s edition superior to the 80s one? They can decide who is an assassination target and which places have other goals for the party. Personally, I hope I hope that there are
more skills than that (before Specializations). Agent also have fortune points that they can use to modify the roll (or re-roll), but these are kept secret, since you never know when your fortune is going to run out. Too bad, but at least I still got my TSSI. I made an awesome character sheet for the game that almost got eaten up by a crashed computer -
but, never fear, it was saved. Thanks! It looks good. The latter was an impulse buy from Half-Price Books, since I figure a good adventure can be used in any system with enough tweaking. If there are any valuables in a location, those are also listed with dollar amounts. Also, are there any dials to tweak the level of grittiness? The GM has a list of all
the buildings in a district of a city and who inhabits them and their general activities. Good question, and one I'm curious about as well. My most WTF moment was seeing a hotel floor with lots of rooms, each room detailing its inhabitant and their personal effects, and thinking, do they expect the players to go room to room, killing people and taking
their stuff? It's a product of its time, and runs like you'd expect if you have other TSR products from that time frame. I ran the original back in the day. The dice explode as well (so 3d4 CAN actually succeed). The game was nearly in its final form in March. ©~ ~ Paul L. Man, I thought for sure I had already posted in this thread. They had mockups of
one of the books at Gary Con (still lacking some illustrations, but layout was pretty solid). Yes, some of the adventures are pretty weird and not really espionage but more commando type work. You roll an attribute + broad skill category + Asset dice to hit a target number of 13. That part is probably worth quoting again, just because the text of the
module makes it clear they're not talking about getting a hotel room somewhere, but setting up a bivouac in the middle of a city: The choice of where to set up camp is a factor to consider, as well, since a check for wandering human targets must be made up to three times for any 8-hour period they remain there (these checks are made at a normal
20% chance). Anyway, he ran the D&D campaign, I ran the Top Secret campaign. Not related to quote, my idea was to use pretty much current world with minimal gadgets along the lines of Body of Lies, Spooks, Queen & Country, Activity or Berlin Station. I may have forgotten, but that is not ringing any bells. Page 4 Not really. So my question for
the more learned RPG experts here, is if it's worth adding the Top Secret books to my collection. Being teen-agers, our games were less "stealthy espionage" and more "which gun does the most damage?", but I would be delighted to see a new take an the old classic. It's kind of like Cortex/Savage Worlds with a little bit of feng shui. In Operation:
Rapidstrike, the target of your rescue attempt is actually in love with the main antagonist. Just as with march order, it is important that players provide the Admin with the sleeping location of each member and the placement of the guard or guards, since this may be crucial if and when a human target approaches from a given direction.
Sprechenhaltestelle was what I used for my first ever GM session, way back in like 1981 (I'd briefly played D&D in '79). Last edited: Jun 30, 2017 More recent playtests seem to only mention the four big skills (SigInt, HumInt, TechInt and Combat) and didn't mention any other skills (which sounds like it would have fixed the problem, Personally, I hope
that there are more skills than that (before Specializations). Top Secret/SI was the first RPG I ever bought, so you are not alone. Ming Last edited: Jun 20, 2017 Huh. I don't remember that part at all. That is weird. But then again, it was used as a system for my "Zombocalypse!" campaign. If you're in the mood for that sort of thing, it can be fun.
