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INTRODUCTION

—

The Clty of Gald is an adven- %
tura for use with the DOCTOR WHO

Role Playing Game. In this mod-
ule, a Time Lord and his Companions
are caught in a paradox that threatens
the human race and, consaquantly,
the existence of the entire univarsa.
To try and head off the disaster, the
Time Lord and his Companiens must
travel to South America in the era of
the South American Conquistadors,
whare they will face the original inhab-
itants of the Earth, the Silurians, The
interplay of motivas amang Indians,
Spanlards, and the Silurians further
complicates the player characters'
problems. To resclve the situation, the
group will need to use foresight and
planning, teamwork, and an insightinto
their surrcundings and opponents,
along with the various skills of their
characters.

The gamamaster should be
thoroughly familiar with the rules of the
DOCTOR WHO Role Playing
Game and with the contents of this
booklet before attempting to run the
adventura, His task is to moderate the
advanture, presenting information and
directing the course of evenls as tha
situafion unfalds. In essence, the
gamemaster is a 'storyteller who
weaves togsther the background and
pracrdainad adventura encounters
with the actions and decisions of the
players caught up in the scanario,

A group of playars takes on the
roles of Time Lords er Companions.
Two 1o six is the ideal numbar, but the
gamemaster may include more if he
desires. {|L s possible for a lone playar
to undenaka this adventure, but tha
plot might make that more difficult to
manage.) Players nead to know soma-
thing of the game rules, but nead not
be as familiar with them as the gama-
master, They should not be allowed to
have accass to this booklet, save only
for the four-page Players' Handout
bound into it. This handout contalns
the information that is readily available
to characters through experienca or
through the computer data banks of
the TARDIS, It contains cluas, back-
ground material, and afew red herrings
that may halp or hinder the group
unraval the events in which thay are
invalved,

Each player must have a char-
acter in order o play the game. The
creation and use of characters is
covered in the basic rules set, and so
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new charactars can be specifically
created for use in this adventura, if
desired. If this adventure is made part
of an ongoing campaign, players can
use characters created from pravious
adventuras in this one as well.

Altarnately, the players may use
the pre-generaled Time Lord and
Companion characters provided in this
booklet, Dioing so allows a naw group
of players to begin play without time-
consuming preparation, Mareover, pre-
generated characters serve bath
players and gamemasters as good
examples of how to mix parsonalities
and motivations for greater anjoyment
of role playing.

Cne of The Doctor's incarnations
could easily appear in this advantura,
accompanied by various old and new
Companions. Although any of Tha
Doctor's six incarnations ara avallable,
the adventure is probably best suitad
to the personality of the Fitth Doctar.
Chbviously, it may ba necessary to
adapt some facets of the adventure i
one of Tha Doctors is to be the focal
point of the scenario,

Tha players and the gamemaster
will need paper, pencils or pens, and
dice in order to play the game. If the
gamamaster also decides o use
miniature figuras, detailed maps, and
other such play alds, these canba
useiul in enhancing the quality of tha
game. However, the only play-aid
assantial to any voyager using these
rules to travel through the Vortex 1s an
abundanca of imagination.

ROLE PLAYING GAME

PLOT
SYNOPSIS

Tha Celastial Intarvention Agency
has asked the adveniurers, a band of
opetatives who occasionally under-
take missions for them, lo look into a
suspected tamparing with Temperal
Mexus Point Earth’s history by tha
renegadea Time Lord known as Tha
Master, They are lo travel to Vena-
zuela during TNP Earth’s 21st cantury,
in a tima when various reveluticnarios
wera attempting to overthrow an
oppressive world governmant. Thara,
the ClA rapans that Tha Master may
ba atternpting to escalale thase con-
frentations into a full-scale waorld war.

The mission is quickly side-
trackad, however, As the TARDIS
materializas, there is a shock to the
{abric of time, a dangerous disruption
that seems to have no specific point of
origin. When the adventurers emerge
from thair TARDIS, they discoverthat
somathing is badly wreng. Though they
were supposad to matearialize at tha
coordinatas of a guerrlia movemant's
fiald headguartars in 21st century
Soeuth Amarica, thers is no sion of habi-
tation whan they come out. A check of
tha TARDIS' instrument raading proves
thair coordinates to ba correct, yel an
encounter with dinosaurs in the jungle
proves that something is badly wrong,

A search for clues leads o a
mystarious time bubble containing a
ruined city, Hare, on top of a huge step
pyramid, the party discavars some
strange machinery, which proves 1o be
rasponsible for the temporal disorder
thay experienced. Most disturbing o
allis tha discavery of an axact dupli-
cale of the party's TARDIS. Its last
time-space coordinates are set for
1543 an, but the spatial coordinates
ara satfor the landing point where tha
party most recantly landad here in
Venezuela, The machinary cannot ba
dizmantled. Protactad by tha time
bubble, it is the core of a paradox that
the adventurars can undo only by
going back in time and praventing the
evants laading to the craation of the
machinery in tha first placa.
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Travelling to 1543 aD. proves to
be a difficult task. The mysterious time
field is an outward symptom of a time
loop that has evidently removed the
entire human race from the timeline,
save only for the bubble protecting the
existence of the ruined city and the
machinery evidently sustaining that
field. Tricky temporal maneuvering is
required to mesh with the field and
enter the time loop, there to interact
with the events that led to the loop's
creation. Having carried out this
difficult task, the party arrives in the
South American jungles in a world
where the time field does not exist, in
the correct year.

The adventurers almost immedi-
ately encounter a band of Spanish
American conquistadors on a search
for El Dorado, the legendary city of
gold that attracted so many greedy
fortune-hunters to South America
during the years after the Spanish
conquest of Mexico and Peru. The
Spaniards take the travellers for
deserters, renegades, or perhaps
foreigners in league with the local
Indians, and believe that they can
reveal El Dorado's location.

It is up to the players to decide
their response to the conquistadors'
demands for assistance. If they agree
to help, they can lead the Spaniards to
the city they found in the distant
future, or they can cooperate by
leading their captors on a false trail
until a chance comes to slip away. On
the other hand, they can refuse to
help, and face the harsh methods of
persuasion used by the fanatical
Spanish leader. This is followed by a
trick that seems to offer the players a
chance for escape, but which is in
reality a plot set in motion by the
conquistadors to track the party back
to the City of Gold.

In almost any case, the party is
eventually ambushed by Indians led by
hooded, silent figures who later reveal
themselves to be the reptilian
Silurians. The ensuing fight leads to
the Silurian capture of at least one
member of the adventuring party, and
some of the Spaniards. Subsequently,
the Silurians discover the TARDIS,
fathom its uses, and make it the
keystone of their plan to eliminate the
human race and reclaim their stolen
planet.

Outcast Indians from the city tell
the remaining free characters of the
Silurians' activities and offer their help
in rescuing the captives. It will be
necessary to forge an alliance
between the party, these Indians, and

the conquistadors, for each group has
abilities that will be needed if the city is
to be penetrated. The adventure
rushes to a climax as the characters
enter the city to free their friends, and
then must race against time to free
their TARDIS from the machinery
intended to wipe out humankind from
Earth's history.

If they are successful, the
machinery instead acts to place El
Dorado and its contents in a perma-
nent time loop, while the adventurers
and anyone they can rescue are able
to escape. Failure, of course, leads to
the very situation the party discovered
originally, completing the paradox.
Caught in their own trap, the Silurians
can no longer threaten humanity. This
is only one of many Silurian colonies,
however, and these age-old opponents
of mankind will continue. For the
moment, though, the Time Lord and his
Companions in time and space can
resume their interrupted wandering in
time and space.

CONTENTS
OF THIS BOOK

The City of Gold is an adven-
ture with many twists and turns, with
mysteries to be unravelled, and a
variety of possible opponents to be
met or avoided. Many events required
by the plot are almost certain to take
place. Although these circumstances
are beyond the player characters'
control, there are also a number of
points where the group's decisions
may dramatically influence the course
of the adventure as a whole, and so
have a major impact on the final
outcome of the whole scenario.

The module is designed to give
the gamemaster all the information
needed to handle both aspects of the
adventure, the fixed events as well as
the variable course of action that might
be followed. Interweaving these is at
the heart of the gamemaster's job, and
so he needs a working familiarity with
the various sections of the booklet.

The Adventure sets the stage
for the scenario with a fictional view of
opening events in the situation. There-
after, it describes the various events
and directions the adventure may take
until a conclusion is reached.

Historical Information gives
the gamemaster an overview of what is
happening. It discusses the various
plots and subplots that are integral to
the adventure, providing an overview
that may help him improvise events
and encounters that occur as a result
of unusual approaches taken by the
players. This background also helps
the gamemaster understand the
historical aspects of the adventure,
and so do a better job of conveying a
vivid role-playing atmosphere.

Next comes a fairly comprehen-
sive Cast of Characters, which
provides statistics, skills, and back-
ground information for a group of pre-
generated player characters (a Time
lord and his Companions) for groups
who do not wish to spend a long time in
character creation. Also included are
full game statistics for a variety of
NPCs encountered in the adventure.

A section of Gamemaster's
Notes includes hints for handling
various encounters and NPCs, data
for gamemastering new equipment,
and material relating to the game use
of new skills, concepts, material, and
terms introduced in this booklet.

Finally, there is Player Hand-
out, a four-page folio bound into the
center of the booklet. The gamemaster
can lift it out and pass it around to the
players at need. In it is information
(some of it inaccurate or unnecessary)
on the background of the adventure
that the characters might be expected
to have access to at the beginning of
the scenario. For ease of play, the
gamemaster might photocopy the folio,
handing out relevant sections to the
players as the gamemaster sees fit.
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THE ADVENTURE

This saction prasenis tha various h

ancountars and avants that shapa the
course of The Clty of Gold, inthe
rough erder of thair occurrence, To set
the overall mood of the module, a shent
introductory story leads off the

saction.

Whila the exact sequanca of
encounters and events will vary
according to the decisions mada by
the players and the succass (or
{ailure) of their effants, soma specific
siuations will almost always take
place ragardiess of what the playars
do. These essantial elemants of tha
slory serve to move events along and
to build the plot, even when players are
unable to make prograss through thair
own decisions.

These planned evants begin whan
the ClA, Gallifray’s covert tempaoral
intervention organization, assigns the
player's group to visit TNP Earthin
2030 0. Their arrival at these as-
signed coordinatas coincides with the
activation of a temporal fisld of un-
known purpose and origin. In due
course, the advanturers discover a
ruined city and various clues that
propal them into the second part of the
advantura,

Events will conspire to cause the
party 1o journay back in tima to the
yaar 1541 ap, Here, the adventurars
becoma involvad with Spaniards, who
will do their bast to persuade, coerce,
of trick the charactars inte revealing
tha location of El Dorado, which is
actuzlly tha ruined city they discov-
arad in their landing in tha future.
Although sevaral courses of action are
possibla, most lead ultimately tothe
captura of one or mora of the group,
and the TARDIS itself, by Silurians and
their Indian servants, while a group of
outcast Indians contacts the enas who
managad o escapa,

In the end, the party will have a
chance to anter the city and confront
the Silurians, working to avert the
activation of tha Silurian time-loap
mechanism. The defeat of the Silurian
plot depends entirely upon the wise
usa of pravious oppertunities and
ancounters.
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INTRODUCTORY
STORY

Droval, leader of the Triad that
governed the community of Antolsta,
gazed one last time across the lush
valley. Abova the dense green foliage,
the swollen shape of the rogue planat
hung menacingly. Although the scien-
tists predicted that the intruder would
daevastata the planet, the Silurians had
thair Shaltars to pratect them. When
the planet was again capable of sup-
parting lifa, the suspanded animation
chambers would release the sleepars,
their pats, their domesticated animals,
and all the othar living things stored
below the planet's surfacae so that thay
could reclaim the weorld and rebuild
their civilization. All across the planet,
othar triads ware crganizing other
communities for the great sleap. All
was in readiness, yet Droval falt a
nagging doubt. What if somaething went
wrong?

He turned to the old sciantist
Visthar, stll engrossed in his readings
and measuramants of the approaching
worldlat. "Will wa truly sea our werld
again?" Droval asked, his voica laval
and emotionless.

" course, Droval,” the scientist
replied, pearing through the three-
lensed sighting apparatus., "It has all
beean calculated, Though our atmos-
phare will be 1orn away, it will replanish
isalf onca mara, and the increasing air
density will trigger cur ravival, ltis
calculated, yes. Allthat remains is to
finizh the preparations.” Vishtar noted
soma measuraments, then loocked up
at the rogue thought-fully. "l we could
have finished tha Visualizer, of course
it would have been battar.®

"How so?" Droval asked sharply.
He did not like the thought that any of
the preparations were less than
pariect.
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It will not change our chancas of
survival,” the elder Silurian said, "But
with the Visualizer, we could have
traced the genetic haritage of any
species into the past or future, Had we
completed a warking modeal, we might
have been able to determing just when
the planet's recovery would begin, and
50 have bean more precise inour
activation of the reawakeaning process.
Air prassure triggers might not be as
afficiant as soma methods. With the
Visualizar, we would ba on the verga of
contralling time dself, capable of
leoking into the past cr fulure at will.”

Tha Triad leader madea a curl
gestura. "l do not like machinas,” he
said flatly. "They should be left 10 our
undersea cousins.”

*Machines will save us when our
planat is plunged in chaos.”

Droval reluctantly signed con-
sant. "H your machines work as you
say, Visthar."

Drowval awoke from a dream of
darkness and andless sutiocation o
find both sensations equally strong in
waketulness. The feeling of disorient-
ation was terrible. With his third eya,
Droval examinaed the dark cave
through the claar lid of his hibernation
chambar, seaing the jumblad con-
tainers and the collapsed masonry in
the room. Vishtar had said there might
ba aathquakes when the roque planat
passed, but it had seamed in his dream
that this earthquake had just hap-
paned. Could tha ravival mechanism
have baen triggered too early?

He pushed cpen the doorof his
chamber, and awkwardly stretchad
crampad muscles, Suddanly, his
attention was caught by a wavaring
light, a flickering that grew closer and
brightar. There ware sounds, too, a
clattaring and a chatter of some un-
known language. His telepathic sense
ragisterad that none of his peaple were
near, save for sleepers who had not
yet revived. There was something
wrong, alien, in the presences he
detected, something that reminded him
of the mammalian vermin he had once
hunted in the fields 1o save his crops
from dastruction. At tha mamory,
Droval's nose wrinkled in distaste.
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Despite the mind-touch, he was
totally unprepared for the sight that
greeted him when a torch was thrust
through a hole at the far end of the
cavern. Face and upper torso illumi-
nated in the uneven light, the creature
carrying the torch was repulsive. It had
but two eyes, set on a narrow face that
was a disgusting parody of a Silurian's.
The coloring was not grey-green, but a
sickening brownish-pink, and the
creature's head and body were furred.
It really was a mammal, but a mammal
that walked, talked, and used tools to
make ornaments and clothing, just as
a Silurian might. From where had this
beast come?

Droval made a sound of disgust
and repugnance, while the ape-thing
chattered and gesticulated in fright
and dropped the torch. It did not run far
before the Silurian's organic energy
beam cut it down. The Triad leader bent
over the body, examining the clothing
and crude weapons it wore. Whatever
these things were, they were unspeak-
ably primitive and barbaric, and their
presence could not be tolerated on the
planet of the Silurians.

Grimly, Droval set about reviving
his fellows. Whatever it was and from
wherever it came, this mammalian
vermin would have to be exterminated.
Perhaps Visthar would have some
useful ideas on the problem.

WHERE HAVE
ALL THE
HUMANS GONE?

] O o )
CICICIEE

In this section, the time travellers
first stumble across the mysterious
happenings that draw them into the
gamemaster's web. It is important that
he lead them into the adventure with-
out revealing just what they are getting
into. As far as any of the player char-
acters know, the adventure on which
they are embarking concerns the
Master, 21st-century dictators, and
South American guerrillas. To begin
with, they should be focused on these
problems and these problems alone.

TROUBLE IN SIGHT

Once more, the Celestial Interven-
tion Agency had reached out and
touched the Time Lord and his Compan-
ions, turning their carefree interstellar
and intertemporal wanderings into
another rescue mission of the fate of
time. Though the Time Lord vowed
once again to shut down the Recall
Circuit, and his Companions ranted
and raved about the CIA and its dirty
tricks, in the end, they had to take the
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mission. As someone pointed out, they
could accept and know what they were
getting into for a change, or they could
watch helplessly while the Time Lords
overrode the TARDIS controls and
sent them blindly into danger. By
taking the first path, they would at

least know when and how often to keep
their heads down.

The adventurers received their
orders from Lord Vadrestotolodur, a
pompous Time Lord who was more
politician than CIA Coordinator.
Gallifreyan gossip said he was a shoo-
in for the post of Chancellor now that
acting President Flavia realized that
The Doctor would not take up his
duties like a responsible adult. With
Vadrestotolodur trying to make a few
extra points with the leadership of the
CIA, it looked as if he had chosen the
adventurers to help him make the
score. .

His brief verbal orders were ac-
companied by a lengthy file containing
reports that The Master was at work
again. The sinister renegade had been
tracked to 21st-century Earth, and
was supposed to be hatching a new
scheme to alter the flow of history and
carve himself a personal empire. Ordi-
narily, The Doctor would have been the
ideal choice for the task of stopping
him, but The Doctor's current incarna-
tion was behaving so outlandishly that
no CIA coordinator (especially the self-
important Vadrestotolodur) was willing
to call on him.

The years between 2030 and
2050 ap. were a time of great confusion
and turmoil on Earth, following the
collapse of the World Zone Organi-
zation. The organization had originally
been formed to coordinate resources
and economic functions between
regions, but had become a true world
government through the genius of a
man named Salamander. The Second
Doctor had foiled Salamander's
scheme to become a world-wide dicta-
tor, and creatures he had appointed to
coordinate the Zones were displaced in
the ensuing years by popular uprisings
and the WZO's own housecleaning
efforts. For a time, however, a suc-
cessor might have emerged to
maintain Salamander's grip. The most
likely candidate was Vasquez, who
controlled the South American Zone,
but he was brought down by a freedom-
fighter named Ramirez, the 'Second
Bolivar'. Ramirez' campaigns in
Venezuela, Peru, and Brazil were
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crucial to reastablishing freedom in the h

wake of Salamander's tyranny.

K The Mastar tampered with the
actions of Ramirez and his people, it
was possible that he might use
Vasquez to create a new empire. The
ClA was ordering the adventurars 1o
invectigate Ramirez for avidence of
temporal intarvention by The Master.
Entering the scene in 2035, they would
quietly keep walch for any appearancs
of the ranegade. If he interfared with
history, thay must do whatever pos-
sible to stop him. The briafing contains
coordinates for tha large mining project
abova the Orinoco River Valley whara
Ramirez was based, along with the
additional and very extansive informa-
tion on what to look for during thair
invastigation. Finally, thare is a
warning to be especially careful, for
The Master is a dangerous foa.

MEETING WITH A DINOCSAUR

The eentral column of tha TARDIS
control console wheezed uncertainly
as the temporal vehicle completed its
materialization at the assigned co-
ordinates. Saconds later, there was a
strange discontinuity in the even flow
of time, as it someone had erumpled up
and tossed aside the whola fabric of
tha univarsa. Tha TARDIS, though
stationary and fully materialized,
bucked wildly for a few seconds,
making all the human Companions on
board grow dizzy and disorientad.
Each must make an uur roll at Difficulty
Laval V to aveld blacking out for
saveral minutes. Those who do lose
consciousness will reawaken tolally
disariented and suffering from a
peculiar form of amnesia that blanks
out thair entire history prior to joining
tha TARDIS. This will pass after
saveral minutes, howevar,

Meanwhile, the group is making
ethar disconcerling discovaries.
Although the TARDIS was supposed to
matarialize disguised as a storage
shed filled with explosives, a look on
the viewscreen or a trip outside
reveals nothing but jungle. Yet, the
coordinates of the control console
match precisaly those that ware given
in tha CIA brisfing, According to the
TARDIS, tha party is exactly whera it
should ba. Of course, the navigation
system could be faulty (not unknawn
for Gallifreyan time capsules), but test
runs of tha entire TARDIS control
system make it clear that the problem
iz not internal.
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Moreovar, thare are indications of
a time field in operation within a few
miles of the group’s current location.
The instrumant readings pick it up as
almost an echo of the TARDIS demata-
rialization circuit, excapt that it cannol
ba an echo whan their machine is Tully
materialized. ik may occurfo somaone
{Difficulty Lawvel Il for a roll against i)
that the fiald might be a creation of The
Master or some other tampaoral
marauder. The group decides to
invastigata.

if tha party travels on foot, a Field
Datector can home in on tha the
source of the disturbance. Leaving the
TARDIS, thay must hack their way
through seemingly impenetrable jungle
that lacks any sign of human habita-
tior. There is no hint that this region is
the supposed base of operation for the
famous mobile columns of Strike Forca
Ramirez.

The gamemaster should describe
the journay carefully. There is tha
heavy, muggy heat, thick jungle
vagetation that seems 1o defy thair
afforts to push through, the buzzing of
insects, and the distant sounds of tha
Orinoco's rushing watars. As they
traval (on a journey that takes saveral
hours of hard marching to complete),
the gamemaster can roll dice, as if for
a random Encounter Table, at appro-
priate intervals. In reality, thara is no
such table. These dica rolis will merely
disguise the plannad nature of events
now taking place. At a tima of tha
gamemaster's choosing, he can spring
an ancounter on the party that, if
properly handled, will be a startling
revalation of just how badly wrong
things are.

The encounter is with aten-foot
lang dinosaur whose massive set of
jaws ara filled with sharp carnivore
teeth. Waeighing about 220 pounds, it is
agile, quick, and mean. The horns
above his small eyes give the beasta
sinistar, dangarous appearancs, and
its forolimbs are powerdul. A Skill Roll
against a character's rating in Paleon-
tology (Difficulty Lave! IV) will reveal
this creatura to be a Harrerosaurus. If
offered a description or sensor scan of
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the dinosaur, the TARDIS computer
could make a similar identification.
Game stats for the beast are given in
the Background chaptar.

Presumably, the party will find 2
way to kill, drive off, or alude their
prahistoric attacker. The dinosaurls
naithar tarribly bright nor particularly
parsistant in hunting them. The
encounter iz not intended to be lathal.
Rathar, its purpose is to scara the
players and o raisa tha key quastion:
what is a dinosaur from the late
Triassic period daing in Venezuelain
2035 An.7

To show that this encounter was
no fluke, the gamamastar may provide
additional clues such as the discovary
of fresh tracks mada by a fairly large
raptila at the banks of a straam, or tha
sound of a weird hunting call off inthe
distance. Make clear to the players'
group that each such discovery hints
at different animals. The sounds baar
no resemblance to the noises made by
the Herrerosaurus, for example, and
the tracks are shaped quite unlke the
feet of the big carnivora. Any computar
analysis or idontification by a char-
acter with =kill In Paleoniolagy should
stress tha fact that identifiable traces
indicate that thase are all late Triassic
saurians. This is animperant clue of
things to come,

THE CITY

Following tha trace of the lime
figld, the parly eventually reaches a
strange jungle claaring. A parfect cir-
cle len kilomaeters across, it is free of
all jungle vegetation. At the claaring's
adge, a flickering, glowing force field
shimmars. Visible through it are signs
of human habitation, the first encount-
erad sinca the party laft their TARDIS.
& ruined city of stone buildings
surrounding a huge pyramid, the
architectura Is reminiscent of Mayan,
Aztac, and Incan forms,

if analyzed, the force field will be
idantilied as the tima fiald the party
has bean tracking. The Time Lord(s) in
the party can anncunce with consid-
arabla authority that the force field is
complataly impervious, as only a being
attuned to the time fisld ganerator
could interact with it. Tha gamemaster
should then find a way to prove this
judgement wrang by having one of the
charactars pass through the fiakd with-
out ditficulty, either on purpose or by
accident. Played with proper tongue-in-
cheek styla, such a scana can ba vary
affectiva.
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The whole party can cross the
time field freely, as can whatever they
wear or carry. Anything not in contact
with one of the characters cannot
cross the field, however. For example,
a K-9 unit could not pass through
independently, but could be carried
through without difficulty. This, too, is
an important clue of things to come.

The exact center of the time field
is five kilometers from its perimeter,
and seems to be centered on the large
step pyramid at the heart of the ruined
city. There is no guarantee that the
adventurers will make straight for this
point, of course. The gamemaster
should use the map and city descrip-
tion in the Background chapter to
describe various buildings that might
be investigated. Bear in mind, how-
ever, that these buildings are ruined
and empty. Everything in the city is
perfectly consistent with the fact that
it has been lifeless and abandoned for
500 years or more.

AT THE PYRAMID
If and when the characters finally
reach the pyramid, they will find that it
towers above the center of the city.
They will have to climb to the top of this
175-foot tall structure to learn anything
significant, as there are no visible
entrances at or near ground level.
On reaching the top of the pyra-
mid, the adventurers will be startled to
discover an array of sophisticated
machinery. The flat apex of the
pyramid is covered by an antenna-like
~ grid of metal strips, obviously not of
Indian origin. This gridwork seems to to
be built right through the walls of a
small building that would have been a
temple in Indian cultures.

Entering this structure, the adven-
turers are in for a major surprise. Stand-
ing in the midst of the chamber is a
familiar shape, that of the group's own
TARDIS, which they have left behind

- several kilometers away in the jungle.

The TARDIS door is open, and a
heavy conduit runs from the inside of
the machine to a bank of alien-looking
machinery, which in turn is tied into the
metal grid that extends outside. The
equipment is now in operation with
power seeming to come from a second
cable leading through a square open-
ing in the floor of the temple and into
the heart of the pyramid. Examination
of the opening reveals that its interior
has partially collapsed over the years,
and so cannot be reached.

The players' group cannot readily

_understand the machinery. It also

proves impossible to touch. Anyone
reaching for it finds that any amount of
force exerted to approach it is met with
an equal repulsion force. A Skill Roll
against a character's rating in Force
Field Technology (at Difficulty Level
lll) reveals that this is a defensive
system unrelated to the time field,
meaning that there is no way to get at
the system as long as the field is
operating. The force field evidently
protects not only the machinery, but
also the conduits, cables, and other
related systems. On close examina-
tion, even the grid network proves to
be protected. Player characters will
find that they are actually walking
about a centimeter above the surface
of the pyramid, and thus never quite
come in contact with the grid. (They
may detect this disconcerting phenom-
enon before they discover the protec-
tion accorded to the mechanisms.)

Also connected to the mechanism
is a strange, coffin-shaped container
of some plastic-like substance. It is
not quite transparent, but rather trans-
lucent. Within it is a human figure,
perfectly still, as if asleep or dead.
Again, the player characters cannot
reach the coffin.

Entering the TARDIS, the adven-
turers can see that the cable coming in
from outside is tied into the central
control console. They can reach
neither the cable nor the controls, as
they are similarly protected by the de-
fensive field. Otherwise, the TARDIS
looks much as it did when they left it in
the jungle. The players group will
notice that instrumentation, a TARDIS
Remote Computer Link, a K-9 unit, or a
homing device clearly reads the
direction and distance to the TARDIS
to be precisely where they left it. Even
though this is plainly their TARDIS, it
does not register as such. If char-
acters examine control settings (which
can be done without touching them),
they will discover one significant
change. The last-entered set of
destination coordinates shows that
this TARDIS landed at precisely the
spatial location of the group's landing
(the vanished mining camp site), but
the temporal coordinates are years
different. In fact, according to the con-
trol settings, this TARDIS was placed
in the pyramid (but was moved over-
land, not piloted) in the year 1543 ap.

2
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THE TARDIS MYSTERY

Made one atter ancther, these
discoverias posa many key questions.
Even mora arise when the characters
realize that, atthough their TARDIS is
sitting on top of an Indian pyramidin a
ruined city, it is almost simuttaneoushy
exactly where they left it earliar. Tha
gamamastar should make sura that the
group discovars this fact, rather than
bacoming convincad that they are
stranded.

Raturning to their original
TARDIS, the characters have tima to
reflact on the anomalies uncoverad.
Some of the saurian clues may ba-
come evidant again, but the jungle trek
should not prove particularly dangar-
ous, So far, the characters have a
mystery to solve, but no othar maijor
crisas to worry about in the 21st can-
tury, and the gamamastar would ba
wisa to keap tha group from getting too
daaply entangled in the situation just
MW,

On reaching the TARDIS, the
adventurers find an additional problem
to spur them on. The CIA has trans-
mitted a message inta the TARDIS
computer, demanding priority re-
sponsa by all oparatives. Apparantly,
repons have coma flooding in from all
along the timestream, causing panicin
tha uppar ranks of tha CIA. Tha human
race has disappearad simultanoousty
(in terms of tha personal timalines of
Gallifreyan observers, whose lives are
tied 1o Gallifrayan absoluts time,
daspite thair movemeants through
history), and all along Time itsalf. s
as if humanity had never existed in any
ara, rasulting in tha rapid unravalling of
the fabric of Reality. For the momant,
Time Lords and those protected by
their TARDIS PAST systems are safe,
but so great a disruption to galaclic
history is bound to snowball into a
complete breakdown in the univarse
Gallifrey calls real. The Time Lords are
requasting that all operatives provida
any information that may have a
bearing on the mystery.

The player characters should, of
coursa, file a report of their encounters
5o far. Howevar, Tima Lord characters
should be all too aware of the fact that
it may take a long time — years, even —
bafore Gallifrey will react to tha crisis
in a coharant fashion. Aftar all, any
astimata of the process of tha tempo-
ral breakdown puts the actual collapsa
of reality a cenlury or two away, as the
effects of tha crisis ripple outward
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toward Gallfrey from TNP Earth. Thus,
the CIA and the High Council may wall
take thair time in wading through the
reports.

Long before Reality collapses,
the absence of the human race will
have an immediate and very disturbing
effect. Despite the protection of the
TARDIS, human Companions are likely
to cease existing. The TARDIS PAST
system confars a grace period, but the
characters will become aware of the
potantial problem through a successful
roll against their skill rating in Temporal
Sciance at Difficulty Lavel lll. it may
not matter much to the High Council,
but it does to the player characters on
the spot. If a spur is nesded totakea
action, this should be it.

A character making a Skill Roll
against his rating in Temporal Sclence
at Difficulty Leval V should ba able 1o
piece together the natura of the crisis.
In assance, a most unusual time loop
has bean sal up, ancompassing
neithear a place nor a specific thing, but
the entire human race, An unknown
science (which must have an excellant
grounding in bioganetics), combined
with the time field generated by the
TARDIS, has somehow extermin-ated
all traces of a particular genatic com-
bination from axistanca. At precisaly
the samae 'momant’ throughout tima,
the human race was forced into
nonreality, and will remain there as
long as tha time field conlinues in
oparation. Tha time field itsalf ramains
around the genarating machinary, and
exists as an interphase between the
real world and the unreality of the time
loop. Only the player characters, in
tuna withthe TARDIS, can cross info
the bubble, but they still can do
nothing to affect tha workings of the
machinary.

Infact, an understanding of what
is happening will also give rise to the
realization that there is anly one way to

ROLE PLAYING GAME

correct what has happened. The group
must create a deliberate paradox by
tinding a way to undo the situation
before it happened. This, in turn, re-
quires a tricky bit of tamperal pilating.
The TARDIS will hava to travel inta the
time-looped univarsa and back in time
1o tha first establishment of the time
figld — sometime in or after 1543 an,
From thara, the group will attempt to
alter the events that led to the creation
of the tima field. It is a coursa full of
dangers, particularly as it was evi-
denthy a trip to that time and placa that
allowed tha TARDIS to be usad forthe
craation of the time field in the first
place. Although failure seams pre-
ordained, the adventurers musl make
tha attempt.

It may occur to tha player char-
actars to attempt to rick’ the paradox
by resolutely refusing to go back in
tima. Unfortunately, this will not waork,
Tha resonance of the time field is
affecting the TARDIS navigational
system. Indead, the only navigational
coordinates the TARDIS can now
accept (without a Difficulty Level VII
Temparal Vehicle Operation skill
raprogramming task for each trip
attempted) ara those found inthe
pyramid TARDIS. The adventurars
could, of course, choose simply to sit
and wait in the junglas in 2035 ap, but
this would condemn tha humans
aboard to nonexistance and the Tima
Lords to a lonaly exile. Prasumably, an
afttempt to pilot the TARDIS alsewhera
might be succassful, but this only
pastpones the inevitabla. (itis
absolutely necessary to force the
group's hand, Orders from the ClA can
and any inactivity, but the gamemaster
should use this only as a last resor. It
is far more advisable to engage them
by way of their own curiosity and
datarmination to solve the problam.




FORWARD
TO THE PAST

In this seclion, the adventurars
begin to learn the answers to the
riddies posed previously. Following
ona of several possible paths, the
party will eventually be able lo learn
avarything they nead to know in ordar
to actually achieve their goal and stop
tha Silurians from wiping out humanity.

BACK IN TIME

Although the TARDIS does not
want to accept any coordinates except
those recorded on its pyramid-bound
countarpar, it is not that easy for the
party to get there. A Difficulty Level V
task using Temporal Vehicle Operation
skill is needed to penetrate tha time
loop and reach the attarnate timeline to
which human history has now been
relagated. Failure will land the TARDIS
at the correct coordinates, but in the
univarse whara the tima loop has
eliminated humankind,

This will be apparent because any
landing at a peint outside the time loop
will pick up the prezence of tha time
fisld. When succassiul, the group will
arriva in a jungle setting identicalto the
one they have just laft, but no time
fiold will ba datacted

Cnee inside the time loop and at
the correct coordinates, gatting out is
evan harder {Difficulty Level VIly than
was gatling in. Athough the time fiald
is undatactable, it interferas with
temporal movement. In aeffect, the
TARDIS and its occupants are no
langer in the Prime Reaality at all, but
rather with humanity in an alternate
univarse. Travelling batween uni-
varses, espacially against the pull of
the TARDIS navigational resonanca, is
an extremely difficult and chancy
process. Barring somae extramaly
talented work, the adventurars are now
an thalr awn.

On the other hand, human
characters are no longer In danger of
disappearing. That fear, at least, can
now ba put to rast.

JUNGLE ENCOUNTER

When tha TARDIS has
materialized in the time lcop, the view
outsida is again of jungle. Cnly the
navigational coordinates and the
abzence of a detectable time fiald will
tall the characters that they have
raachad their dastination. As nothing
furthar can ba dona by staying inside
the TARDIS, tha party will have to
disembark in ardar to procead.

The jungle does not differ appraci-
ably from tha trackless wildermess of
the 215t cantury, axcapt that the char-
actars encountar no sign of roaming
dinosaurs. This small consolation is
quickly offset by another agually
hazardous encountar, this tima with
humans,

The event occurs near the banks
of tha Orinoco River, whara the jungla
thins out somawhat. Moving purpose-
fully toward tha city, the characters
are suddenly surrounded by a large
party of armed and armored men, as
wall a5 soma Indians in bbincloths and
carrying bows or blowguns as woap-
ons. These are conquistadors. Accom-
panied by their native Indian allies, the
Spanish conquercrs ara hot on tha trail
of gold. The adventurers have fallen
into an ambush set by the Spanish,
and figure praminantly in their plans,

THE SCENT OF GOLD

The leader of the conquistadors is
Francisco de Merida, one of several
Spaniards in South America who has
bacoma obsaessad with staries of El
Dorado. He is ceraln that a fabulous
Indian kingdom rivalling the Incan
Empire in magnificence and weaalth
exists somewhere in the lands around
the Crinoca River valley. With an
expedition of 800 soldiers and overa
thousand Indians, da Marida set out
two years ago from Peru, crossing the
Andas Mountalns, and descanding into
the Venezuelan jungles. Though he
has baraly ten parcent of his eriginal
forca, da Merida believes El Dorado is
close at hand, and is determined to

prass on.
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Having spotted the advaenturaers,
soma of his scouts have baen tracking
their movaments for several miles. De
Merida has decidad that the player
charactars must ba Europeans, tha
only reasonable interpratation of their
presence here. He further balleves
they are members of some rival foreign
axpadition, probably German, which is
alzo operating in the araa. Finally, da
Merida thinks that the group may know
the location of El Dorado. He wants
that infarmation, and is prepared to do
almest anything in order to gat it.

The ambush hae stages takes the
player characters complataly by
surprise. Befora thay realize what has
happened, they are completely sur-
rounded. The conquistadors lead them
back to the Spanish camp, about two
miles upstream from the ambush site,
where they meet de Merida in person.
Also present at the meeting are
Cristobal da Paraz, de Merida's young
protage and second in command; Dofa
Linda, a young Indian woman who
sarves as da Merida's translator and
expart on Indians in the area; and
Father Roberto, a missionary accom-
parying the expedition, The priest i
opanly hostile. The others are guarded
and inscrutable.

Assuming that the adventurars
are (Garman explorers, de Merida
begins with inguiries about the size,
raute, and intentions of thelr expedi-
tion. if their answers ara totally
honest, de Merida will not be satisfied.
If the group tells him what ha wants to
hear, spinning out some flctitious
account of thair fravels, usa the
spaaking character's Verbal Inter-
action level plus one-third his Public
Performance level against de Marida's
I™ score to determine the success of
this varbal interaction. Atthaugh ha
doas not reveal his feslings, the
conquistador is hostile and balligarent
baneath his bland facade, and thesa
factors should be countad in modifying
the succass or fallure of the
confrontation.

Attampts to demaonstrate superior
technology or other proofs of the
group's true nature will not ba succass-
ful atthis time. Although de Merida by
himsalf might sventually accept tha
truth of their story, he Is heavily
influenced by the fanaticlsm of Father
Roberto. The Jesult missionary
assumas that anything out of the
ordinary is a sign of witchcraft. Certain
that the adventurers ara Protestant
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Germans, he belisves their heresies
put them in league with Satan. Demon-
stration of a K-8 unit or a sonic scraw-
drivar will only strangthen this attitude,
and de Merida will tend to believe the
priest's interpretations,

The gamemastar can spin out the
quastioning as long as he likes. Intha
end, though, de Merida shifts from
questions to demands, He is con-
vinced the adveniurers know soma-
thing of El Derado. So small a party
must suraly be part of a largar
expedition searching for tha city of
gold. If they do not already know where
tha city is, they must at least have
clues, and de Merida wants to know
avarything.

This presents the adventurers
with a choica, As tha city they are
searching for would certainly pass for
El Dorado, it would ba easy encughio
share thair knowladge of it with da
Marida. The results of such a decision
ara discussed In the section entitled
Cooperatlon. Consult the same
saction if the players group decides to
feign cooperation by atlempting to lead
the Spaniards on a false trail in hope of
making good their ascape.

Refusing to cocperate or contin-
uing to deny knowladge of the City of
Geld should lead to the Resistance
saction, which deals with the conse-
quences of stubbomness,

The Adventure Flow-Chart pro-
vidad in the Gamemaster's Motes
chapter may be of usa to keep track of
the wekb of possible actions and results
that follow the players’ group's initial
sat of dacisions,
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COOPERATION

The adventurers can decide to
cooparate with the conquistadors at
almost anytima. This choice will allow
them 1o move about freely, as opposed
fo baing trussad up and perhaps
tortured. If they are contemplating
ascapa, the players group may sas
temporary cooperation (or the illusion
of it} as the best way 1o carry out thair
plans. Finally, it may occur to one of
the player charactars that baing par of
a heavily-armed (for 16th-cantury
Venezueala) column of Spanish soldiers
is a considerably safer way of ap-
proaching the unknown risks of their
daestination than the aternativa of
shulking about on their own. If the
gamemaster has a pipeline into the
greup, of simply wants 1o ba halpful, he
may also paint out some of the advan-
tages of cooperalion.

Thare are two forms of coopara-
tion tha advanturars might decida 1o
adopt. Ona is honest and above-
board: the charactars can lead the
conguistadors to tha city, using the
route they followed criginally whan
thay wers in the 21st century. The
party will be placed atthe head of the
column, on foot, closaly guardad by
soveral Spanish soldiars with sharp
swords and no qualms about using
them. An occasional goad or prod from
thesa soldiers will makea the trip even
more uncomfortable than normal. De
Marida will be in his placa furthar back
in the column, but Parez and Father
Roberto are both close at hand through-
out tha rmarch. Should the guards start
to get too rough, Parez will imervenea,
The priest seems primarily concarnad
with making sura the prisoners do not
use any diabolical arts to escape or
strika down their captors,

If the player characters adopt this
coursa of action, the march will ulti-
mately end in a crisis, as described in
the Ambush saction.

The adventurars' other option Is
to lead tha Spaniards on a wild goose
chase, hoping to use it as achanca to
escapa. They might, for example, try
to backirack the TARDIS, wharae thay
could find safe refuge bahind the impar-
vious doors of the time capsule. Follow-
ing a false trail, howaver, has its own
fair share of risks. Sconer or later, de
Merida will become impatiant, and this
will put the adventurers in jecpardy.

Whather the players’ group is
leading the soldiers to the city or not,
the gamemaster should roll one die at
the end of each hour. When the cumula-
tive total is greater than 20, de Merida
loses his patience and halis the
column. At this point, he will demand
that the advanturars give him a
detailed map of the route they plan 1o
take and an estimate of how much
longer it will 1ake 1o get there. If they
comply accurately, de Marida will
accapt their word.

tf the map the adventurars pro-
duca talls to match the tarrain thay
encounter, if they refusa to cooperata
for any reason, or should they lead the
conquistaders to tha small clearing
whara thay laft the TARDIS, troubla
rasults. In the latter case, the group
will be shocked 10 discover that their
TARDIS is gona. Drag marks and the
signs of many footprints lead in the
direction of tha city.