(Though, I guess, I could also do Mutants & Masterminds 3E.) *TSSI was not a game originally designed to emulate something like "The Amerikans" TV show, but more of the James Bond style "spy" adventures (and the Jason Bourne stuff, these days). As has been said, the first one is a bit clunky by today's standards (I ran it a ton back in the 80s, and
have run it twice in recent years at a convention), but there are things you can do to speed up play (with some prep work). In some of the early Dragons, you can find a lot of stuff by Merle Rasmussen, who created Top Secret and it's clear he and the people who played it were struggling hard with their only other RPG experience being D&D. I might
go for the Spycraft "World on Fire" setting... There was some good stuff in the original Top Secret, but it seemed pretty clear from the introductory adventure and in advice contained within that "espionage" in this game meant "dungeoneering in a modern city." Yes, some of the adventures are pretty weird and not really espionage but more
commando type work. Yes, Operation: Rapidstrike and Operation: Lady In Distress are basically special commando raids, but that was pretty much what Bond was doing at the time, and they had their twists. Page 2 For those who know about the new system, how does Top Secret: New World Order handle test difficulty? In a standard 10' wide
corridor, the most common arrangement is two Agents side by side in each rank, although three characters could operate together in a single rank if all of their weapons were short and easily wielded (daggers or pistols, for instance). In my mind characters in Queen & Country were proficient but not cinematic. I need to introduce my current group to
this game... Wow. The event page on Facebook just mentions the 27th. OK, thanks! Archetypes are fine, even useful for new players and GMs but actual classes and especially levels are not my things, particularly in modern games. That honestly sounds pretty cool. Operation: Sprechenhaltestelle (what a glorious name!) was fairly typical of
introductory adventures of the time (think Keep on the Borderlands for D&D or Legion of Gold for Gamma World) in that it actually gave you 3 major plots running through it with a couple of other minor subplots as well. After that, allow them to draw their maps from your descriptions as they wish ...." I was going to quote the whole section on
mapping as well, but it's bog-standard D&D: be accurate in your descriptions, though you can be approximate in big areas where the player characters can't measure. I have a question: Does the game have skills? For more of a James Bond superspy thing, for example, I'd allow all dice to burst/blowback. From there an airport limo delivers you to the
northeast corner of Sprechenhaltestelle ...") To start the adventure, the players must decide on an order of march for all the characters in their group--who will be in front, who in the middle, who at the rear, and so on. The GM has a list of all the buildings in a district of a city and who inhabits them and their general activities. Page 6 Good question,
and one I'm curious about as well. And the party is supposed to set up a marching order, designate a "caller*," and a mapper, etc. And if you've run it for years, you can make it smooth. At least the ones for the original version. Then there's a paragraph on withdrawing to rest and heal so the agents can come back later, and another paragraph on how
to set up camp in the area to rest. I loved the CCG and found it mixes spy thrillers, global intrigue, secret societies, science fiction and "Cobra Command"-level evil organizations really well. * I don't know of any party in any game that ever assigned someone to be the caller, though I can see the utility of it in larger groups where everyone tries to talk
at once. (In RL, if a spy is having to go into action mode something went horribly, horribly wrong.) Last edited: Jun 29, 2017 Well, I just backed this. I haven't gotten around to reading it yet, tho, but it did make me look up the old Top Secret S.I. line, and see that it had a decent production line, especially if you include the original Top Secret RPG.
There's a lot of leeway given when you're prepping for a mission as far as types of assets you can select (we pretty much came up with all of them on our own, though I imagine the game will have examples for people with no background in espionage films). Although individual players have the right to decide their own actions and relay them to the
administrator as play progresses, the caller will be the one who gives the Admin the details on the group's course of action as they move around and explore (such instructions as "We'll move slowly down this alley to the east ..." or "We'll break down this door while so-and-so covers our rear ..." are typical directions given by a caller to the Admin).