In any of these casas, the Span-
iard's reaction to attempted deception
will not be pleasant. The next situation
arising from this chain of evants is
discussed in the Prassure section.
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RESISTANCE

The only alternative to coopera-
tion is resistance to de Merida.
Refusing to help him find the city or
stubbornly claiming ignorance of El
Dorado can be very hazardous to the
health of the player characters.
Depending on their individual person-
alities, however, they may have good
reason to resist. The Spanish reputa-
tion for rapacity and ruthless violence,
the fact that history records no
discovery of El Dorado, or a simple
unwillingness to work with the rude
ruffians could all be good reasons to
keep silent. Another is the desire to
avoid complicating an already
uncertain situation. Letting the
conquistadors find the city can only
make matters more chaotic at a time
when the adventurers have enough to
worry about. Again, the gamemaster
may wish to find a way to interject
these arguments into the players’
deliberations, if he feels they should
consider this side of the coin.

The decision to refuse de Merida
is not irrevocable. At many different
points, the opportunity will arise for
one or more characters to change their
minds and cooperate. As above, this
leads to the Cooperation section.

If the adventurers do not change
their minds right away, the Spaniards
will confine them to a a tent near the
center of the conquistador camps, with
armed guards posted outside. After a
few hours, a single sentry will replace
the guards. The player characters may
wish to make an escape attempt when
darkness falls. If they have made no
attempt by dawn of the next morning,
Dofia Linda will slip into the tent and
offer to help them escape, saying she
has overheard de Merida and Father
Roberto discussing plans to torture
and execute the prisoners.

If the adventurers do decide to try
to escape, the section entitled
Escape? discusses the ensuing
events. It is possible, however, that
the adventurers will not try to get
away, perhaps because they suspect
atrap. If so, they will remain in the tent
until the next day, when they will face
more active forms of persuasion.
These are discussed in the section
entitled Pressure.

PRESSURE

If the adventurers continue to
resist de Merida, he will simply bring
more pressure to bear on them. If they
refuse to cooperate with the conquis-
tadors but do not escape, if they
cooperate but then seem to be leading
the Spaniards falsely, or if they
escape and are later recaptured, the
pressure will take an unpleasant form.

To start with, de Merida will
threaten the group. He says Father
Roberto is eager to make the heretics
see the light, and that he will let the
Jesuit have his way unless they start
coming up with the information he
wants. [f this fails, and the adventur-
ers remain firmly resistant, de Merida
will pick one of them as an example to
the others. Some traditional Inquisition
torture is likely to follow. Should the
adventurers still refuse to cooperate,
de Merida will execute the first victim.
The players will probably not let
matters go this far, however. If they
do, de Merida will cheerfully goonto a
second victim.

Perez, his lieutenant, does have
qualms about de Merida's methods and
so does the Indian translator Dofia
Linda. As the first victim is being
tortured, they will find a chance to urge
an escape attempt and offer to help. If
this happens, go to the section entitled
Escape?.

If the adventurers have already
staged an escape attempt with the
help of these NPCs but have been
recaptured, the NPCs will not be in a
position to help again. The game-
master should make very clear de
Merida's willingness to kill to get his
own way, and should encourage the
players to behave with a proper degree
of compassion for one another. In
similar circumstances, The Doctor
would never let a Companion die.
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ESCAPE?

There may be several opportuni-
ties for the player characters to
escape from the Spaniards. (None are
possible if the party decides to co-
operate, however, as the Spaniards
will watch them closely while on the
march.) De Merida is crafty enough to
expect an escape attempt, and so he
will not stop them. Instead, he plans to
let them get away, but has scouts
prepared to follow the party. In this
way, the conquistador hopes the group
will lead him to the city of gold without
fear of treachery or deception.

In escaping, the characters and
any NPCs who aid them have two basic
choices. They can resume their inter-
rupted trek to the city, in which case
the Spaniards follow cautiously at a
distance. If this happens, the adventur-
ers will come near the city, but then be
caught up in the events described in
Ambush. :

If, on the other hand, the adven-
turers do not head for the city, de
Merida will follow them for a time; but
his people will surround and recapture
the party as soon as it becomes
evident that they are not heading for a
particular destination. If the adventur-
ers double back to where they left the
TARDIS, they will find it gone. Foot-
prints and drag marks seem to show
that it was carried by a large party of
bearers back toward the city.

It is now up to the gamemaster to
determine de Merida's patience in the
pursuit. If the group wanders aim-
lessly, the Spaniards can step back in
to get the adventure moving again. As
long as the player characters' activ-
ities are purposeful, however, the
Spanish will remain in the background.

A character making a Saving Roll
against his INT score at a Difficulty
Level of IV will realize that the party is
being followed. Each character should
get one attempt per hour. The first time
it happens, the gamemaster tells the
player only that he has a feeling
someone is watching. Thereafter, the
Difficulty Level is decreased to Il if
the player makes a special effort to
stay alert. A successful roll will allow
the player character to notice partic-
ular clues, such as the sun glinting off
metal armor or the clatter of a branch
against a helmet. A third successful
roll will allow the character to actually
sight several different pursuers in the
course of the hour in question, thus
definitely giving the game away. What
actions, if any, the adventurers take in
response are up to the players.
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AMBUSH

En route to the city, the adven-
turers (and the Spaniards) are once
again caught in an ambush at the point
shown on the Gamemaster's Map (see
Gamemaster's Notes).

This time, their assailants attack
completely without warning. A hail of
arrows and darts erupts from the jungle
on either side of the trail. Player char-
acters should each roll 2D6, with an 11
or 12 indicating a character was hit.
The gamemaster can allow NPCs to be
hit as he desires, but important char-
acters such as Perez or de Merida will,
at worst, be wounded only lightly in the
attack. Player characters should be hit
by blowgun darts rather than arrows.
These darts are smeared with a quick-
acting drug that causes 5 points of
temporary damage per round for five
combat rounds after the hit. This may
cause characters to pass out. Al-
though they recover after 30 minutes,
the ambush will be over by then. If
possible, the gamemaster should see
to it that Indian blowdart guns put one
or more player characters (including a
Time Lord, but not the entire players’
group), plus both Perez and Father
Roberto, out of commission in the
course of the ensuing fight.

The conquistadors deploy quickly
to meet the attack, bringing their fire-
power to bear on the attackers. They
could easily wipe out the Indians, who
follow their sneak attack by a charge
into the open, except that the Indians
are not alone. Moving among the
almost naked savages are several
enigmatic figures swathed in black
robes. Just as the Spaniards prepare a
volley of arquebus fire, these strange
figures strike first. After red beams
shoot from the folds of the strangers’
hooded cowls, several Spaniards fall
dead or dying. A few shots are fired in
return, and one of the mysterious
attackers staggers backward. The
hood falls-away, revealing the scaly,
three-eyed countenance of a Silurian.

The reptile-man's comrades keep
up their devastating attack, and the
Spaniards cannot hold against them.
Shaking off the paralyzing terror he
feels at encountering such a totally
unexpected attack, de Merida some-
how orders aretreat. The Silurians and
their Indian allies are left with posses-
sion of the field of battle.

This whole fight takes only a few
minutes from start to finish, and player
characters will have little chance to
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play an active part in things.

Theyshould be given a chance to make

decisions, but the gamemaster should
deliberately make the pace of the
encounter too fast to allow a quick
response. He can judge the chance of
success of individual acts, such as
breaking free of the Spanish column,
rescuing a fallen comrade, or trying to
attack a specific Indian or Silurian foe,
but these actions will have no bearing
on the outcome of the skirmish. A
character who fails to break and run
(either into the jungle or back with the
Spaniards) before the encounter is
over will find himself surrounded by
Indians and Silurians, and will surely
be captured.

At least one of the adventurers
should be fairly near the edge of the
jungle as the fight breaks out. At the
height of the fighting, this character
will suddenly feel a pair of sharp jabs in
the back of his neck. He has been hit
twice by drug-soaked thorns, and
takes 10 points of temporary damage
per round for five rounds. Before he
passes out, the player character may
be able to spin around and try to fight
as several Indians close in on him.
Some of his attackers wield additional
darts in their hands, and can use them
if the player character is particularly
tough. In reality, he has no chance of
escape.

The character who succumbs to
this attack should proceed to the Into
the Fire section. Any characters who
escape with the Spaniards or who
escape on their own will be Outside
the City. Characters who have been
captured or who were hit by darts in the
fight (including Perez and Father
Roberto) will be involved in the next
section titled The Captives.

ROLE PLAYING GAME

INTO THE FIRE

The Indians will surprise and
capture one of the player characters
(or more, at the gamemaster's option)
in an action separate from the main
fighting after the Silurians spring their
trap. This ambush within an ambush
has not been staged at the behest of
the Silurians, but by a group of Indian
outcasts who are waging a fight for
freedom against the Silurians and their
supporters in the city. They are led by
the son of the city's king, Prince
Virarocha.

When the groggy captive re-
covers his senses, he finds himself in
a ruined building within sight of the
walls of El Dorado. There are a number
of armed Indians around, one of whom
calls for the Prince as soon as the
adventurer stirs. Virarocha quickly
appears and kneels beside the prone
character. .

The Prince apologizes for attack-
ing the character, saying he knows the
character is no friend of the Serpent
Demons or their dupes. Virarocha
explains further that he needs infor-
mation, and only the strange-clad
visitors from beyond the sea can
provide it. Capture was Virarocha's
only hope to talk, as he fears the other
strangers, the Bearded Men, almost as
much as the Serpent Demons.

The Prince goes on to explain that
he and his followers are not allies of
the Serpent Demons. If questioned, he
will share what he knows with his cap-
tive. Many months ago (exactly how
long is vague), a terrible earthquake
ravaged the city. Following the quake,
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the city's High Priest of the Sun had
discovered a strange opening in the
city's great pyramid. With a handful of
followers, the priest descended
beneath the Earth. There, in a huge
underground cavern, he discovered
the sleeping-place of the Serpent
Demons. One was awake, and the
priest mistook the Demon for the
snake-god who had given knowledge
to the people's first king at the dawn of
time. Offering worship, the high priest
became the tool by which the Demons
emerged from the heart of the Earth to
destroy the city's life and bring down a
reign of darkness.

Virarocha grows increasingly
impassioned as he describes how the
Serpent Demons imposed their will on
his people. Both the High Priest and
his father, the King, were completely
dominated by their new Gods. They
fooled Virarocha, too, for a time. The
Serpent Demons demanded sacrifice,
but that was to be expected. The
sacrifices were taken to a chamber on
top of the pyramid, where an elderly-
looking Demon spent hours in some
arcane magic before the sacrificial
victim died. This was not at all like the
quick death of a stone knife in the
chest, the people's traditional form of
sacred sacrifice.

What was most disturbing was
that the new Gods made the people of
the city toil underground, digging under
the mountains for strange rocks. They
brought all other work, even the
tending of the fields, to a stop so that
every able-bodied man in the city could
be kept digging almost constantly. In-
stead of providing for their worshipers,
these Gods kept them in servitude.

What finally made the situation
intolerable was something Virarocha
learned by accident. The pyramid
temple was taboo to all but the Serpent
Demons, the High Priest, and the
Royal Family, and even these few men
were discouraged from visiting without
being summoned. Nevertheless,
Virarocha had gone up to offer a
plumed, especially fine, multi-hued
cape to the Gods. Arriving at the pyra-
mid's summit, the Prince heard two of
the Serpent Demons conversing, and
shrank back into the shadows to listen
further. The leader of the Serpent
Demons and the elderly one who
accepted the sacrifices were arguing.
The leader wished to wipe out all the
people in the city right away. The other
was in favor of allowing them to survive
as 'useful animals' for a time, but prom-
ised that when something he called the
Machine was ready, not only these

people but all others in the entire world
would be destroyed. Only the Demons
would remain. The old Demon needed
more rocks and more sacrificial victims
to complete his work, but promised
success soon. At length, the leader
agreed to wait.

Realizing that these were no
Gods but evil Demons out to destroy
everything, Virarocha tried to warn the
city's leaders, but his father and the
High Priest refused to listen. He suc-
ceeded in winning over a few discon-
tented followers, but they were forced
to take refuge outside the city and re-
main in hiding as word of their *heresy’
spread.

The Prince has sources of infor-
mation inside the city, and sometimes
slips in to learn what the Serpent
Demons are doing. Until recently, the
old Demon had been unable to solve
some problem related to his 'machine’.
Then, scouts had come in reporting the
approach of the Bearded Strangers
from one direction, and the arrival of an
even odder, but much smaller band of
newcomers from another. The Demons
sent out a party, which later returned
to the city with a mysterious object
that could only be the adventurers'
TARDIS. This evidently pleased the old
Demon enormously. The object was
said to belong to the smaller group of
Strangers. Later, the Serpent Demons
ordered the city's warriors to lie in wait
for the approaching Strangers and to
take several of them prisoner, if
possible.

Virarocha believes the captive
character may understand what is
happening. He wants to know why the
Serpent Demons are interested in the
Strangers and their even stranger
object, and he wants to learn how to rid
his land of their evil presence. The
Prince will do anything to get the
knowledge he needs to thwart them.

Though the player character has
no clearer idea of the truth of the
matter than the Indian prince, he has
no choice to make. The options and
opportunities opening up after this
encounter with Virarocha's people are
discussed in detail in the section
entitled Outside The City.

THE CITY
OF GOLD

The following sections take the
characters into the city and toward the
final confrontation with the Silurians.
As in the preceding part of the scen-
ario, the player characters' decisions
will play an important part in shaping
the exact course of events (seethe
adventure flow chart in Gamemas-
ter's Notes). Only afew members of
the party will experience some of the
events described below. Other events
will not take place at all if the players'
decisions do not encompass the par-
ticular approach or situation involved.

THE CAPTIVES

Characters captured or knocked
out during the ambush by the Silurians
and their allies will be taken into the
city and imprisoned in a small chamber
inside the pyramid. This chamber is
located just under the temple area,
which the Silurians have converted
into a lab and workshop for their
genetic time-loop machinery. If char-
acters who are not knocked out are
among the captives, they will find to
their surprise that the TARDIS is now
located here.

Their cell is a featureless square
room made of close-fitting stone
blocks. It is only about one-and-a half
meters square, with a rather low
ceiling. There are no windows, but the
Silurians have furnished the group with
chemical lightsticks that produce a dim
glow when shaken violently. There are
several flat-topped wooden chests on
which to sit. The facings and bindings
of these chests are done in pure gold,
and each one is locked. The door of
the cell is concealed, but cleverly
designed to open easily, despite the
fact that it is an immense block of
stone identical to those that form the
walls. The door operates by a lever
system located outside. If it can be
opened from within the chamber, no
method for doing so is apparent. Very
small air holes keep the room stuffy,
but far from sealed.

If unlocked, the wooden chests
prove to contain gold artifacts, mostly
statues or ceremonial tools. There is a
ten percent chance that a chest will
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also hold 1D6 golden daggers, suit-
able for use as weapons, which the
Silurians have simply overlooked. The
Indians working with the Silurians are
too much in awe of these '‘Gods'’ to call
their attention to the daggers.

In proper DOCTOR WHO tradi-
tion, their captors will not search the
adventurers too carefully. They will
confiscate any obviously displayed
weapons or anything the character
might use to an escape or to attack a
guard but the Silurians are not partic-
ularly concerned about ‘ape primitives’
escaping from the chamber. If the
player characters are in the habit of
carrying around demat guns, nova
triggers, or other gear that would make
an escape loo easy, the gamemaster
can change that. The objectis to
reward ingenuity, not to allow the
infiltration of a full-fledged arsenal into
the hub of the Silurian base.

The adventurers will probably
start hatching escape plans early on,
but the gamemaster should try to keep
them off-balance until they know more
of what they are up against. He should
introduce the next section, The
Silurian Plot, to the captives as
quickly as possible.

THE SILURIAN PLOT

Soon after the captives are all
awake and aware, the leader of the
Silurians and his chief scientist arrive
to question them. They completely
ignore Perez and Father Roberto, who
are also imprisoned in the cell. The
Silurians recognize by the latters'
clothing that these are humans almost
as primitive as the Indians. The adven-
turers, on the other hand, arouse great
interest. (If, for some reason, the ad-
venturers are dressed in conquistador
garb, the gamemaster can invent some
other plausible way to single out the
characters, if necessary. The
Silurian's genetic tracer can certainly
track down even the most trifling
variation between humans of different
centuries, and so will quickly spot the
Gallifreyans. (A Gallifreyan among the
captives is highly recommended.)

Droval, the Silurian leader, is
typically unemotional in his words. He
tells the prisoners that he is aware that
they are time travellers. Their vehicle
betrayed them, and the.scientist
Visthar was able to track it down with
one of his machines. (Even the cold
Silurian voice betrays a hint of distaste
at the word. Droval hates machines,
but is willing to tolerate them to
achieve his goal.)
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The discovery of the TARDIS and
its arrival in the city have made pos-
sible the completion of his band of
revived refugees, grand design. The
time is at hand when the Silurian race
will rid their planet of the upstart, ape-
descended creatures who have
infested it, so that they may reemerge
and take back their rightful lands. The
TARDIS vehicle has the temporal
displacement focusing agents Visthar
needs, equipment that might otherwise
have taken several years to perfect
and set in motion.

Droval is impatient to be done
with the work. Though Visthar could
fathom the secrets of the TARDIS with
careful study, the Silurians want to
speed things along with the help of the
vehicle's operators.

The Silurian scheme is a simple,
and, they feel, humane plan. Visthar's
research prior to the retreat into
hibernation had led him to a means of
tracing the genetic heritage of any
living creature backward or forward
through Time. It was thus possible for
Visthar to follow the evolutionary
history of any species to any pointin
Time. Modifications to this concept
gave the scientist an understanding of
the nature of Time and temporal
science, leading to the discovery of
the principle of the time loop.

Time travel remained out of the
Silurians' grasp, and so creating a
normal time loop around the Earth was
out of the question. However, Visthar's
genetic tracing technology suggested
the idea of time-looping all members of
a given species back to their earliest
origins and forward to the farthest
future, all at once. This would remove
mankind to a timeline completely
separate from the Prime Reality.
Although it would destroy all trace of
mankind's usurpation of Earth, there
would be no bloodshed, warfare, or
death. The machinery, save only for
the focusing device, is ready. The
TARDIS is the key to it all.

Droval offers the captives their
lives and freedom to go where they will
on the new Earth in exchange for their
help in hooking up the TARDIS. Visthar
has a way of isolating the characters
from the effect of the time loop, so that
even the humans in the party will
survive. From what he has seen of
humanity, he rather suspects that
individual fears and desires will prompt
the player characters to cooperate.
Even if he is aware that Time Lords are
not human, he will see no reason why
they should not support his position.




Cam— -

By Droval's way of thinking, the
Silurians desarva to inharit tha Earth,

and should not be danied their dastiny.

Itis hardiy lkely that the adven-
turers would agree to willingly co-
operate with Droval, If they do, the
universa will ba totally disrupted and
the dastructive ripplas will ullimataly
spread as far as Gallifrey (which
survives today in part because of the
afforts of humans working with Tima
Lords). Lita in Silurian reality would be
pleasant, pastoral, but ultimately a
dead end,

Mor can the player charactars
dupa the Silurians with fake promisas
of eooparation. Droval, lilke many of his
race, is possessed of a telepathic fac-
ulty that unarringly distinguishes any
hintof treachery, though this can only
coma into play when he iz able ta bring
his third eye into focus on the subject.

Thus ara the advanturers laft with
achoica batwean trying to escape and
attempting 1o reason with Droval (as-
suming thay hava ruled out the idea of
eodperalion), An escape attempl ks
handled according to the description in
the section entitled Breakout. For
persuasive reasoning, consult instead
the saction entitlled Parsuasion,
tha players' group does nothing at all,
saatha section called Pyramid of
Death,

BREAKOUT

Escape from the call will be a
must difficult undertaking. The game-
master should provide reasonable
oppartunities but allow tha players to
avolva thair own ideas on how to get
away. For instanca, thair maals are
brought twice each day by Indlans
(supervisad by a single Silurian guard),
and this might offer the adventurars a
way ta trick or force their way oul.
Thair own concealed weapans ar the
daggers in the treasure chests may
also giva them the means o implameant
aplan, [f the party has made previous
attempts to escape, security will have
been increased and any weapons used
taken away. Obwiously, i is unlikely
that trying the same trick again would
be any mare successful. The Silurians
will grow wary if the group's attempts o
escape are too obvious or persistent.

The twa Spanish captives pose
anather problem lor the players’ group.
Perez is likely to cooparata fully, but
Father Roberto has had more shocks
than his superstition-filled, narrowly
paranoid mind can handle. He may be
paralyzed with fear, or could acci-
dantally batray or otherwize =poil the

group's plan at a critical moment. At
this junctura, the gamemaster can
decide how to use the priest ina man-
ner best caleulated to increase tension
and confusion for all concermed. Good
role playing is erucial, which means the
Spaniards must ba included In evants,

if the adventurers do make good
an escapa, they will find themsaelves in
Visthar's improved laboratory/machine
shop atop the pyramid. Gnce again,
they have some choices to make,
Thay can try to steal the TARDIS and
e=capa, of escapa out of the ity on
foot to rejoin thair friends outside.
Alternatively, thay can attempt to
sabotage the Silurian machine. Finally,
the party might try to find tha Silurian
leader and attampt to negotiate with
him.

Escape through the city is dis-
cussed inthe sections In the Clty
{for moving about the streets) and
Back to Square One (for what
happans when the group wins free),
For negotiations, see the section
antitled Parsuasion, Handle any
attempt to hijack the TARDIS or
sabotage the Silurian Machine accord-
ing ta The Silurlan Machins.

Mote that to leave the pyramid, ad-
vanturars will have to go out by way of
the Machine's resting place and past
tha TARDIS, no matter what they do,
The chamber should ba conveniently
vacant when lhay first escape. As the
saction on the Machine describes, it
will not remain that way for long.

BACK TO SQUARE ONE

lf the adventurers choose 1o
escape from the city, they must make
thair way from the central pyramid to
the walls. In the City regulates thair
chances of ancountering various
hazards alang the way.

Reaching the outer walls, tha
players' group must use a gate to get
oulside or they must go aver one of the
walls. Ancther means of escape is by
way af Lake Parima, either swimming
ot stealing a boat. Each alternativa
has its own hazards,

Tha gates are guarded by Indian
warriors; at any givan time, thera will
be 306 warriors present. Unless very
cleverly disguised, the adventurars
ara not [ikaly to gt by these guards
without a fight. On a roll of 9 or battar
on 206, a Silurian will ba present at the
gate as well. f so, on a rall of 7 or mora
on 206, the Silurian is accompanied by
a pat Herrerosaurus. The enly disguise
likely to fool the Indian guards ara the
hooded robes wom by the Silurians. A
Silurian will detect this imparsonation
immediataly, but the Indians will not
question anyone so disguised.

Going over tha wall requires that
each character make a Difficulty Leval
VI Interaction roll using str. A char-
acter can substitute Climbing skill for
sti if ha desires. He will need a rope
{which means charactars will have to
announca thair intentions to find one
s0 that the gamemastar can than
provide a suitable means). As each
charactar climbs over the wall, roll
206. On a roll of 10 or batter, a warrior
noticas tha party, attacks immaedi-
ately, and sends cut a cry for halp.
Each combat round thareafter, roll 105
for the number of additional warriors.
Each roll of 1 brings a Silurian instead
of an Indian. If the characters hava
tzken special precautions, suchas a
night escape or a secluded spot for the
attempt, the 10 or better rall simply
means that thara is a chance of dis-
covery, The Indians getio make a
reaction roll using v, with the difficulty
of the task depending upon the gamea-
mastet's assassmant of the condi-
tions, the pracautions taken, the skills
of tha group, and o larth,

Should the group escapa by
water, the situation is similar o that of
climbing over a wall, but the advantur-
ars will hava to steal a boat from the
adge of the lake or use Swimming skil.
From the time he enters the water, it
will take a character a number of
combat rounds aqualto 35 minus his
Swimming score (not skill level) to get
out of sight of the city guards. Roll for
discovery once per round. i dis-
coverad, the characters may ba at-
tacked with bows, blowdart guns, or
the Silurian third eye. Using the boat,
tha time required lo gat out of reach of
tha eity is 35 minus the average a1
score (not attribute level) of all par-
sons on board, No spacial skill is
requirad to handle a rowboat or canoe
in this fashion.

li they do gat outsida the city, the
playar characters will find it easy to
locate the conquistador camp, There is
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a 10+ chanca, rolled once par hour, h

that they will be discovered first by
Virarocha's scouts, who will lead the
charactars to Virarocha,

Oince outsida, howewvar, tha
question of what to do next must ba
dacided. See Outside tha City for
thair aptions.

OUTSIDE THE CITY

Characters who finish the ambush
ancountar still oulside tha city or who
escapa from the city aftar baing helkd
captiva must decide what sleps 1o
take next. f some of the adventurers
ramain in Silurian hands, it is obviously
advisable to try to rescue them. More
important, once the characters know
that tha TARDIS is insida tha city, they
realize that thay must gat insida in
order to stop the Silurians, prevent tha
timea-loop, and retrieve their vehicle, Al
signa paint rather firmly to gaining
entrance 1o the city.

Charactars could, of coursa,
simply walk up to a gate and ask flip-
pantly to see the lizard in charge. This
would cartainly get anyone who tries it
insida the walls of the city. Such a
character becomes a captive (see
The Captives), which means ha
watld have to escapa batora any raal
action could be taken. Other attempts,
no mattar how clever, 1o gain direct
entrance af a gate are [haly to rasult in
the same cutcoma, unless the game-
master judges a particularly claver
attempt dasarving of a raward.

Charactars who have mat Vira-
recha’s group will realize that the
autcast Prince can aller advica and
assistance in getting into the city.
the group succeads n anlisting Vira-
racha's aid, the chances of getting

into tha city without being discovered
ara vastly increased. f approached,
Virarocha will be in a position to point
up a sevara flaw in the plan, howeaver,
His secret antrances to tha city are all
far from the pyramid, which increases
the chances that the Silurians will
discover and captura the infiltrators,
A smart player will realize that a
divarsion iz neadad. Tha Prince doas
not have encugh people to signifi-
cantly distract the warriors and the
Silurians within the city. The Span-
iards, howavar, do, and so the adven-
turars should try to recruit bath
outcast and Spanish assistance,
Recruiting only tha Spaniards gives
the Silurians a chance to easily carve
up the adventurers oulside the city.
Only by using the Princa's secret
antrancas and forging cooparation
betwean the advanturars, the conquis-
tadors, and Virarocha's Indian
fallowers is there a good chance for
succass. Sea Winning Frlends
And Influencing People balow for
racruiting help fram various sourcas.

WINMING FRIENDS AND

INFLUENCING PEOPLE

Recruiting assistance from NPCs
depends completely for success on
Verbal Interaction with the leaders of
tha two NPC groups, Viraracha for tha
Indlans and de Merida for the
Spaniards, The gamemaster ehauld
usa the usual procedures for en-
counters of this type, judging how
spacilic aspects of tha situation will
medify the outcome. Thus, the aclual
gkill used to determine success in the
intaraction may vary. Negotialion/
Dipfomacy should vsually ba usad, but
under special circumstances, othar
types of skills might coma into
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play instead. Basa this an the ap-
proach the players choose and what
reasonable skills thay can bring fo
baar on the problam.

Thae approach taken may also
give a direct modifier to the final roll
against the target number, For
inztance, an appeal to de Marida's
cupidity and gread should grant a
sizable and favorable medification.
Establish such modifiers on a casa by
caza basis, using the charactar
descriptions as a guide to each
individual’s motivations. Originality,
cleverness, and good role playing
zhould all be rewarded as wall.

Convincing Virarocha to coopar-
ate is a Level Il task. Persuading de
Merida takes a Level [V effort. In either
casae, a major satback will strain tha
allianca considarably, requiring &
second efiort one leval hardar than the
pravious one for every setback, i a
satback increasas the leveal from Level
VI, the NPC is so suspicious that ha
refuses o cooperate furthar and
bacomaes activaly hostile. Just what
this means to the scenario iz uptothe
garmamaster to decide in ight of the
current situation.

Parsuasion attempts ara resolved
saparately for sach of tha two lsaders,
and of coursa require direct contact
batwean tha persuading character and
his intended target.

GETTING INSIDE
Once characters have decided to

get into the city, thay must put thair
plans into moticn, In the absenca of
Virarocha's ald or a declslon to go
straight to one of the gates and sur-
render, characters could attempt the
wall or lake approaches discussead
praviously in Back To Squara
Cna. If they attempt a diversion lo
covar the operation, such as having
conquistadors attack the city wall,
there will ba 2D6 combat rounds from
tha time the attack stants during which
tha Silurians can take no action of any
kind against the infiltrators. This can
maka going over the wall or through the
lake much easier. Unfartunataly, it will
also result in the virual annihilation of
the diversionary force, The Silurians
hava no need to take prisonars at this
tima, and will not traat the alackers
gently. Indeed, de Merida will make it
vary claar that ha Is not willing to face
the Silurians again In an opan fight,
and will cartainly kosa confidenca in his

new-lound allies who suggest the
notion.
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The far suparior alternative is to
fallow Virarocha and his man through a
gecret passageway that debouches
inside the city. This route avoids all
passibility of detection. Oneca the infil-
trators emerga insida a large stona
storage building near the edge of the
lake, they can try to reach the pyra-
mid, If they hava tha aid of a diversion-
ary attack by tha Spaniards, thair
chances of making it are excallent,

See the section entitled In Tha Clty
tor details on resclving this phase of
tha operation, no matter how entrance
is gainad or who is helping the party.

IN THE CITY

Anylime characters attempt lo
movae aboult the cily, there is a chanca
thay will ba noticad, This is true bath in
an escapa out of the city or an infiltra-
tion into its vary heart,

The city map may be usedto
requiate movement through the city,
an tha 15-minuta par reund furn scala.
Movament can only be mada betwean
the squares connecled by tha streets,
which may limit progress significantly
(unlass tha map shows that streats
lead inlo an opan plaza area).

Each turn, there Is a chanes of an
ancauntar taking place. The basic
chance for an encounter is B+ on two
dica, with several important die modi-
fiars. Add 1 1o this dica roll per each
gquare entarad by tha group after tha
first. Add 3 if the group enters any
plaza squaras in the coursa of tha
mova. Subtract 1 if the group is
evading, and subtract 1 if the party is
baing supperted by any sort of diver-
sion outside tha walls, or by an inside
diversion creatad by anyona other
than tha Spaniards. If the conquis-
tadors are Inside the city to create a
diversion, subtract 6,

If an encounter is to take place,
make one roll for each charactar using
Interaction between Surveillance
Skill and a Difficulty Level of IV, Suc-
cassiul Survelifance allows the char-
actef to apot tha danger bafora it
actually happans, giving the playars'
group a chance 1o avoid the encoun-
ter. Roll on the Random Encounter
lable providad in the Gamemaster's
MNotas chapter to determine the
natura of the encounler.

Characters who attempt to avoid
an ancauntar hava a choice, K thay

choose to take cover, they do not
move on the next round, but usa
Concealment skill against a compar-
ativaly low Difficufty Leval K thay
decide to move on, they will usa

Stealth skill against a considarably
higher Difficulty Lavel. Successfully
making this Interaction Roll allows the
characters to avoid the encounter, but
lailure means the encounter takeas
place immediately. Exact Difficulty
Levels are givan in the Random En-
countar dascriptions in the Gama-
master's Notes.

The gamemaster should spall out
encouniers in as much detail as the
current siluation warrants. With skillful
dascription and a flexible imagination,
he can rapeat the same encounter ra-
sult sevaeral times without the players
becoming awara of the repetition.
Resolva encountars according 1o the
actions of the players and the most
reasonable reactions by the NPCs
inwvolved.

Anytima the characters attempt
to pass through a gate or otharwise
leave the city (excapt by way of
Virarocha's secret passage), resolve
events as directed in the saction
anlitied Back te Squara Ona.

When tha group attempts 1o reach the
central pyramid, resclve the action by
using the section titled Pyramld of
Death.

Each group of characters going
itz separate way suffers and rasolves
ancounters separately. When rolls for
Sunaillfance, Concealmant, or Staalth
are necassary, sach characlerin a
group makes a rall. It takes only one
successiul Surveillance roll to put
avaryone on guard, but success at tha
other rolls is strictly en an individual
basis. Maraover, if one character is
caught after failing one of these rolls,
evary other character is reguirad to
make & sacond roll 1o avoid the in-
creased attention the first captura(s)
will attract. i any characters fail the
sacond roll, thay are captured also,
but the remaining characters do not
have to make additional rolls.

PYRAMID OF DEATH

Ultimataly, characters infiltrating
the city will nead to reach the pyramid,
whathar thair plan is to rescus thair
comradas of 1o sabatag e the Silurian
machine.

AOLE FLAYING GAME

Tha pyramid stands alonein a
wide plaza, with no other structuras
nearby. Three of its faces ara sheer,
virtually unclimbable stonawark. A long
saries of steps leads up the fourth
side, Mot far from tha base of these
slairs is an irregular hola in the ground,
which leads down 1o tha Silurian lair,
The gamemaster should discourage
attempts to visit this underground
chamber, starting with encugh Silurian
traffic to make the passage unwise. If
that fails, have ona or two Herrero-
saurs guarding the passage a short
way down the sloping tunnel. Unless
the gamemaster is prapared to map out
the caverns and determine possible
encounters and situations related to
them, he should not lat playars ba-
come sidatracked down hera.

To climb the pyramid, rasolva a
saries of combat rounds. In each
round, characters expend a» on move-
ment and other activitlies as dasired,
after which a Random Encountar rell
{with modifiers as discussed previ-
ously, including the modifier for baing
in a plaza) is resolved. Characters can-
not spot or aveld an encountar ance
they start climbing. Any encounter
involving enamles appearing from one
sida or ancther is ignored complataly;
othars are implementad normally.

Reaching the templa at tha top of
the pyramid costs a cumulative 606 as
on movemaent. This iz done at stair-
climbing rates, and always straight
ahead. exp considarations are as per
usual,

If Virarecha (only) is with the
party or was spacifically consulted
about the layout of the pyramid befora
the operation bagan, he knows of a
sacrat passags haliway up the stairs.
After the player's group has spant 30
aF, they can use & more to open this
passage and move inside. Mo furthar
ancounters are then rolled, and the
characters can ascand directly
through the pyramid to the top level
without danger of discovery (though
they will nol know this). The passage
goas by the traasura chamber whera
the Silurian captives are held, the only
place whera guards are posted. By
coming up this way, the adventurars
can rescua tha prisoners before
reaching the temple araa and their final
confrantation with tha Silurians.

When characters do enter the
temple, saathe section antitled The
Silurlan Machlne for details on the
likely outcoma.
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LAST CHANCE
FOR PEACE

In this final phase of the adven-
tura, the characters coma face to face
with the Silurian menace. Theres ara
various methods by which they can
stave off disaster, but all of them
ultimately come togsther in a single
climax that resolves the advanture as
a whola,

THE SILURIAN MACHINE

Whanever the adventurers enter
tha tampla at tha top of the pyramid,
thay will sea that it is dominated by the
Silurian machine. Looking much as it
did in the ruins in the 21st cantury, the
machina consists of threa main pans:
a control console, a coffin-like struc-
ture, and the group's TARDIS. A power
cable snakes off down the steps past
the treasure room whare tha group was
confined. As the machine iz not yeat
powarsd up, no protective fialds yet
axizt io pravent tampering.

When the playars' graup first
anters the tomple during the final
stagas of the advanture, it is ampty of
people and Silurians, but not for long.
Droval and Visthar are, in fact, Inside
the TARDIS, whara the Silurian sei-
entist has managed to discover the
linkups necassary to tha his Machine to
the temporal focusing powers ol the
Gallifrayan capsule. i the adventuraers
try 1o enter the TARDIS, thay will
encounter the two Silurians. i thay
atternpt to inspect or sabotage the
controls, the Silurians will hear them
and come out. Adventurars who wait in
hiding to see what happens next wil
saa the two Silurians emarge, and can
watch as Visthar manipulates sevaral
controls that light up a bank of lights
on the contral console, but have no
othar visible sffacts. In the eventof a
diract confrontation betwean the group
and the Silurians, the reptile-mean will
automatically have the drop on the
characters with their third eye. As
prisoners, the player characlers will ba
forced to watch as tha machine is
powered up, and, Droval says, "The
moment of Destiny is at hand.”
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COUNTDOWN

Whether they watch from under
covar or ara prisoners, the adven-
turers will be in & position 1o sees two
mare Silurians enter the temple with an
Indian betwean tham. Tha Indian is
placed inside the coffin-like davice,
and the Machine will use his genetic
makeup to determine what related
creatures should be targeted by the
time loop. Strapped securely in place,
the Indian is complataly imprisoned as
the ‘coffin®s’ lid is lowered in place.
Droval now gives the order to Visthar:
"Commaence the loop, that we can be
rid of these mammalian vermin.”

Visthar looks up from the con-
trols. "It will take about five minutes to
reach operating potential. Than the
effect will begin.”

Atthis point, the adventurars
face afinal, crucial decision. They
cannct allow matters to continue
further, and so they must shut down
the machine. The choice is belwsan
attempting to convince Droval NOT 1o
taka this ultimate step, sither through
parsuasion or force. Though each
raute will have essentially the same
consequances, in the lang run, this
choica has an impertant influence over
the personal oulcome for each individ-
ual player, {5ee Rewards and Pun-
Ishments in the Game mastar's
Motas chapter.) Players should make
thelr declsions without baing allowed to
conault whh one another, Of course,
any ara free to follow the lead of
othars.

If thay maka an attempt at negoti-
ation, go to the following Persuaslon
section. Should none of the charactars
wizh o negotiate, then viclenca is their
only recourse. With Droval, Visthar,
and two other Silurians present in tha
chamber, however, an unaided attempt
at stopping the Silurians is risky
indeed. If the group wishes to initiate
action despite the risks, resclve the
combat per the usual rules. K, on the
othar hand, they delay, the game-
master shauld consult the section
Fate Takes A Hand.

ROLE PLAYING GAME

PERSUASION

An attemnpt to reason with Droval
is wary much in the tradition of DOC-
TOR WHO, and would ba raalistic rale
playing on the part of any Gallifrayan
and even some humans. Though he
dislikas humanity, Droval is net com-
pletely bayond the reach of reason,
and will at laast listen to a pleafor
peacs,

In order to negotiate successfully
with Droval, the players' group must
offer him a legitimate deal that is good
for the entire Silurian race. Ha wanis
his people to surviva and prosper, and
this concarn for his race as a whals far
outwaighs any personal considera-
tions. Given a promise that his people
could ba ravivad and yst not have o
fight humanity for living space and ra-
saurces, tha Silurian would likely agree
not to tampar with the time-stream.

The basic problem with such a
promise is what implications it might
have for history, Cbviously, the Prime
Reality says that the Silurians naver
came into their own, and humanity
camea along to make Earth the crucial
Nexus Point that it is. To suddenly
change history by admitting the
Silurians into the world as humanity's
co-rulers of Earth would be nearly as
drastic a change az aliminating man-
kind altogethar. Droval's talapathic
faculty will spot this flaw in the par-
suasion process as he picks up
imprassions from the brains of tha
adventurers. The player characlars
will then need a counterargumant.

The obvious solution is to par-
suada tha Silurians to give up their
claim to Earth and emigrate 1o some
uninhabited planet, The ClA can
cartainly make such an arrangament.
Cne TARDIS can hold the hibarnating
Silurians from a dozen sheflers, trans-
porting them to settle in any time or
place. The Silurian will most probably
raply contampluously that humanity
should ba the ones to emigrate, ashe
Silurians had Earth first. Nevarthaless,
a smart player can come up with
reasons the Silurians might find a new
world advantageous, such as Earth's
position as a target for Daleks, Ru-
tans, and Sontarans, or the changas in
the elimate that havae made it far less
suftable for the Silurian race over the
past 200 million years.

Unless the players frame their
parsuasion attempts along similar
lines, Droval will reject any attempt out
of hand., K the offer is indeed viable,
use the Gonfrontation procaess to pit
Negotiation/Diplomacy skill against
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a Difficulty Lavel of V. The target num-
bar thus craated must be rolled to
convince Droval to turn off the mach-
ine. Tha gamamaster should apply
modifiars 1o this target, based on how
parsuasiva he feals the playars'
arguments have bean. This is strictly a
gamemastar judgemant call,

if the attempt fails, thare is really
no recoursa but violence. Unfortu-
nataly, succass will ba short-lived. In
either casa, go 1o the section antitied
Fate Takes A Hand.

FATE TAKES A HAND

Eventually, all paths narmow down
tothis one point. Whether the char-
aclars try to reason or fight, whethar
Droval backs down or pushes on, fata
will avarride the aclions of tha players
and force a final climax.

Actually, the actions of playars
may precipitate some of the actions
here. A charactar who uses negotia-
fion to mask his own attempt to
sabotage the efforts of the Silurian will
bring these talks, successiul or not, to
an abrupt end. Even if that doas not
happen, a distraction will occur at just
the right moment {or just the wrong
momant) ta throw the Iitle temple into
complete chaos. This distraction
iz tha sudden attack on the pyramid
templa by corquistadors, including (if
they are not already Inside) de Marida,
Perez, Dofia Linda, and Father
Robarta, plus a handful of commen
sokliers. Thay burst into the tample,
killing the two Silurian guards befora
anyone can react. Instinctively, Droval
uses his third eye to kil de Marida, and
Visthar locks in controls at the console
that will keep the machine on and
lsalate it in a tamper-proof forca field.
A glow surrsunds the consola, coffin,
and powaer cord, and slowly expands
toward the TARDIS.

A fight ean cantinue according to
tha usual rules, Mast of tha conquis-
tadors, though, break away and flaa
the death of their leader. Perez and
Dofta Linda will not run, howaver,
Maanwhila, any charactar with a
Temporal Science Level of IV ar mare
will realiza that thare is only one
racoursa left now that tha machina is
running and isolated. A skiltiul
operator can tumn tha time loop against
iisalf by wranching the TARDIS frea of
iis connections, a difficult task
requiring a high level of skill. Seathe
saction antitled Tima Loap.