They had me at box set... I rather like running a game for competent characters than for rookies. I'm not usually a fan of hit locations, but it seems appropriate here. There's a video and pics of the boxed set and information about the KS on the 27th. Difficulty is adjusted by stepping up or down dice, so a pistol has a high die up close and a low die far
away. What settings is everyone thinking of using? Today they'd be called sandboxes. I'm probably going to be running it more cinematic where you roll signit + attribute and if you succeed you know it. How deadly the combat system is? Thanks! It looks good. It is customary to have one or more adventurers standing guard at any one time, as the
party members sleep in shifts in order to always have continual protection (although the devious Admin may have a slight chance of a guard being asleep if a human target comes ...). Last edited: Jun 20, 2017 Top Secret, the original, is a weird duck. In the course of the mission the caller will naturally discuss the options available to the party with the
rest of the agents, but it is he who the Admin relies upon for official instructions (although individual players can still pursue alternate courses of action at appropriate times, if they insist, by telling the Admin). Languages are...weird. I played quite a bit of the original TS waaaaaay back in the early '80s. When the first Top Secret came out I remember
staying the night at a friends house, taking 3-4 hours to make a character and then dying in the first combat encounter about 20-30 minutes in to the game by getting shot in the head. I bought Top Secret at a game convention in early 1980 and fell in love with it immediately. Uhm, I have zero recollection of that. It's still a fun game and I'm shocked
nobody has retrocloned it yet. You roll attempting to beat Lucky 13. Agreed. Yeah, that's the one that numerous of us have referenced here (and that JediSoth linked to in post #3, above). But from a new person's perspective, I'm not sure how great it would be to own it and run it. Yes. Perhaps they delayed the Kickstarter to avoid launching within
days of the latest Dwarven Forge juggernaut. I have a question: Does the game have skills? There was some good stuff in the original Top Secret, but it seemed pretty clear from the introductory adventure and in advice contained within that "espionage" in this game meant "dungeoneering in a modern city." I have no experience with Top Secret or
Top Secret/SI. Which is to say, it's clunky, overly-fiddly, etc. One player in the group should be designated as the leader or "caller" for the party, while another one or two players can be selected as mappers (at least one is a must!). p. Well, I just backed this. There were also some in Dragon Magazine that were pretty good. they released a CD set with
the first 250 Dragon magazines + all of the Strategic Review. This is usually simply a matter of providing a brief narrative (such as, "Your group, after obtaining supplies and getting organized, is transported via airplane to the local airport. I'm probably going to be running it more cinematic where you roll signit + attribute and if you succeed you
know it. So in combat, you roll Attribute + Tradecraft + Asset for your weapon. It's worth picking up. I never ran it, in part because the introductory adventure, "Operation: Sprechenhaltestelle" is basically just a dungeon crawl. Good times. The new system is a lot of fun, and it is quite similar to Cortex Plus, though only in the way that they put



together the dice pools. Also, are characters class based, package-based (like a lot of Savage World games) or entirely free-built? I played a demo at Nexus Game Fair. I bounced off Top Secret really hard around the same time. I've played all three versions. Unfortunately, said conditions and reasoning which he then failed to disclose to the rest of the
world as to why D&D gave certain rules for certain things. You randomly determine how many you know and there's a big chart of them that you roll on to see which ones you have. The new Top Secret (Top Secret: New World Order™) is launching on Kickstarter this month (this coming weekend, IIRC). In Operation: Lady In Distress, the players
equip themselves for a much different, more stealthy-less 'Can I bring grenades?' mission but are redirected in an emergency. Rules for cars, motercycles, shooting, slicing and dicing, and all that stuff you need to survive in a zombie apocalypse setting! When we get the urge to run something in "modern times", it's a toss up between TopSecret/SI and
Masterbook for us. That's 2d12+d6. Are gadgets and gear just a simple description followed by a die code, or do they have more rules to them than that? There's far too much going on, at least for me to keep track of, mentally, without doing that. These are more broad style categories like the hitter/hacker/grifter roles in Leverage. One of the coolest
things about it is how they've already come up with so many nifty gadgets and gear (Assets). Did anything indicate that it would have classes and/or levels in addition to skills? I think it's pretty easy to hack grittiness. There was some discussion about archetypes, but that seemed more like a quick way to place dice in skills + attributes to play a