TIME LOOP

Fraaing the TARDIS is a Difficulty
Level Vl1ask using Temporal Vehicle
Oparation skill. One atternpt is allowed
for evary ar axpanded, and so tha
gamemaster should keep a running
tally of the passing time up to full acti-
vation of the time loop. The TARDIS
ean break fraa only by dematerializing,
and the Time Lord at the controls
knows that anyone outside the vehicla
will be lost when the field goes on. {ltis
hoped that he will think 1o warn his
Companions and allies of this fast.)

If the TARDIS breaks frea, the
crucial focusing mechanism is lost,
and the Silurian machine runs wild.
Rather than lsoping all of humanity, the
machine will craate a local time loop
effact that engulis most of the
mountain vallay whara the ity stands,
Allin it — conquistadors, Indians, and
Silurians, including thosa still in
hibernation — are condemned to the
non-raality of the loop.

Mankind has bean saved, butat a
tremandous cost, as the fictional
epilogue to this adventura reveals,

<4

THE THRILL OF VICTORY, THE
AGOMY OF OBLIVION

The succassiul shutdown of tha
Silurian ganatic tima loop rastoras the
Prima Raality 1o its criginal track,
though at the cost of many lives. El
Dorado, the city of gold, ne longer
axists, and no trace of it will avar ba
found. De Merida's expedition is
written off as just another of those
Spanish expeditionary parties swal-
lawed up by the many hazards of the
MNew World, Even if oiferad rafuge
aboard tha TARDIS, Droval and Visthar
will refuse, preferring to shara the fate
of thair pacpla.

lf the adventurars are not suc-
cassful, mankind and all his works,
save the lonely gateway of the Indian
city, vanish from the face of the Earh
all along tha timalina. Tha Silurians can
build a civilization of their own, but the
disruption they cause has disastrous
effects upon the fabiic of the universe,
Within a cantury or two (as expeari-
enced on Gallifrey), reality unravels so
{ar as to destroy the Time Lords
themsah/as.

Or perhaps, on an atarnate tima-
line someawhara, Gallifrey will continua
to exist, and CIA operativas will still
travel through time and space, mistak-
anly balieving they are still abla to
malke a ditfarenca in the schama of
things.
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HISTORICAL BACKGROUND

——

The following material is designed
far the gamemastar's exclusiva use, it
provides him with needed elements of
aimosphara and bahind-tha-scenas
information on events that may be
cccurting outside the immediate range
of tha players.

EL DORADO

Legends of a fabulous realm
rivaling that of tha Incas pervaded
South America in the 18th cantury. No
solid proof af such a kingdom aver
emerged, but it is possible that some
basis for all these stories exists.
Though not based on any raal place,
the Indian efty cantral lo this adven-
ture is assumed to be tha one contrib-
uting to the legends of El Dorado.

HISTORY

The city is known as Manoa by
the Indians who live there. An offshoot
of the Quechua tribas and distantly
related fo the Incas, this peopla
migrated hera over a cantury ago.
They ware probably escaping from the
expansion of the Incan Empire asits
earliest emparors moved down from
the heights of tha Andas into the
jungles of Vanezuela and Brazil. Tradi-
tions of Manoa's forgotten buildars

sugnestthat thay may have been rafu-
geas wha fled from clashes between
the Incas and their rivals, the Ghimu,
whao flourished in the 14th and 15th
canturias o, bafora baing overrun by
the Incas in 1466,

Unlike tha Incas and the Chimu,
tha people of Manoa were content o
lve in peace, withaut attermpting 1o
build an empire. Thair city was builtin a
protected mountain valley, encircled
by almost impenetrable terrain and
raached only by a single mountain
pass, The city was sat on the shora of
Lake Parima, a large body that sent a
tributary flowing from Manoa down to
the Crinoco,

The Mancan culture resambles
that of tha Incas in many ways. Intha
hat, humid climate of the jungla, the
poncho-like onkaof the Paruvian
highlands was generally abandoned in
placa of a simple breechclout or loin-
cloth. Womaen wear an ankle-langth
gown called an anacu. Halr stylas
generally dencte social class and
position in an infricate way, Higher
social classes wear clothing and
ormamants similar to the lowar ordars,
but of othar higher quality.

Manoan languaga is a variant of
the Cuechua tengue, but is a spokean
longua only, as the Manoans navar
devaloped an alphabat or written
language. The basic social unit is the
communal clan. Cnly the clans,
headed by an elected leadsr and a
council of elders and priests, canown
land. Thay, in turn, are answarable to
district managars, who answar directly
to tha King.
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Thare is litthe concept of romantic
love amang the Indians of Manoa,
though at times it might play a minar
role in relationships. Political and
economic considarations are more
important, and so most marriages arg
arranged.

Raligion iz not as crucial to the
lives of Manoa's paople as it wasto,
say, the Aztecs of Mexico. Worship
doas play a part in daily life, and thara
are gods, myths, and a full panoply of
priestly caramonies and rituals. As
with the Incas, howsver, much of the
paopla’s religion is persanal, with clan-
laval worship impartant in more ‘aificial
religious observance. The cantral
py ramid of Manoa was built in imitation
of the mountains the people had |af
behind, so that thair ternpla would stil
ba close to heaven and the gods,
Thara is a myth of strangers who
brought gifts to the ancestors of the
city's builders and promised to raturn
again somea day, a story the Silurians
have turned to their own advantage.

The city supports itsalf with both
hunting and agriculture. There are also
rich minaral deposits, including gald
and silver minas, in the mountains
around Lake Parima. The Silurian
machine also makes uze of the area's
rich uranium deposits, which is why
the native work force proved warth
keaping. Baing totally self-sufficient,
Manoa does not anjoy much contact
with tha outside world, but stories of its
wealth hava spread, attracting the
attention of the congquistaders and
othar Europeans.
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rily on spearmen and swordsmen in
battle, Manoa's warriors are familiar
with bow, blowgun, and an assortmeant
of malea weapeons., Troops are genar-
ally equipped in one of two ways, Light
lrocps who are most useful in ranged
combat carry either bow, swaord, ar
dagger. Heavier troops carry blow-
guns, spears, and mace or slone

axes, discharging darts fram their
oowguns (much as the early Romans
dacharged pilums) belore clasing for
battle. The sling, a principal weapon of
the Incas, is rarely encounterad hera,
Battla tactics ara not particularly
advanced, being mostly 2 mob action,
but small groups of scouts can ba vary
effactive in ambush.

THE CITY OF MANOA

The map shows the overall layout
of Manoa, a walled and fortified city of
about 125,000 pacple (counting out-
lying communities in the Parima
vallay), Individual buildings, except for
the central pyramid, are not marked.
What is important hara ara tha strasts,
plazas, and afew of the more Impor-
tant districts or quarters, Shaded
areas are buill up, usually with small
stone houses grouped together in
fours and sharing a commoen courtyard
intha cantar of & block.

Walls almest 6 metars high sur-
round the landward pertion of the city,
which is plerced by three gates, The
side facing Lake Parima iz opean and
not particularly wall-guarded.
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The wealth of tha city is plain to

anyona who enters it (even the haff-
Unlixa the Incas, who relied prima- ruined varsion of the 21st century is

obviously a treasure trova). Gold
omameantation not only decks out the
pacpla, but tha walls of the buildings.
Tha four-stappad cantral pyramid is
decorated with large, gold-crusted
statues and abstract symbols at the
comers of each of its levels, and the
antira tampla structure shinas with
gold plating over the stone walls. The
legends of El Dorado do not exag-
garate the material richas of Manoa.

THE FEOPLE

ance to their distant Incan cousins.
They tend to be of medium height,

Their broad faces are high- cheak-

Manoans' almend-shaped ayas ara
almost Criental in appearance
becausa of an apicanthial fold, Skin
color ranges from bronze to light
chocolate. Women are smallar, and

tha Spanish conquerors.
These descandents of Andean

on coca increases their rasistance to
hunger, cold, fatigue, and physical

ture should be halved.)

ROLE PLAYING G.I\M'E

Covicusly of Quachua origin, the
peaple of Manoa are similar in appear-

somawhat thicksst, with barrel chasts.

boned and their noses acquiline. The

their exotic beauty is very attractive to

stock have a large lung capacity and a
high endurance. Their habit of chewing

paln. (As a game note, all eno penalties
against Indian characters in this advan-

CONQUISTADORS

Da Marida's band of Spanish sol-
diers is fairly typical of a conquistador
axpedition. Organized in Paru, the
force has baen on the march for over
two years, and has lost a sizable
percentage of both Spaniards and
Indian allies to fevar, combat, and
other hazards of the march. There now
remain only 64 Spaniards and just ovar
200 Indians, with ten horsas. Thera ara
no cannons, but most of the Spaniards
do carry arquebuses, making them a
potent forca againsat the Indian war-
riors. The conquistadors are suparbly
disciplined, dedicated to their leader,
and willing to follow him 1o hall and
back if so ordered. Many consider the
humid junglas cf tha upper Orinoco to
ba just that.

These conquerars of Mexico and
Peru ara not so much a professional
army as soldiers of fortune lured by de
Marida's promises of wealth and power
in the Americas. Thelr organization is
loose, and they owe far more loyalty to
thair leadsr than to Spain. (In his cam-
paign in Maxico, Hernan Cortez was for
atime declarad an enemy of the Crown
by the royal Vicaray in Cuba, Cortez'
men remained loyal to him, howevar,
and his Aztec gold even won ovar a
whole army sant to bring Cortez back
1o Spain. Such is the lure of richas 1o
the Spanish conquistadors.)

Greed and lust for power ara
backed up by a certain degree of
missionary fervor, which some soldiars
taka mora to heart than others. Man
like Fathar Roberto exercise a graal
deal of influanca aver thase Cathalic
warriors, who go into battle calling on
God, Christ, and St. James to aid
tham. For tha moget part, though, their
raligion does nothing to hotd back their
marciless freatmant of the natives.
Spain's conquistaders, including this
small band under da Marida, are mora
barbaric and brutal than any so-called
jungle savage. Evan the Aztecs,
whosa practice of human sactilice was
rapugnant to Europaans, wera far mora
civilizad in their behavior than the
Invading conquistadors on tha scent of
gold.
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THE SILURIANS
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The Game Operations Man-
ual and the Sourcabook for Flald
Agents cf the DOCTOR WHO:
Role Playlng Game give back-
ground on the Silurian race. Note that
this adventure prasupposes that at
least somae of the Silurians have a
telepathic faculty not noted Inthese
gama sources. This faculty, focused
through the third eye, enables them
1o examing the surface thoughts of
living creatures, but not to transmit
thoughts. They use the power to
quickly learn languages, to interrogate
caplives, and to assist in controlling
their domesticated animals by sensing
the way the animals are fealing or
raacting. Sea Davils, who lack the third
aya, also lack this ability.

S
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SILURIAN DINOSAURS

Tha Silurians domesticated many
variaties of dinosaur, using them as
beasts of burden, hunters and track-
ars, and so farth. Through ganetic
manipulation, they bred sovaral
anomalous types, including some
much furthar down on the evelutionary
line than thosa that flourished in the
heyday of Homeo Reptilius.

The Silurian colony at Manoa took
a number of dinosaurs into hibernation
with them. When Droval revived part
of tha colony, ha alzc orderad that
savaral Herrerosaurs be awakened.,
Though perhaps not as impressive as
a Tyrannosaurus Rex, these car-
nivoras make excellant sentry baasts,
and ara quite usaful in combat
situations.

Measuring nearly three matars
from nosa to tail, and standing about
astall as a man, Hamerosaurs weigh
100 Kilograms on an average. Thair
horned foreheads can gore a victim,
and they also have very strong testh,
Moraover, the Harrarosaurus has pow-
arful forelimbs, far better developed
than the more famous camisaurs of
later epochs. Herrerosaurs use thair
clawed arms for tearing, or to grab and
held a victim during a bite or gora
attack.

ROLE PLAYING GAME

ALIEN CREATURE RECORD:

HERREROSAURUS
Life Form: Reptile
Size: Madium
Feeding Habits:  Carnivora
Average Altributas:
TR - 26
DEX - 18
END =15

Tactlcal Movement and Combat
Statlstles:
ap: 10
Combat Ability Types:
Fangs — Leval VI11D6 Damags *
Claws — Level VI11DE Damage +
Harns — Lavel VI/1D& Damaga - |
Armaor: 9
Descriptlon:

Terrestrial dinosaur, aggressive
and covered with sealas, flourishad
c. 200 million years s.c. in South Amer-
ica. Domeasticatad by tha Silurians,
and responds 1o voice commands of
ownerfmasters. Assume skill in
Grappling at Level IV. One round affer
a succassful grappling attack, ahitby
fangs or horns is automatic,

[NOTE: The gamemaster may feel
free to intreduce other dinosaurs taths
Silurian ranks if he so desiras, buttha
Harrerosaurus is accurate for both the
tima and place of this advantura, This
scanario assumas all dinosaur encaun-
ters are with this spacias.]
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PLAYERS' HANDOUT

The gamemaster should make the material in this handout
available for use by the players, either by ramaving the pages in
ona pieca, or photocopying them and handing tham out according
1o his discration.

Although this handout includes information that the players
will find useful, perhaps absolutaly necessary to the resolution of
the adventure, there are also several entrias that have nothing to
do with the adventure. This is to avoid giving away too much of
the plot to the players.

The information in this handout is avallable to the
adventurars from the TARDIS computer filas, from briefings, or
as common knowledge already possessed by some or all of the
player characters. f the gamemaster wishes to complicate
matters, ha can limit availability of the handout to times when tha
players can consult the TARDIS computar, for exampla, or allow
gpecilic research on topics after a successful dia roll against the
skill noted in parentheses after the entry heading, at Difficulty
Level [,

ALTERNATE TIME LINES
(Temporal Sciance)

Recant refinements in temporal theory have
tended to modify some aspects of cur undar-
slanding of alternate timelines (A Sourcebook
for Fleld Agents, p. 11). Loose thinking tends
to assume that alternate timelines result strictly
fram changes mada by timea travellars, and that an

U—I—l| altarnals timsline called into raality by such meddling
is forever unreachable. Some have gone so far as to claim that
the creation of a new timalina is all that axists, with all memories
and evidence alterad to it the new scheme of things. Some have
usad this theory and the ezsential fluidity of the timestream to
disprove the concept of a paradox, and to suggest that history
cannot ever really be changed, despita the fact that temporal
marauders have threatened to do so fime and again.

The work of Lord Veros and other temporal scientists as wall
as lield exparience of CIA interventionists has shown something
of the true nature of time travel and alternate timelines, We know
naw that parallel timelines axist in an infinite web of crossing and
recrossing paths, with Temporal Nexus Points lying at the crux of
each change. What we think of as the Prime Reality is a single
fracing of history that contains the experiencas and records of
Gallifrey since HRassilon, shislded from change by our own
lemparal technolegy. Tha Prima Reality is the status quo, and for
that reason is valued by Time Lord society. Intervention has
changed it in small ways (tha changes in Dalek development
belng the most slgnificant change, as preserved records show),
but by and large, it ramains intact. Intarvention rarely creates

new timalines. Time Lord seiantisls balisve that the vast majority

of altarnate timelines exist concurrently and parallel to one
anather in the 20-dimensional continuum.

When we spesk of changing history, wa actually mean
diverting the Prime Reality onto a new path, Time is fluid, and an
atternate decision at cne minor nexus point is rarely enough to
atter the overwhelming flow of the Prime Reality, though it might
tend to produce minor displacement on a localized lavel. (See
Tha Dector's account For Want of a Horsa: How | Won the War of
the Rosas for a discussion of such effecls on a practical level.)
Threats to the Prime Reality occur only when crucial nexus points
are threatenad, or through multiple threats on lesser chains of
nexus points. As a change in the Prime Reality eould prove fatal

to Gallifrey if not carefully administered and monitored, such
changes are to ba avoided. Though the Prime Reality might be
shunted onto a new track like an Earthly railway car, the act of
change does not necessarily eliminate the original timeline any
more than it creates the new one. It is, however, virtually
Impassible to make multiple changes at the same nexus point,
simply becausa the fabric of time cannot stand it.

To make one change is hard. To reverse or further change
the same point is very hard, and intervening yel again is virtually
impossible without creating a time loop of possibly cataclysmic
proportions, known as the Blinovitch Limitation Effect. This fact
prompted The Doctor's decisions, at various points, to avoid
rescue attempts of Companions who have 'disd'. A mistake would
almost cartainly condemn the Companion to cartain oblivion (and
endanger others involved), while non-interference at least leaves
open the hope of fulure retrieval. The recent rescue of the
Alzarian, Adric, is a case in point.

Time loops are themselves alternate timslines that end-
lessly repeat themselves. The possibility of a tims loop is
inherant at evary naxus point. When we ‘create’ one, wa meraly
incorporate that possibility into the Prime Reality. Misapplied, a
time loop can have dangerous consequences, for it could remove
some essential element from the course chartad for the Prima
Reality, and so cause the ripples of change to spread further at
each nexus paint.

As for travel betwean tlimslines, this is a common
cccurrance for those who do succeed in changing history. For
others, it is an unlikely, but possibla, path. We know that Tha
Doctor has experienced alternate realitias and retumed to our
own. When he was propelled into a Fascist parallel of his exile
site on Earth, for example, he ultimately returned with proof that
the nexus point involving Project Inferno could have devastating
consaquancas for the planst. Similar interactions occurrad with a
timeline in which the Daleks conquered the Earth in the waka of a
world war. It is fully possible that there may exist, in some path of
alternate timelines, an Earth whose history was entirely ditferant
- no WOTAN Incident, no Yati invasion or Cybermen attacks in
tha mid-1970s, no UNIT, and so forth, If, somehow, this bacame
the Prime Reality, it is possible that the ripples of time could
spread so that Gallirey would cease 1o exist, perhaps become
nothing more than a fanciful flight of imagination or a fictional
satting for the entertainments of some Earthly storytellars,

Ses also Paradoxes.
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CONQUISTADORS, THE
(History, Earth)

DINOSAURS
(Life Sciences, Faleontology, soma data comman knowledga)

Mame given to the soldiers of tha nation-state
of Spain on TNP Earth whao, during the peried 1500-
1600, explored and congquerad the land mass then
known as "Tha Maw World'. Hernan Cartez, the first
famous conquistador leader, set the pattern for the
Spanish conquest in his campaigns (1519-1521)

——1. against the AztecEmpire. With less than 400 men,
Cortez marched to the heart of the Aztec nation and imprizoned
its Emperor, Montezuma. Following Montezuma's death, Cortez
fought and won the major battle of Gtumba, then besieged and
captured the capital and destroyed virtually all traces of Aztec
cultura in a series of campaigns in the years follawing.

With a second such expedition, Francisco Pizzaro toppled
the Incan Empire in Peru. In each of these campaigns, the
conquistadors gained control over gold and other sources of
wealth, making Spain one of the richest empirez in human
history. The examples of Mexico and Peru set Spanish leaders to
segarching up and down the American continents for other
sourcas of gold. Notable expéditions ware those of Coronado and
de Soto in Morth America, and Drellana in South America.

The success of the conquistadors against their Indian
adversaries was almost guaranteed from the stat. The
Eurcpeans had a considerable advantage in technolegy and
military science, being possessed of such things as firearms,
slesl meles weapons, cavalry, and ships against opponants
whese principal weapons were often stons or wooed, The
Spaniards used diplomacy as an important tool to winning the
MNew World, forcing allies among local Indian tribes to supplamant
the fighting core of European soldiers and to furnish bases of
supply, The Eurcpeans ware genarally ruthless opportunists wha
ook advantage of any opportunities they found. For exampla,
the Spanish used Aztec and Incan religlous beliefs ol sea-boms
gods returning from the East to their advantage, and Pizzaro was
fortunate to arrive in Peru during an Incan civil war. Tha
Spaniards were certainly not above treachery against the
‘heathen Indians’, as whan Pizzaro killad the Incan leader after
the latter had paid a magnificent ransom far himself and his
kingdom.

Despite their flaws, the enterprising conquistadors, often
private individuals motivated by a thirst for glory, wealth,
advancament, or a desire lo spread the Catholic faith, were a
powerful civilizing force. In less than a century, they brought all
of Central and South America into the light of European culture, a
remarkable spread of knowledge and culture that was brutal in
many ways, but that at least banished the cruelties of human
sacriflice and its attendant evils from these araas.

Name given to a variety of related spacies of
repliles that flourished on TNP Earth for millennia
before the age of man. Dinosaur specles ranged
from tiny saurians smaller than a human or a
Gallfreyan up to tremendous creatures 24 metars
long. They adapted to vidually every ecological

—————= niche, with forms appearing on land, in the water,
and in the skias,

Dinosaurs flourished on Earth in the late Paloozoic and
throughout the Mesozoic eras. Reptiles bagan to make an
appearance in the Carbeoniferous epoch, over 300 million yaars
ago. During the Parmian period (280 to 230 million years ago), the
ancestors of the intelligent race misnamed the Silurians (and
thair cousins, the so-called "Sea Davils") were beginning 1o
appaar, along with other proto-dinosaurs,

In the Mesozoic era, there are three distinct stages of
dinosaur devalopment. The Triassic epoch {230 to 200 million
yaars ago) saw the appearance of the true dinosaurs, and the
rise of the Silurian civilization near the end of the peried. The e
ended with the upheavals surrounding the appearance of Earh's
moon; the Silurians disappeared. Other dinosaurs, howavar,
continued to flourish. The Jurrasic epoch (200 milion to 135
million years ago) saw the rise of many of the more famous
saurian species, including Allosaurus, Apatosaurus, and similar
creatures. The final Cretaceous period (135 1o 83 million years
ago) was dominated by the largest and most famous dinosaurs,
including Tyrannosaurus Rex, Pterodactyls, Triceratops, and
Stegosaurus.

it is now known that the dinosaurs were wiped out 63 million
years aga by the antimatter explosion of a spaceship destroyed
by the Cybermen (and accidentally transported to that era by the
intervention of The Dector). See the debriefings of Adric of
Alzarius, a witness to the evant,

DINOSAUR APPEARANCES SINCE THE
CRETACEOUS ERA

Through manipulation of time by various agencies,
dinosaurs have appearad on Earth in later eras as well.

Most Silurian and Sea Devil hibernation sitas ocontain
saurians of wvarious types, and these have occasionally
awskenad along with their Silurian mastars. The Silurians
flourished in the late Triassic epoch, when saurian species were
still comparatively small and primitive (the overspecialized and
vary large dinosaurs most famous on Earth ware almost
universally products of the Cretacecus period).  Howevar,
genelic tailoring and bioengineering experiments were an
Important aspect of Silurian science, and there is reason o
believe that they may have found a way to accelerale
evolutienary processes to produce anomalous dinosaurs similar
to various later types. This may explain The Doclor's reported
discovary of a Tyrannosaurus Rex (or a near ralativa) in a Silurian
cave, (I not, it was the product of his own erratic imagination.)

The timescoop mechanism associated with Operation
Goldan Age (g.v.) also unleashed dinosaurs in London in 72,600
TL (1882 ap). Similarly, The Masters time field projacior
employed in 72,705 TL (1997 Ao} caused dinosaur sightings in
several parts of the world. The Doctor reportedly encountered a
sea-going dinosaur imprisoned in an illegal Scope on the planat
Inter Minor.
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EL DORADO
(History, Earth)

This is the legendary 'city of gold' believed to
lie in the jungles of South America on THNP Earth.
Rumors of this city motivated numerous Spanish
aexpaditions in the 16th and early 17th centurias ap,
but the reality of the city was never proven. The
original "El Dorade™ actually refarrad to "Tha Goldan
i=i—1l Man". The conquistador leader Sebastian de
Bela'cazar was the first 1o coin the name after learning, in 1535
an, of an Indian tribe whose king sprinkled his body with gold
dust before swimming in & mountain lake. Compounded with othar
rumers of an undiscovered South American civilization, the
lagend became one of the most prevalent lures to would-be
conguarors in Earth's antire history.

Two regions wera believed the most likely sites of El Dorado,
The Lake Guatavita region of what later became Columbia
atiracled the earliest interest. Indesd, three centuries later,
archeologists unearthed evidence of religious ceremanies of the
kind daescribed to de Belacazar. Howevar, thare wara also
parsistant rumors of a civilization in the uppar Orincco River
valey of the Venezuelan/Brazilian frontier, and thase became
confused with the El Dorado tradition. A large body of water, Lake
Parima, was supposed to exist in a secluded mountain valley,
and El Dorado was said 1o lie on the shores of this lake. The
Crinoco Valley was thoroughly explored in the late 16th and early
17th canturies. Howeaver, na sign of El Dorado was found then or
later,

PARADOXES
{Temporal Science)

Gallifrayan aclanca has long known of the
axistance of paradoxas, avenls of llems whosa
oxistence dalies the laws of time. They remain
poorly undarstood, even aftar a hundred thousand
years of tima traval. They are, in fact, an cutward
sign of the existence of multiple timelines and the
ability of the Prima Feality 1o shift from one track to

ancther,

Although the First Law of Tima maintains that it is impossible
1o double back on one's own tracks without the expenditure of
prohibitive amourds of power, this truth is not universally
conetant. In particular, the occasional abillty to jump from one
timaline to ancther {which is particularly likely when working on
the fringes of a time loop or various primitive temporal
franspariation fields) does make a paradox situation possible. An
sxampla of this is evidam in the recent repors of an accidantal
meeting (without Time Lord sanclion or inlerderence) betwesan Tha
Second and Fifth Doctors. Othar reports of Time Lords
accidantally meeting themselves have been filed from time to
tima, although they are rare and almost invariably occur only in
conjunction with some source of tamporal instability.

In such instances, it Is possible to encounter people or
ohjgcts In duplicale, and even to have a direct impact on one's
own limeline, The old ‘classic' paradox of killing one's own
parents before their first mesting ({thus setting up a time loop of
distorted casually) is by no maans imposgsibla. The result would
reconfigura the Prime Reality along a track of alternate timalinas
50 that the time travellar himself will cease to exist, or rathar ba
reconfigured according to the changes made in the Prime Reality.
A significant change could have disastrous effects far beyond
the immediate area of the damage, which is why Intervention
elforls must always be carefully weighed and evaluated. The fluid
natura of time will repair most difficulties in the lang run, but a

change In the Prime Reality that significantly allers some element
of history pertaining to Absclute Time (the base timeline of
Gallifray) could undo the entire history of the Time Lords.

There are certain safeguards, notably the TARDIS PAST
system, that temporarily minimize the effects of paradoy
situations on tha TARDIS personnal. Should a shift in the Primea
Reality occur that would reconfigure the TARDIS personnel,
PAST will provide some protection for a shorl pariod of tima.
Reconfiguration back to an acceptable Prime Reality can be
accomplished during this 'grace period', and will allow continuity
of parsonality and memories despite such changes. However,
ClA parsonnel are directed to avoid paradox-creating situations
(even when these are possibla), except when no other solution
will offer a chanca to repair a major alteration in the Prime Reality.
Fraquent violations of the laws of time pose too much of a thraat
to the Prima Reality, and only minimum intervention measuras are
to ba taken by ClA operativas under all circumstancas.

See also Alternatea Timalines, TARDIS Past
Systams.
SALAMANDER

{History, Earth, post 2000 an.)

Earth scientist, inventor, politician, and would-
be dictator, Salamander flourished circa 2030 ap.
Taking advantage of the scological difficullies that
prompled the formation of the World Fona
CIC]|| ©rganization (g.v.), Salamander used his genius to
DD gain a position of trust as the inventor of the

Suncalcher weather control system. Following this,
ha usad assasssnatlcn and political influsnce to have all key
posts in the WZO filled by men of his own choosing, creating man-
made ‘natural disasters’ to maintain his position as a savior able
to solva many of these problams. Salamander was foiled in his
plot in 2030 an. through the actions of The Doctor, whose chance
similarity in appearance enabled him to impersonate Salamandar
and uncover his actions. Salamander was ajactad fram The
Doctar's TARDIS Into the Vortex,

| &

SILURIANS, THE
(Common knowledge to Time Lords)

See A Sourcebook for Fleld Agents, pages 26-27,

SOUTH AMERINDIAN CIVILIZATIONS
(History, Earth)

The South American continent of TMP Eanh
gave rige to a succession of native culiures,
primitve by most standards, but surprisingly
sophisticated for the time and geographic area.
Mast of these were focused on the coastal and
highland regions of the Andes Mountain region.

Famous cultures include that of tha Nazca (400
B.o- 1000 an), the Mochica coastal empire (300 e, - 1000 an), the
Andean Tiahuanaco Empire {400 - 1000 an.), and its successor,
the Incan Empire (110 - 1535 ap). At its height, the Incan Empira
controlled the regians from cantral Chila 1o Ecuador.

Persistent rumors of othar South Amerindian civilizations
equivalent to that of the Incas aboundad in the 16th to tha 20th
cantury, but no evidence of any othar unified, sophisticated, city-
building culture aver amarged.
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TARDIS PAST SYSTEM
{ Technology, TARDIS Systems)

WORLD ZONE ORGANIZATION
(Histary, Earth post 2000 AD)

The TARDIS PAST (Passenger Adoption
Scanning Terminal) system has been a feature of
Gallifreyan temporal vehicles since the Model 26
TARDIS. It is an Intagral part of the TARDIS control
circuitry.

PAST systems scan all personnel aboard the
TARDIS in flight, using rho waves to adjust certain
crucial mental and physiological processas. Without the
scanning system, no living being can survive the shock of
tamparal transposition, and any successful temporal vehicle or
tunnal must have similar capabllities to operate successfully.
Lack of such a system was cne of the greatest failings of the
Zigma Experimant of the criminal Magnus Gresl. Greel survived a
journey through time, but only at the cost of severe metabolic
alterations that required transtusions of the life force of othars to
sustain him.

Gallifreyan PAST systems ara programmed through a sami-
symbiotic relationship belween the TARDIS and one or more Tima
Lords linked o that TARDIS. Operation of tha TARDIS requires
the presence of that Time Lord or some other individual
previously screened through the PAST mechanism. This is, in
effect, a fail-safe device against tampering. It takes several
hours of reprogramming by a certified TARDIS Systems
technician to rakey a TARDIS 1o a new oparator.

Another function of the PAST systam, incotporated on all
modsls since the Modal 32, is tha rho wave translalion function.
All persons screened through PAST become telepathically linked
to the PAST unit, which has the ability to analyze, translate, and
impart a command of any new language encountered. This
enablas TARDIS passengars to intaract with new cultures freely
without the noed of clumsy translation procassaes, afthough
ratention of languages thus learned is minimal, and written
symbals are not go translated.

Most TARDIS models have a general PAST scannar thal
aparales on all persons aboard the TARDIS at the moment of any
particular tempaoral transition. This has the unfortunate drawback
of auternatically accepting stowaways and other intruders, and
some modals currently in use employ a PAST scanning booth in
which newcomers must be processed prior 1o any travel. The
drawback to this version of PAST is the risk to passengers who
noed to make a sudden dapariure, as well as the fact thal
accidental stowaways, who seem to be a common problem
aboard TARDISes, are thus jeopardized, even if their prasence
aboard was without hostile intent. No effective compromise has
yat bean reached.
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Supranational body for the coordination of
rezources and the maintenance of world peace. Tha
WZO arose out of tha previous United Nations inthe
first decade of the 21st century an., foliowing the
crisls of the lea Warror and Cybermen altack on
Earth around the turn of the century. At first a UM,
organization, the WZ0's work in controlling the
distribution of resources soon became so important that it first
suparsaded, and then replaced, that multi-national diplomalic
body. From the start, the WZO was much mere than a forum far
world politics, and though national states were never fofally
absorbed, the WZO cut across national boundarias and
competing =ocial and economie systems to establish the closes!
thing to unity Earth ever enjoyed prior to the Dalek conquest,
United Nations functions, including the direction of UNIT and the
cooparative exploration of space, continuad under the WZO.

The World Zone Crganization divided the Earth into tan
zones, headguartered initially at New York, then Geneva, and
finally at Kanowa in Australia. These zones (Arctic, Antarclic,
Europaan/North African, Central European, Eurasian, Cenfral
Agzian, Australasian, Morth American, South American, and
African) ware headed by Cantrollers, each with a substantial staff
charged with the coordination of economic measures betwaan
included nations and from zone to zone. The Organization also
had large scientific and security groups, the latter direclly
descendad from UNIT.

In 2020 ao, the would-be dictator Salamander attampted fo
use the WZ0 as a wehicle for seizing world powar. In the
aftermath of his fall, a welter of potential successors appaared
among his henchmen in the various Zone staffs, followed by a
pariod of confusion. A series of nationalistic uprisings baginning
in 2030 shook apart the WZO, giving risa ultimataly 1o two major
powar blocs which, by 2084, were at the brink of open warfare.
True unity on Earth was not achieved until the expulsion of Dalsk
Invadars in 2164 a0, by which time Earth's resources ware nearly
exhausted,




CAST OF CHARACTERS

PLAYER
CHARACTERS

The following descriptions cover a
number of pre-ganerated charactars
who may be used by players if they do
not have (or do not want 1o use) a DH.
WHO:RPG character of their own
dasign. Such characters ara
gspacially useful for new players orto
gel an advaenture started quickly when
praparation time is short and players
lack suitable characters.

Although the adveantura doas not
dictate the presence of thesea

characters, some have skills
particularly useful to the successful
rasolution of the adventure. i players
dasire, thay can alter specific aspects
of a charactar to sult thair own style of
play. A pre-generated charactsr's
aftributes and skills could thus be
coupled with a completaly diffarant sat
of hackground and parsonality traits.
Or, the player could flesh out a
character creatad from scratch with
intarasting background from the game
statistics including hera. Pra-
generated characters also serve as
medals for pulling togathar an
intarasting new charactar who is both
original and true 1o the spirit of the
DOCTOR WHO talavision series.
This saction includes ten differant
charactars. Five are new (a Tima Lord
and Companions not drawn from the
series). The others are characters

drawn from tha TV apisodes of The
Fifth Doctor's adventures. Five
charactars is usually the upper limit far
this adwventura, although othars can ba
addad as the gamemaster seas fit. If
The Doctor is used, be careful in
salecting Companions. Adric and
Turlough, for exampla, never travelad
tegether, and Nyssa departed balora
Turlough ceased to ba an agent of the
Black Guardian.

In salecting from among pre-
ganerated characters (including,
possibly, the charactars of Parez and
Dofia Linda in the NPC section),
players would do best with an
interasting balance of personalities
and backgrounds, When possible, the
gamemastar and players should try to
explora the intarplay of conflicting
viewpoints and personality, as it can
add great spice to tha gama.

Name: Tha DON
R Galdlifroyan
Sex:Mala
Profassion: Time Lord

Attributas:

5TR =1V CHA =W
END -V . MNT =Y
DEX -1V M =V

Combat Statlstlos:

AP

Blgnificant Skllla Lawval
Artistic Exprassion
Vocal Music W
Vi
Cimblng i
Constnution n
Lomsarship v
Fublc Perlormance Vi
Security Proceduras
Concoalment I
Siealth
Surveillanca 1l
Social Sclances
History, Earth I
Higtory, Galactic '
Hiswry, Medieval Europe Wi
Sparts, Punting v
Streatwise W
Fm:ﬂield Systems v
TARDIS Systers i
Trunermal Syalamsa mn
Tampornl Scanog 1}
Trivia, Elizabathan Economics Ul
Wehlcla Oparaton
Ground Vehicla Wi
Temporal Vehicla Wi
Varbal Interacion
Haggling v
MagatlatonDiplomacy Wil
Appesaranca:
Height hverage
Buid: Slender
Looka: Atractivi
Age: Mabtura Aduit
Achal Ape: 450+
Regenerations Lised. T

Recognibon Handa: A thin, very handsome
Tirna Lord, the Don wears his brown hair short and
spoits & poncil-thin mustache, Ha also affects a
mondde on a fing gold chain and a supercibous
uppar-dass British accant.

Distinguishing Physical Characleristics:
Undike most Time Lords, he has adapied
well o v style of dress ef the period of Earth
higtory he most oftan visits (England in the 1820s).
Thia Don likes the cosume sowell, in fact, that he
wears itin all manner of aras and places. This
outfit inciudes a fashionable but rather somber
Iounge uit, silk shirt with monogrammed
handherchiaf (unfortunately, the initials on shirt
and kerchial do net malch], a schood tie, and
axpengive shoas, Agains! tha waathas, ha waars a
top-hat and an anachimonistic Victonan traveling
cape. The Don's walking stick houses his TARDIS
haming beacon, TARDIS key, and a TARDIS
remote condrol unit. The latter naver seams o
work when needed, and semetimes accidemally
summona the TARDIS wheah it 15 not wanted.

Brial Persenal History:

Birthplace: Gallifrey

This colorful Time Lord named himself the:
Don alker taking up residoncs at Cambridpa
Univarsity in England during the 1520s. (A donisa
profeasor, utor, or researcher at an English
univeraity.y Tho Time Lord was poging as a
scholar engaged in & very invalved rasearch
project into the history of finance and economic
growth in England during E lizabehan tmes, Ha
firat carma to THP Errthin search of his father, a
Time Lord exiie named Salyavin. Salyavin was
SuUpposed 10 De Masquarading as ong Prolas sor
Chronotis at Cambndge in the late 20th century
{though most Califreyans belleved Salyavin to be
on tha prison planed of Shada).

Through & careleas navigatonal eror, ha
Dan arrived 60 years sarly and was promplly
invalved in a Rutan plot o inflrate the English
ariabor asduming the phyaical kema of
mmnﬂn!:tﬁhm mnE-h' prr?'“ paranty and
other leaders at an off-lerm Gaudy. The arrival of
a Cl& Invesigator named Maranodulandur put the
ClA wisa © the Don's prasence, and might have
bied thenm bo his falver {whose Sght from Shada

was A severs embarrassment o the High Council),

The Don serded down quiety rghtwhare he was

AOLE PLAYING GAME

rather than hunting for his father again, hoping this
wiodd throw dwe CLA off his track, Later, whan the
Kalaks kidnappad bara using a Bmea comidor, the
Dan learned of har plight and rascuad har. The
o went on to fravel through time and space
gather, usually at te ClA°s bahest,

Personallly:

Tha Don is really not meddieaome by
nature, &l least not as much as The Doctor, He is
an unasauming, retidng Timae Lord whao somahow
alracs rouble ke a magnet. Though ranely
saaking ta intarfara, the Don alten lands smackin
the middle of situations thal leave hirm ard his
Companiens with ro chaoica but intervention if twey
want 1o ascape. Hia pééns 566 him as vulnarable
and rathor woak-willod bocausa his personality 15
not lorcehd or dominanl. Where the safely of
friends or the survival of the Earth is concarmad,
however, the Don will e quick 1o act, though not
abwieny o wisady.

Mannor:

The Don s chaming and afiabde bu
resarved. He has a wary strong personal code of
hanor, and will not knowingly hust aryone or
anything unless there i no other chawcs, He raver
CATIOS @ Waapon, nrafm'ing 1o LG his wils and his
charisma o gat him out of troubla. Although
handeome and megnatic, the Don has & way of
blanding imo the badkground. He has dateated

many of his opponenis because Ihag,' initially
undereatimaled or ovardooked him




——

Name: Lady
MARAMODULANDUR

Raca: Gallifrayan
Sax: Female
Prolession: Time Lady

Attrlbutas:
a8TR = cHa =V
EnD =1l MNT =Wl
pEX =Wl ™ =¥

Combat Statlstica:
AP 13
Armned Combat:
Suasor Piasal w
Vanusian Needle Gun ™
Unarmed Combat,
Draconian Sstuthesu Vil

Slgnificant Skills Laval

Artistic Expraasion
[rama
Vocal Muslc
Canousing
Gambling
Leadership
Public Performance
Socurity Procoduras
Caoncaalm

arnt
[Esguisa
Lockpiching
Staaltn
Survalllance
Sodal Sciences
History, Earth
History, Galactic
Poliical Scienca
Spaca Sciances
Astronomy
Mavigation
Sports, Swimming
Tachnalogy
Communicaiions Sysiems.
Force Fhetd Sysemas
Elsciranica
TARDIS Systams
Transmat Syelame
Temporal Science
Tiwia, Easth Ballnds and Falk Songs
Wehicle Operation
Ground Vehidas
Spacecraft
Temporal Vehides
erbal Interaction
Haggling
Cratory
Wildernass Survival

Appaarancae:

Haight Tal

Buld: Slim

Looks: Striking

Apparamt Age; Young Adudt

Achal Age: 1204

Raganarafions Lised: 0

Racogiibon Hardié: Tall, red-haaded,
and vary aractve, Mara wears the chalin mad
jarkin of the warrior-rmatriarcha of Famona,
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Distingulshing Phyalcal Characteristics:

sdendar, aristocratic young Time Lady
with aregal bearing and a dynaméc, lorcehul
manar, Lady Mara adopted their mode of dress
afiar an assignman! amaong the warrior-matiarcha
of Zamona, The shor-akirted funic, high boots,
aleeveless chain-mail jerkin, and grey -green cape
ia har favorite costume. Sha no longar wears tha
three-comered helmeat of & Princess-Commander
ewarded ba hor by the Cueen af Danworn for her
servica o the Crown. In delensncs o local
cusioms, she ofien wears somathing over the
armor, oo, Mara leawes a strong imprassion of
fefine grace on obhers.

Briat Parsonal History:

Hirthptace: Gallifrey

The Lady Mara's older brother halped Mo
pet into the CLA immediately after har graduation
frem tha Arcallan Acadarmy. She has camied out
only a handiul of assignments, but has packed a
lot of exparience into a short Bmé. Har lirst
miggion, to chack into reports of a Rutan invasion
ol Earm, led her stralght 1o the Don, Afar that
cams encounlens with Dalals, the Terileptls, the
Draconians, and the renegade Time Lady known
as the Rard,

Parsonality:

The Lady Mara cormas Irom ona of tha
oldest and moat prestigious families on Gallifrey,
an avistocralle heritage that ghves her a definite
urga to deminaia hor surroundings. Shais
supramely confident in her own abilites,
semelimes with good cause, bul ofien with no
jushication at all. Convinced tha) her Academy
education makas her an authodly on almost
ovirything, Mara raraly listens 1o oldes ard wiser
heads.