certain type of character. Adding "non-realistic" stuff to TS/SI is dirt simple, so it can cover virtually any 'supernatural' type of game (want to do a game based on the TV series Grimm?...TS/SI will fit like a glove; want to do zombie apocalypse?...yup, personal experience that TS/SI will work perfectly; want to go bigger, like the Supernatural TV
series?...TS/SI will cover that too). Very interested in this new edition, just learned about it via this thread. JediSoth has indicated that there is a fixed target number... So, if you're trying to shoot someone, you take your Reflex (d12) + Combat (d12) + Weapon (Glock - die type determined by range, say d6 for close). I remember not having any idea
what I was doing, but the first session was so incredibly cool. If it is geared more towards super spy thing, I would probably go toward Bourne or Mission Impossible. it's a very, very different game, the LeCarre to S.I.'s default Steranko. Top Secret/S.1. is a joy! we played a ton of it when I was a kid, it was a very elegant system for its time and can be
used for many different modern-era genres. Weapon assets often have optimum ranges where they work best - a pistol is a high die up close, a crap die far away. Players can move through it and interact with NPCs. And the party is supposed to set up a marching order, designate a "caller*," and a mapper, etc. You get a number of health levels based
on your Pulse die and they drop the die as you chew through them. But, anyway, I totally suggest TSSI for sure! I had tons of fun with it "back in the day" from normal action oriented* spy stuff to dystopian future stuff (F.R.E.E. Lancers) to vampire pulp-hero stuff (Agent 13). Use your discretion in such cases. knockout lipstick d6) for d4+d10+d6. or
its affiliates Top Secret, Unboxing High Stakes Gamble (1988): Monte Carlo location plus Vehicle Expansion for Top Secret SI RPG September 12, 2021 — 2 Comments Advanced Dungeons & Dragons, Catalogs, Dungeons & Dragons, Gamma World, Top Secret GATEWAY TO ADVENTURE: TSR’s Classic Games Catalog (1980 & 1981), plus Rare

Black Cover March 9, 2020 — 10 Comments Collecting, Gaming History, Top Secret TOP SECRET RPG (1980-3): 1st and 2nd edition - The evolution of the black box January 8, 2020 — 7 Comments Behind The Scenes, Esoterica, Top Secret Top Secret SI: Player written character background and (mostly) finances July 12, 2019 — 3 Comments
Collecting, Gaming History, Top Secret Top Secret RPG: Player-made GM aids September 21, 2017 — 2 Comments I'm looking to add some super spy/military adventure books to my RPG collection, as right now that genre is limited to a couple of Spycraft books and the Web War trilogy for Top Secret S.I.. I didn't keep my S.I. edition and never ran it,
so someone else will have to answer as to which is superior. Both TSR and Dwarven Forge are big boosters of Gary Con and they have a lot of cross-over fans from that convention, even though few people would use Dungeons of Doom with Top Secret. That is a ... It's already funded. Well, it sounds like it is going very far away from anything I like so I
guess I am going to and pull out of the kickstarter. If she was trying to seduce someone, she'd use Suave (d4) + Tradecraft (Humint) (d10)+ Asset (say... It was great for its time and I got a ton of mileage out of the original (never played SI). The reason I ask is that some older playtests seemed to talk about a whole array of skills and players were
complaining that you had no chance to make a roll unless you happened to have the right skill. The Kickstarter went live about 40 minutes ago. (My wife's play test character was a combat beast). Gygax did a lot of playtesting in unique conditions, which he adapted the rules of D&D for...one of which was lots of players. Eventually switched to Danger
International (Hero Games) and later 4th ed. Top Secret, the original, is a weird duck. It was definitely a creation of the early 80s, with character classes, levels, and stats (oh so many stats). sourcebooks were released for SHIELD-esque super-spies (the default setting), the pulp era, near-future cyberpunk supers, and modern military/mercenaries.
Gotta love how the new cover continues the theme set by the first and second versions of the game. big jump between pdf only and the next level, which appears to be everything you might get in a really nice box set--tokens, dice, a GM screen, a pad of character sheets. That is a ... Hiya! Yes. Once a caller (or any player) speaks and indicates an action
is being taken, it is begun--even if he quickly changes his mind (especially if he realizes he's made a mistake or an error in judgment). I have no problem with competent characters, far from it. And how much their answer has any bearing on you will depend on how much like that person you are... They can hire assistants for a portion of whatever pay
the PCs end up getting. You have specializations that step up dice. what's up with that?
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