ROLE PLA¥ING GAME

Lady Mara's wanderusi motvabod ber sy
on 1o join the ClA, but since then, Mara has aken
the organization and i causs 1o heart, Her siong
sonso of juston makes b 2oalous in intervantian,
a penchant that has involved her in many crisis
sipuations.

Manmar!

Mara is haughty, outspoken, and lacking in
tact, Har idea of d pomacy is painting a gun, and
har idea of reagsening invelhvos shouting and
indignant outisurats. Lintil the time Jack Ransoma
saved her from a Zygon slave ship, she was
somathing of a racist who disdained non-
Gallifreyans in ganeral and humans in particutar,
Though she gt does not like many humans, Mara
has eamed o elarals and Somatimes rospect
those sha knows well,

The Lady Mara has picked up a Bxing far
some of Earth'a radiions and customs, including
the martial ballads of the Anglo-Scottish bordar
country. Unfortunately, her enjoyment of einging
these bald fallaongs is nat matched by any rasl
ket in music. ("She can | camy alurne ina
sudtcasa” is Dr. Maitland s view )

Finally, Lady Maranodulandur's mannar
can be officous and iritating. She is a stickler for
daing hings by the book, which ahe thinks sha
lsesars battar tham anyeno olss, Alwiys aspor 1o
take charga of a situation, sha usually finds it
impossible to keap guiet and waich somaone else
miake the decsiong.

—



—

Mame: Jack RANSOME

Azce: Human
Sax: Mala
Profasskon: Gambler and Con Man
Attribulas:
5TR -V CHA —Y
END -1V MMT =Y
CEX =Wl ™ -V

C‘M‘I‘ihil Stallstles:
11

Armﬂd Combat
Darringer Leveal
Sword Lewval lll
Unarmed Combat,

Brawling Laval IV
Signiticant Skills Lawval
Artiatic Exprasaion, Acting Wil

n
Gambling W
Gaming, Pokar ¥
Leadarship 1
Medical Sclonces

Ganeral Madicine, Human n
Paychology, Gallifreyan Il

Psychology, Human n
Public Performance '
Securlty Procadures

Cancoalment '

Disguise v

Snaalth '
Social Sciences

History, United States to 1870 il

Law, Amssican 1]

Baxing i

Swimming W
Sreaiwise I
Trivia

Apharism "]

Ihrubnm Riding v
Varbad Intersction

Bluffing Wi

MagotatonDiplomacy ¥

Sem Vi
Widaenaas Survival [}
Appaaranca:

Herlgeh Tall
Buid: Averago

Apmwnge' fuirer Ackilt

Acnal Age: 32

Recognition Handle: A @ll, tanned,
handsome man, Jack Aanssmo drosses in the
garb of a gentieman gambder of America’s wesiern
fronder in the 1870s.

Dislingulshing Phyelcal Characterisilcs:
Jack Ransoma's roguish smile gives away
wery lihe of his calculating thoughts or plans. He
always weara a dark suit, rufibed ahistwith string
the, black cowboy hat, and boots. A satchal he had
with himwiven he antered he TARDIS contains
soveral dechs of cards (some of them marked)
and various other interasting paraghemalla, such
as nugpets of gold, lake deeds o vanous
propartes, and other teols of his dublous trade, He
Waars no gune opanty, but conceals o kg
numbar of are-shot derringers aboul his peraon
[in his bvait, behind his balt buckle, in his boots, and
50 forth). Anyone who trias fo disam him of this
arsenal wi vsually mess al least one weaapon,

Briaf Porsonal History:
ce: New Orleans, United States of
America, TMP Earth, 1834 AD,

A riverboat garmbler and con artiat, Jack
Ramsorme managed 1o avoeid serving in e Chvil
War. Ha kept on managing o avoid trowbbe not of
his own making untl the day he wed 1o run an
elaborate szam on a Texas caime rancher, Teo
lafer, Ransoeme discovered that the Texan was
roally an agentof :w Shadow, an evil sensant of
the Black Guardian who had sof a trag for the Don
and his Companions. Afier baing captured by the
Shadow, Ransome jeined lorcas with the Time
Lowd 1o escape, and remained with him thensafs:,
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Parsanality:
v

Hansome loves the challenge of staging a
good con job or winning & tough hard af paker.
honey used to mean a latio him, butenly asa
vigibhe reveard for clevermess, Since linking up with
the Tima Lord, ha really doas nat pay much
atenton 1o It anyman. He always has some con
foing, but uswally limits his marka o paople who
really deserve 10 ba stung, Daespite his crooked
ways, Ransome has an underlying sanse of alr
plavy that makes him a champion of the underdog,
ﬂird:mlmdahandm his wbenits can ba of

p.

Though not 8 coward, Jack Bansomea
prefars touse his brains rather than fists or guns
1o solve problems. He makes a lol of noize about
ot risking his neck, but ahien ends up daing so.
His redations with tha Time Lorda are stormy
baecause they find his shitty ways hard 1o iolerais,
bt he has proven himasd uttarly inaluable on
more lhan e OOCARhon,

Jack Ransome has a smooth, homiey way of
talléng, his Southern accent broadening as ha
gets deeper into a con. He speinkles his
conversation with aphorisms and witly sayings
that b claims "y Daddy abways fold me”, Keeping
a perfactly straight face and compasune, Jack
ﬁ!anm& can wll the mest amazing’y barefaced
ag,
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MName: Dr. Cassandra MAITLAMD
Raca; Human
Spx:Fomale
Profession: Sdentist

Allributes:
ST ~IH CHA -V
END -0 MNT =WI|
DEX =Y I =

Combat Slatlstics:
AP ]
Armed Combat,
FAutomatic Pistol Leval 1l
Unarmed Combat,
Judo Lawal 11

Slgnificant Skills Laval
Administraticn n
Artistic Exprasalon
Nature Photography n
Fublic Spaaking n
]
v

Consfructon [}
Enginaering
Electrical Engineering
Mechanical Englreering
Gaming, Chass
Leaderehip

£ge
3
E
&
22T << =ZI<<

Sodal mmm.m o 1590

Space Sclences, Mavigaton I

Sports, Swimming v
Technology

Communications Systems 11]
Computor Sysloms Vil

[m:]

Eleclronics Wi

TARDIS Syslems I
Temporal Sclanca I
Trivia, Selance Ficton Movals i
Vahida Oparation, Greund Yehicles n
Verbal lnteraction

Instruction Vi

NagotationDipomacy v
Wildarness Survival i

Appearance:
Height Short
Builsl: Average
Looks; Striking

Appmnﬂgﬂ hanra Adult

Ramgﬂbm Handba: A pelite wornan with
sho blond hair and gresn eyves, Dr, Maidand
woars glasses and a severe axpression as i thay
word tha unifiorm of har rede.
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Distinguizhing Physical Characlaristics:

Maitand genarally discards her glasses and
o saverity when axplioring a wikd location or
retaxing in the TARDIS, and this makas hor ook
much younger and more atiractive. Dr_ hMaidand
waars the coverall uniform of Space Habital Alpha,
the orbital base from which the first Wheal in
Space was built. This dustone green and blue
covarall marka her as & supendsor in the projecls
Compuiar Scienc division,

Brief Personal History:

Birhplaca: Aberdesn, United Kingdom, THP
Earth, 1959 A0,

A gonius with all kinds of computer and
robobics knowledge, Cassandra Maliland was a
loglea choson o haad the computer degign taam
installing the equipment an the Wheal in Space.
While working on Space Habitat Alpha, the
“conatructon shed” for the Wheel, Dr. Mailand
firat ercountansd the Time Lords. They were trying
1o siop a plot by bee Warriors, who wanted 1o tase
over the station fior their own enda, Durlng this
encounter, Lady Mara hastily recruiled Maitland to
ropair har brand-new but badly damaged K- unit.
The robat dog became vary much atached 1o g
new ‘mistrass’, and Or. Manland becama
fastinated by the Time Lorda and thair knowledgs,
liwas parhaps Inevitabie thal she would join the
crew ("o look aher Fang, you know) and
accompany tham on subsaguant adventures.

Parscnality:

Dr. hhﬂundlmlasmpnlm and all lacas
of thelr sdence,. She hases 1o 866 equipmant of
any kind go unused, especially the TARDIS, which
sha is rying hard to undaratand to keop the
carelesa Time Losds from mistreating it furthar.
For relationship with FNG-8710, the K-8 unit, i a
&losa one, and the Companlons say she gots on
better with the mechanical dog than with mast

D, Maitiand is also a nature lover. Belons
geing inio space, her hobly was natural
photography, dimbing, swimming, and owidoos
survival. Sha finds the TARDIS a walcoma charge
from space duty, because thesa days it so ohen
1akes har bo naw widemessas,

Although shy anound people, Dr. Maitand is
& pood spaalor and instricior on technical
maters. She would far prefer to work with
machinges than deal wit peophe.

Mannar!

Cassandra Maldand is shy, resarved, and
umsure of herssif when In a social satting, but
supremety confident when she has a oalbex or a
compubar keyboard al hand. She doas nat shara
much in the ghv-and-lake among the res; of tha
TARDIS crew. Although sha Bxas the olhars vary
rmuch, Maltiand aimply peolars to stay out of
things, Gnkering with Fang or swudying the TARDIS
techrical manuals (poory onganized and obsous
as they ana), Lately, shae Fag begun o loosen up,
to smlle al jokes, and even 1o venture & law cutling

rernarks of her own. Har shyneas ia fading by vary
slow stages,

HOLE PLAYING GAME
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Namea: Jacques D'AUBANYILLE
Raea: Hurmar
Sax:Mala
Profession: Cavalry Officar

Attributes:
TR =W CHA =V
END -V MNT IV
BEX ~W =
Combat Statlatica:
AP 10
Armmed Combal:
Cap-and-Ball Pisiol Lavel IV
Flintlock Pesol Lo 1V
Saber Lawval WV
Unarmad Combal, Brawing Laval ¥
Signitlcant Skills Lawval
Administration n
Artisfic Exprassion, Creative Writing 1
Careusing il
Enginearing, Canograpiy i
Gambling W
Leadarchip v
Madical Scances,
General Medicine, Human il
Miitary Sciences
Small Unit Tactics v
Trap Discovery ™
Public Performance 1}
Security Proceduras
Concealment v
Siealth '
Social Scencas

Hiswory, Earth, 1o 1805 A.D,

History, Earth Miitary, to 1805 AD,
Sports, Swamming V
Trivia

Dualing Etiquathe n

Horsemanship Vi
Verpal Interaction, Haggling v

Appearance: .
:Tall
Buld: Stocky
Looks: Average
Apparent Age! Manre Adult

Fl'eann:iﬁnfwm A larga man with a
diseaing mustacha and heavy sidobums, the red.
haired Captain o Aubanvibe wears an hn;.-mr.dol&
uniform of Napoleon's hussars,

Distinguishing Physlcal Characteristics:

h the Captain lost his unifoem hat
whila on Skarg, hie still wears tha heavy cavaly
sabar at his side, along with a flinteck pésiol, Ha
has a tempar and spirt 1o match his red hair.

Brief Parsonal History:

Birthplace; Gascony, France, TNP Earth,
1777 AD,

A soldier of Franca in the Mapclacnic \Wars,
d'Aubanvilla rose to command a cavalry squadron
alter loading a sorias of heroic charges at the
Battia of Marange. While keading the pursust of
fleaing Austians and Russians at Austerlitz, he
madea tha mistaka of following a strangaly-dressad
roan ino what keokod ike a poasant's hovel, Tho
hovel concaalad tha TARDIS, and the Don, wha
was busy folling a plot by the Rani, a renegade

Time Lady. Tha Don was just preparing o leave
tha site when the Captain came running into tha
TARDIS, which was already demataralizing. By
the time a clash with the Black Guardian and his
avil sarvants was ovar, TAubanvile had decded
[0 Sty on.

Parsonality:
MotvationsDesiresGoals:

The Captain is-a bom cavalry officer,
impetuous, eagar for batie, and extramaly brave,
Ha Is a hothead who neves LTS down a chancs
for & good fight, usually considering wiolence the
st soiution o moat problems. Adventure and
conflict give him the most pleasura in like, with
drinking, wenching, and boasting fofowing close
bahind.

Jacgues has an exaggoratod senso o
hanar, and likes to challenge people to duels. This
conhuses some of the aliens with whom ha has
lately corma in contact. In paricutar, it gave the
Don a chance to outwit a Sonlaran commandar
who achrally accapiad the challenge (and would
have killod dAubanvilla if tha dusd had gone on).

A notorious saducer, Jacques dAubamalla
has leamed not io press his atientons on his
famale companions aboand the TARDIS. Lady
Mara has fanded him off on several occasions,
uging her mastery of Draconlan Sstuthssu, She
has promésed him o broken arma i he aver
bodhers her again. Dr. Maitland is undar the
protection of the K-8 unit FNG- 8710, which is
quick io give Jacques a taste of its atun beam
whanavar ha gots oo famillar with har,

Manner;

[rAubanvilo ks hoasty, chaadul, and ull of
Ef, Aboard tha TARDES, ha |5 constanty joking
with the men or making gallant remarks to the
women. His aggressiveness and glory-seeking
miaka hirm dynamic and forceful. He is alsa the first
to botater the othera’ flagging apirts and the tast o
acnpt i sotback, Although tuchy sl matioes
of honor, o Aubamville has leamed o overdook his
COMraBes" GG COMMents about his hothead-
edrass, Inmany siluations, dAubamille's
indomitable apiit has made the difference
batwean tha success and fallure for the whola
group, and thay ara all woll sware of the fact

ROLE PLAYING GAME
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|| PLAYER

j@|| ALTERNATE
CHARACTERS

MName: The DOCTOR

(Fifth Incarnation}
Race:Gallifreyan
SexMalo
Prafassion: Tima Lord

Altributes:

STR -N CHA -V

END =l MNT =W
DEX =1V m =i

Cambnl Statlstics:
ﬁrmad Combat;
Sword

Staser Pistol
Unammed Combat, Brawling

Slgnlficant Skllls
Erviranmmenial Suil Operations

Gaming

Leadership

Life Sciencas
Botany
Excnaiogy
Loology

Medicn! Soancas
Genaral Madicine, Gallilreyan
Genoral Madicine, Human
Feychology, Human

Bodal Sclences
Archeology, Earth
History, Earth
History, Galactic
Hizsory, Gallifreyan
Politeal Sclancs

Sporis, Grickol

Sreatwise

Tachnobgy
Astronautics

Computer Syatems
Cybamatics
Electronics
Févca Fiald Syalemsa
TARADIS Systams
Temporel Scenca
Trivia, Cricket Loce
Vahicle Operation
HAireralt
Ground Vahides
Watar V ehiclos
Spacecralt
Temparal Vehidas
Verbal Interaction
Haggling
MNegofationDiplomacy
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Appaarance:

Haight: Averags

Looks: Atractive

Apparant Age: Matura Adult

Actund Aga; 500+

Regereralions Used: 4

itiows Handle: A midding-tall,

slandar, geod-leaking man with langish, straigh!
blond hair parted vagusly on the right. He always
waars awhite cricket sweater, & tan frock coat with
a gimple arange stipe around each lerearm, and
orange m around the lapaels and front.

Dislinguishing Physical Characterlstics:

ronically, The Fifth Doctor appaared much
younger in age than in any of his preceding fomms,
In this incamation, he is unlined and urmwdnkled,
He wsually wears baggy, striped nousars and
ankle-high white tennis shoas, A frash stalkof
celery s pinned 1o his lapel at all dmas, For
inciement weathar, The Doctor adds a white-
brimmed panama hat 1o this costume,

ROLE PLAYING GAME

Bris! Parsonal History:

Birthplace: Galiay

|See page 50 of A Seourcebook for Flald
Agants.)

Parscnality:
Motivations DesinsGoals:

The Doctor's Fifth incarnation is much mea
recklass than any of his previous sehvos, He
fresquently makes a mistake that unnecessarly
endangers his Compariona, Althaugh this form
shares rig Third Incamations protective atilde
towaard Earth and its inhabitants, he s much less
interested in gadpetry tham any of the previous
Doctors. This olwn lorces The Fift Coclor o
improwisa bedlliant ecfutions for high-tech
acauprmm from avaryday housahold objects.

Inﬂ-ra phasza of hia long lite, The Docior
often revens 1o the abrugt iritation so typécal of his
first form., His ready wit and sense of fun usualy
take rrost of the sting fram his eutting remarks,
however, Daspite his charactar flaws, The Fifth
Dhoction’s quiet, steady resohwe has endasred him
ey g Comparnions.




Nama: ADRIC
Rece: Alzarian burranold
Sox: Male
Frofession: Sudanyddventurar

Attributes:
STR - Hl CHA, = IV
EMD =R MNT = WII
LEX -V ™ -l

Combat Stallstics:

15 7
Slgnificant Skills Level
Physical Science

Mathamatics Vit

Computer Science W
Security Proceduras

Leckpicking v
Technology

Comgputar Systams v

TARDIS Systems I
Temporal Sciance I

Appearance:

Ammmga Adolascant
Actual Aga: 1

Hamgmn‘mﬂandh Adric is young, with
dark hair and an oeen countenance.

Distingulshing Physlcal Characteristlcs:

rash-faced, slender, and young, Adric
wears a duotone umgault, Prio to the Cyborman
encounter, e wors & badge of marit lor his
mathamatcal achlevements, but this was
shamensd whon he used it 1o dog the chest plate of
a Cyberman.

Brial Personal History:

Birthplace: Alzarius, E-Space

Adric stowad awsy on the TARDIS with The
Docter, Lady Romana, and K-8 during its sojoun
in E-Space. Romana and K- stayed bahind, but
Adric accompaniad The Doctor back inlo our own
universe and shared many later adventures with
him. Captured for a time by The Master, Adric wos
raunited with the regenerated, Fifth Doctor and
wafil of 12 participate in several of that Doctors
oarly travals,

T youmg Alzarian was separated from
The Doctor when Cybarmen hijacked a fralghiers
for usa in an antimather explosion over the Eaan.
Tha freighter slipped back in time and blew up,
causing the daath of the dinosaurs. Adric was
trapped aboard, and presumed dead, Sea,
however, page 52 of The Master, a FASA
DOCTOR WHO supplemant.

Parsonallty:
MovvanonsDesiresGoals:

Adric™s primary motivation is an intensaa
curinsity that keeps him consanty seasching lor
neww knowiedpe. This has led him to leam a great
daad about tha TARDIS' operalion, the incaces

of Biock Transfer Computations, and similar
unusual subjects, The youth is extramely loyal te
hig friends, and espacially 10 The Doctor, Nysaa of
Trakan, & Tegan Jovanka. For a Gme, ha was
somewhat infatusted with Nyssa, but oulgrew it
without Elﬂjl major emotional upsets on aither side,

Aﬁﬂcllamﬂﬂdm! brash individual givn
o overestimating hia own abiliies, Ha is subject o
sudden changas of mood, and can grow sulan
and potulant when treated like a child. Ctherwise,
ha is frank, cheerful ard quite gentle in his
dealings with othars.

Name: NYSSA
Raca. Trakenie
Sox: Famals
Professlon: Bloenginear

Altributes:
ETR - CHA =V
EWD - 1H MHT =W
DEX =V my =Wl
Gumh:ll Statistios:

Ml'md Combat, Stasar Plau:llt.ml'at 1]

Significant Skilla Laval
Engineering
Chemical Enginearing IV
Machanical Enginaaring v
Ll Sciencas, Boonginoaning v
Madical Sciencas
Gonorad Madicine, Humanold Iy
Pathology I\
Physical Sciences, Computer Scienca 1
Security Procedures
Conceaiment il
Stwalth ]
Tach
Computer Sysioms I
i ")
Varbal Interaction, NegatiatisnDiplamasy 1l
Appearance:
Haigpht: Avaragm
Buifd: Avorage
Looks: Striking
Apparry ﬁw Young Adidt
Achual Age: 19

Recagniion Handio: Myaan 3 a baautiid
YOUMf WoImEn with arisiecratic faatures and
Lixusiaus, eurly beenwn hair,

Distingulahing Phyalcal Charactarlztica:
Daringg her aarliest travels with Tha Doclor,
the baautiful Mysaa usualy wore modas!, sombor
dothes. Eventually, she began to adopt mare
revealing short skirts and iy rimmings.

Brisf Parscnal History:
: Union of Traken

Daughser of Consul Tremas of Traken,
Mysaawas raised a5 a scion of one of the most
rivred families of her cwn worid. Many believed
her father was the most likely succassor o the
Keeparship of Traken's bicedectrcal source, For a
tirme, Nyssa was appointed 10 tend &n al,
calcified staue called Malkur, which tha gente
peopla of Traken rafussd to destoy outof
compassion. When Malkr tumead out bo ba s
diaguize for The Master's TARDIS, and tho
ranegada Tima Lord unleashed a scheame 1o ke
control of the Sourca, Myssa bacame invelved in
The Doctor's allaics, Her fathers body was taken
ovar by The Master and disappaared from Trakean,

Latar, Myasa was Iransported lrom Trakon
1o Logopolis by o being known as the Watcher,
wha wrmed out to be a future incarnaton of The
Dacrae, Sha bacarma inaived in (s evenls
surrounding The Master's plot agasins Logopalis.
Traken was destroyed whan entropy wiped out &
armall portion of the universe, and Nyssa 5tayed
with The Doctor theraattar, She halped him
through the regenoration crisis that followad his
‘death’ afiar the Logopalls incdent, and shared in
the many adveniures that lellewsd, She halped

ht The Mastar both at Castrovalva and in e
wrih's distant prehistone past, and stood by Tha
Dooior on Gallivay during Omega’s altempled
redurn, She aleo faced Cybermen, Terlaptile, and
other menaces.

Inlectod by Lazars Disease on a visi o the
Teminus space sialion, Myssa evaniually
overcRT (L She stayed behind on Terminus o
put bt midical and Eological shilla to wod in
e othar Vet of the disos,

ROLE PLAYING GAME

Parsonality:
MomvationsDesirasGoals:

Myssa is & tragic figure whose whole |4 was
tom apart by a genes of disastrs. Firs), her fathar
was taken ovar by The Master. Than, her whaoia
b planet ceased o exist, and sha had 1o sulfar
thraugh the confusad penod of The Dosctors
regénaration. For a ima, Myssa hoped somehow
1o gat har fathar back, but ulimately realized that
Tremas was gone foraver. The Master hud
irravocably takan ovar her father's form. Har
compassion lor othar paopia in trouble is an
cutward atlempt 0 compensate for s own
mistortunea, which Intensified altor Adric's death.
Evan befora her brush with Lazar's Disease,
Nyasa had bogun o wonder if contributing her
shills to a singbe, worthwhile cause might not might
make more diference than advenuns and travel.
Nyssais concerned for oivars, loyal to her
comades and to The Doctor, and ganulnaly fend
of young Adric,

Mannar:

Myssa's arlstocratc bearing aften makas
her seem cool and alcod. She ia emart, cagabile in
a crisia, and compatent in her knowledgs, but
dois NoL prasume o know things outside ber own
aphare, She and Tegan Jovanka are complate
opo0siins, Myssa baing calm and sevena, Tagan
highty amatienal, Myasa's even tempar doos not
rmiaan hal ghe is uncanng,
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Mame: Tegan JOVANKA
Raca: Hurman
Seax: Female
Profession: Alding Stowardoss

Attributes:

sTR =i CHA =il
EMD =l MNT =il
DEx -V N =il

Combat Stallslics:
AP:

Significant Skilia
Administration
Carousing
Leadership
Medical Sciances
General Medicine, Human
Paychology, Human
Socuity Proceduras
Concealment
Stealth
Surveillance
Sodal Sciancas
Law, British
History, Earth
Stroatwise
Trivia
Australian Aboriginal Language
Earth Fashions ¢, 1980
Vehicla Operation
Aircraft
Ground Vehide
Varbal Intersction, Haggling

Appoarancn;
Height Average
Build: Average
Lovoks: Striking
Apparent Age. Young Adult
Al Apo: 25

Heoognition Handla: Tegan 1s a praty
younsg woiman with short red hair and a trien

alhdatic figure,
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Distingulahing Physleal Characteristics;
Tegan likas to dress in fashionabio, colorul
claltves, aapacially thasa that emphasize ber
attractiva legs. Her broad Australlan accont |s
distincive.

Briat Parsonal History:

Birifyrlace: Australia, THP Earth 1960

Tegan Jovanka, an aidine hostass, bacame
imvolved with The Doctor when she stepped into a
polica call box to report an aviomoblle accident,
and than found hersel! whisked away o Logopalis
aboard the TARDIS. Sha fought the sinigter plats
of The Masser at Lopopolls and Castrovalva, and
remainied with The Docter for some time
thereaher. Following Adric's death and anathar
meating with The Maser on prehisioric Earth,
Tegan left The Doclor for a time bo resume har
interrupted career, This crly lad hor 1 become a
paw in Ovega’s sinister plot 1o bond with The
Doctor and return o the universe of normal
ratiar. Tegan rejoined Tha Dector and Nysaa
after thig, remaining a part of the TARDS crew
through the coursa of tha Black Guardian's plot
apgainst The Doctor, The Mastes's plot againat
King John in medieval England, the inciden:
imveiving the Games af Rassilon and tha five
Doctors on Gallifrey, and encounters with the
Siluriang, Sea Devils, the ol Malus, and other
dangers. Aler a parSicutary unsettling ancounter
with the Daleks, Tegan pleaded 1o be allowed 1o
go home, and left The Doclor for good.

Paraonality:

Tergan originally becamea imvolved with Tha
Doctor by accident, and wag never quite sura why
sha stayed on to share his advantures, At firat, sha
was motivated by her inendehip with the ather
travelhers, especially The Doctor and Adric.
Daapite paraonality differonces, she also found
friendship with Myssa. As time wenton, Tegan
discovered that she craved the axcimmant of Fa
with The Dactor, Tha straln aventualy
ovarwhialmed her, howeaver, particutary after Addc
and MNyssa were gone,

Tegan has a dofinite sense of justcs, and
dods ot heailabe 1o getinvohved when she fesls
that something ks wrong. She |s a strong advocats
of intervenion, and ofen makes trouble for The
Dioctor by har impulehs idantification with othars.

Sham-tongued and quick 1o criticize, Tegan
Jovanka has a emper 1o match her red halr. Her
assantial lack of organization is counterdbalanced
by a tendency to fry 1o ke charge of everything
around her, and she often gives a pieca of her
miind to amyone who desarvas I, Tact |8 not her
sirong sult, but she is brave and dynamic.

Tegan's jealousy of Nyssa's intelligence
and calm gave way to a deap iondship as ime
went on. She liked Addc, 100, Turlough, however,
brought out strong suspicion and disliive aven aher
his renunciation of the Black Guardian.
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Mame: Vislor TURLOUGH
Aace: Trien
e Mado
Profession: Political Exile

Attributes:

sTR -l CcHA =10

EMD =V

MHT -V

cex il I =1l

Combat Statistics:

AT

Unierried Combt, Brawding
Signllicant Skilla

Garousing
Pryaical Scianca, Computer Sclenca

Tochrology
Communications Sysmms

Computer Syatems
Verbal Intaraction, NogotintionDiplomacy Il

Appearance:
Height: Tall
Buid: Slim
Looks: Avarago
Apparent Aga: Adolescent
Acial, ;18

[
Lewed [l

Laval
v
v

1]
I

1]
[l
¥
¥
I

I
I

Recognition Handle: Turlaugh is tall and
thin, In tha suit and tie unifom of an

Engfish public schoal.

Distinguishing Physleal Characteristics:
Turougk i thin, tall, and fair-skinnoed, with
shifty pale blue eyes that giva him an untrusl-
worthy alr, Although he wears a auit and e, the tie
|5 genarally askew and the shirt colar unbutionad.,
O his ledt aern, ha has a attes of inerlocking
rrlangles, the brand of a Trion political exile.

Briaf Parsonal History:

Birthplace: Trion

Vistor Turlougia tathar, an arlstocrat of the
Imparial Clazs of Trion, was imprisoned by
egalitaian revolutionaries and sentencad 1
daearh, though this was later commuted to capiivity
an the prison planat Sarm. His lamily was also
axdled; Vislor i Earth, and Vislor's brother Malkon
1o Sarn.

On Earth, Turlough assumed the identity of
a British aristocrat al a public school, a roko he
hated intensely. Afer an accideni thal should have
coat him his e, he was rescued by the powerful
Black Guardian, wi offerad fripaom and power
in exchanpe for aid against The Decior. Embroiled
In tha confusing affalr of the Mawdryn Undaad,
The Docwr accophed Turough uai::ampmlnn
Aftar saveral atfampta o g
TARMS or ldl tha Tima Lord, Tur'mgh iuund
himseéf unabde to conbnue I’thJrru tho affable
Doctor, and rejected the Black Guardian. He
ramairsad with The Doctae in hls adventures In
King John's England, on Gallifrey, and against the
Siudians, the Sea Devils, the Malus, and the
Dalaks.

The Master's plot to gain regenerations
from the rumiamaloen gas of the planel Sarn

LTl back In comtact with his own
race, Induding . On learring that the
Imparial Class was no longer persecutad on Trion,
Turdough raluctantly left The Doctor o ratumn 1o his
home planel.
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Perscnallty:

sires/ Goals;

Turlowgh's primany moshvation is hatred. He
found his axile inolaralbie, and haies and resenis
the Earth, humana, revolutionaries, and anything
ez that raminds him ef his misfenunes, Since
leaving Easth, e has become worted that the
Triona will learn of his illegal departure and punish
him.

The Trion is somathing of a coward who
hesitates o risk his life without pood cause.
Theugh hawould like 1o run from rouble, his other
Companions usually shama him into courage.

When he firet met The Doctor, Turough
was a creature of the Black Guardsan, and
schamad 1o fulfill his past of an evil bargain. After
repenting, the young Trion later did his best to
parsuade the ofhers in the party of his snoerty.
Ewen when Turdough was atill working for the Black
Guargean, The Doclor seemed 10 808 the spark of
good in him, and Myssa also accepted him. Tegan
distrusted him from the firet, abways firding him oo
sneaky and cowardly for hes laste. Graually,
though, she 10e accepted kim, though she
ramalned evar ready to glve him a good tongua-
lashing whan e strayed out of kne,

Maznner;

Even in his best moments, Turdough Is
sullan, narvows, and hesitanl. Ha 18 a bom
pegsimist, aways ready 1o believe the warslola
parson or @ sliuaton, He aleo shlos away from
danger whan ha can, His feeling of amagant
superionty over Enrth's peoples and wohnology is
anather major failing. Turbough can ba {and
Troqwm:ry i8] @ thorgaughly unploasant waasal. On

other hand, there is somathing doep inside
h||'|'| ohan hidden avan to The Doctor, that halps
redaem the Trion youth. Whan mlnnsamrmllgr
black, Tudough Is able to summeon ha resolve and
act nebly atter all,
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NPCs

Fellowing ara dascriptions of the
various MPCs who appear in this
adventure. Most of these are not
fleshed out in the same detail as the
pra-ganarated playar charactars. Cnly

tha most important skills are listad,
and tha character descriptions also
tand to be somewhat shorter,

Twa characters ara, howavar,
completaly described and detailad.
One of thesea is the conquistador
Lisutenant Parez. The cther is Dofia
Linda, the Indian gifl who sarves as
translator for the Spanish expedition.
These twa characters are fairly
important to the adventure, and also
hava the potantial to bacoma naw
Companicns to the Tima Lord onca tha

adveniure is over. if a player's
character is killed, or if a new player
cannect be worked into a group in any
othar way, thesa two NPCs could
bacoma player characters instead,

Thare ara three types of typical
characters provided in this adventura:
conquistadors, Indian warriors, and
Silurians. Incidental ancountars with
such charactars may ooccur from time
o time, and the same stalistics and
skills can be used again and agaln as
naadad,

Mama: Francisco Gonzalez DE

MERIDA ¥ SANTANDER
Race; Human
Sax:! Male
Prolession: SoldienConguistador

Allributes:
5TR =V CHA -V
EMD -V MNT —Hi
pEX  ~ NI I~

Combat Statistlaa:

Sword: Livwal ¥
Arquakies: Lewal HE
Unarmed Combat, Brawling: Levval IV

Blanitlcant Skilia Lavsl
Administration n
Enginaaring, Carography ]
Loadarship 'l
Welitary Sciences, Small Uinit Tactics v
Trivin, Hopaemanghip 1]
Varbal Interaction

Hagglng
MNegotiaionDiplomacy m
Wiidornoas Survival, Junglo 11}

Appaarancs:

Halght Avaraga

Bunkd: Stocky

Lok Avadiage

Apparant Age: Mature Adult

Actual Age: 32

Recogriitan Hande! Captain da Merida
s arugged, muscular man with craggy foatures.
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Distinguishing Physical Characteristics:

da Merida is fastidious about his armor and
clothing daspits the waear and e of oxpadison
lie. Those who see the Spanish leader take
immediate note of his fiarcely detarmined, a'most
frnatical dameaanor, Although his hust for Godd and
pewar marks him as a dangerous man, he is the
kind of laader who inspires ungquestioning
devolicn amang his fellows,

Briaf Parsonal Hislory:

Birthplace: Spain, TNP Earth, 1511 AD.

Bam a Spanish grandee, de Marda cama
ter the Weww Wierid 1o make his fortune after he fall
freem taver al the Spanish court. While stll guite
younq, he was ona of Francisco Pizzaro's officers.
during the conguast. Censequantly, his own
mathods and anitudes are modeled on Pizzas's,
I 1535, da Marida accompanied Sabastion de
Bolalcazrar in expoditions through Ecuador, and
was with the conquistador when he first learmed
the begend of El Dorado, "The Golden Man®, Unlike
Balalcazae, howaver, de Merida did not belisve
that thi land of Bl Dookdo was nedh af Ecuader,
Putting the stony gethar with what ha knesw from
thes Incian translator Dofia Linda, he conduded
that El Dorado was to be faund furthes aast

In 1540, de Merida convinoad his superiors
1 @il héen in command of & small sxpedition o
search for the land of the Goldan Man. Mow, atier
two years and e loss of many of his men, bo is
wary naar o his -goal,

Personallty:

Lika most of his fallow conguistadors, de
Merida is primarily interestad in oo hings: wealth
and powar. Inflamed with te gold favar that led
Cortaz by conquer Moxies and Pizzarra ta Par, he
also wants to win a govermorship or an influential
court poaiton in Spaln by adding wealth and new
lands 1o Spain's overseas ampire.

Da Merida professes piety and méasienary
fenvor, but his gresd and ambition scipsa refigious
ballots by far.

Manmar:

The congquistador keader is utiarly ruthlasa
and unscrupulous, To gain his ends, de Marida wil
use any mathods incuding treacheny, deceplion,
and outright brutality. With his followors, he has a
charismatic aura that keeps them devoted to his
causa daspite the handships 1o be endured, To
armyone who atands in his way, howaver, ha la
without compassion or marcy,
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Name: Cristobal de PEREZ
Race:Human
Sax:Mala
Profession: SokderConaquistador

Attributes:
aTR -V cHA =V
END -V MNT =Wl
DEX -V I -

Combat Statistics:
AP:
Armed Combat,
Sword: LeavelV
Arquabug: Lavel ¥
Unarmed Combsat,
Grappling: Lavel IV

Slignificant Skills
Artetic Exprassion, Writing
Canousing

Ip
Life Sciences, Agriculiure
Miltary Sdences, Small Unit Tactics
Publc Performanca
Security Proceduras
Concealment
Steatth
Social Sdences
History, Earth, bafone 1500 A.D,
Hiatory, Easth Military badore 1530 A0,

Swamming
Wres
Trivia, Horsemanship
Verbal Intaraction
Haggling Vi
Negotation/Diplomacy Vil
Wilderness Survival v

Appearancs:
Haight Tall

Bt Thim

Looks: ATiraclive

Apparant Aga: Young Adult

Actual Age: 24

Recogniion Handke: Parez |sa
handsoeme young man with dark hair and & mreat
mustache and beard,

Ccoe == o« cEzcEzEﬂE

Distinguishing Physlcal Characteristics:
Paraz is distinguished by the charm and

triandlinass of his expression, and an aura of

Innocence that belies his chasan prolession,

Brlaf Personal History:

Birthyaca: Cuba, TMP Earth, 1519 A0,

The son of one of Cuba's firat colonist
families, Perez is distantly related to ¢o Merida,
From a family lowar on e social scale, young
Paraz grew up with 8 more practical background
and pragmatic outiook than de Mesdda, Whan de
Marida formed his expedition, Peraz joinad him as
a gort of aide-da-camp. Proving himse!l during the
expediion, he has Asen to bacome one of the top
leadars of the Spaniah force, though ned without
conslderabla jealousy among okder and mors
arlsiocratic conguistadors wha resent sendng
undar a youth,

Parsonality:
MetivationsDeslies Goals:!

Cristobal de Perez is a mmantic who gave
up the hard work of his family's Caribbean
plantation for the glamear and excitament of
expioraton and conquest. Thowgh he |s more
practical than de Merida in his basic outiook {being
shkeptical about El Dorado, for exeample), de Perez
Wants o see exolic niw lands. This rather than a
lusttor gold sparked his desira o join twe
expedition.

This curious mix of wanderust and
pragmatic commeon sense makes Parez & good
officer, but he hag grown Increasingly
disenchanted during the joumey from o o this
remata jungle wilkdermess. Although Parez has
risan in da Marida's confidenca, the younger man
is dizappoinied by the way the lure of gold has
warpad the leaders judgementand moralzs. Paraz
will wery likely mutiny against da Morida's authority
1 ther beder continuwes to show such a single-
minded digrogard Tor the lives of his men,

Peraz’ iemperament could adsily motvale
hirm 2 join the plaves eharacters, once ha realizes
thiat thay sre travellers in ime and space.

ROLE PLAYING GAME

Mannar;

Perez |8 an imneligent, senaitive young man
with a strong romantic streal, Though hardened
by the difficult march from Peru, ha ramaing a
dreamer who 1§ brave, gallant, and nobs in splri,
Al firsl unsura about the adventurers, he wil soon
become an ally, especally if de Marida threatans
them with Tortune or execution. Tha young
Spaniand's natural humnanity will make him want 1o
belkave In them. By the time he is imprisoned with
e advenbuners in the Gy, he will ba a firm ally, i
Porez does not ruzh 1o push somaeons out of the
way of an attack and so die saving anather's e,
ha is a good candidate 1o join the Timsa Lord and
his Companions aboard the TARDIS at the and of
the adveniure, and so he could be played as a
playar charactar,
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Mame: Father Roberto DIAZ
Raca: Human
Sax:Mala

Atiributes:
sTR =l cHa =W
END =1l MNT =l
pEx =l I =W

Combat Statistice:
AP: &

Significant Skills Laval
Administration v

Medical Sciences, Psychology, Human ]
Securly Proceduras, Survillanon ]
Socinl Scances
History, Earth, o 1500 A.D. i
History, Catholic Church "
Trvia
Catholic Doctrine W
Horsemanship v
Verbal Interaction
Haggling 1}
HNegotatonDiplomacy I
O v
[}

atory
Wilderrass Survival

Hand¥e: A small bantam
roastar of . man, the priest weara the red orange
robas of a Jesult priest,

Distinguishing Physlcal Characteristios:;
Father Acberio las away of dominating the
soane dedpite his mther ordinary looks and sort
statura. Owver his priestly robes, S baarded
Father wears a largs crucfix, which he isin the
haizit of fingaring wihen he speaks. His ayes are
fiery and fanatical, and his voice almost hypnotie,

Bris! Parsonal History:

Birthplaca: Madrid, Spain, 1504 AD.

A deaply religious man, Father Roberio was
o ol the first mambers of the new Jesuif order
formed in 1538 to comisat the Protestant hereay.
He was also one of the first of the order 1o come 1o
the New World, whera he heard numors of
Gamman expeditions into the South Amarcan
héntedand, This prampted him o join de Merda's
expadition $o that he could force tha haathan
Indians to embrace the True Faith rather tan
Proteatant heresies.

Personality:
Motivali

afionsDeskesGoals:

Faithwer Roberio is a religious fanatic, Filed
with plety and a fervent balil in the wachings of
Cathelicism, ha ia superstitious and completaly
willireg 1o balieve that anything he dees not
understand is the work of Satan. Though he
apaaks of convarting the Indians, itwill be
converalon by the sword, He feels those who do
nat embeaca the faith should ba put 1o death, The
priast feels the same way about Prowsatants.

Marner:
Fathver Roberio begins the adwenture
hosatle 1o tha plaver characiers, balisving fhem o

b ratics: or worsa. Ha will spand most of his
time anguing that de Marlda should put them to
death. Later, when he is capturad alang with
some of the player characiars, he will mistrust
tham and their goals, possibly putting the whole
party into jacpardy during an escape atternpt. |
the playars’ group does not gt him out of the city
and back o the Spanish ranka, Father Raberto Is
likaly to do acomplete about-face and champlen
thair cause, If this happens, sublract one lavel
from th Difficulty Level of persuading de Merda
o cooparaia,

A parsuasiva public spaaker, Fathar
Rcberio can talk the Spaniards (except de Merida
and Paraz) Inte almost armything. As a diplomat,
heowewvar, he is useless, because his aftinde |
totally uncompromising. At

Name: FNG-9710 (K-9 UNIT)

Attributes;
8TR =l GHA =1V
END -V MHT =\l
DEX =i m =il
Spacial Abllity:

Tracking (see paga 76 of the Game
Opsrations Manual}

L‘.‘amblt Statistles:
5
Armed Combat,
Stasaer Pistol Leval
Armor; 406
Significant Skilla Leval
Enginesring
Electrical 0
Machanical I
Milltary Scienos, Trap Discowary v
Physical Sciences
Chamisiry Vi
Compuiar Scienoa Vi
Mathematica Vi
Bics ¥l
Spn:%ﬁm
Astronomy v
Astrophysics W
Mavigation "
T
Astronaulics v
Communication Systems ¥
Computer Systems v
Cybematica v
Force Fleld Systems ¥
Elecronics v
TARDIS Syatamsa
Temporal Sdence I
Triwia, K-8 Mainienanca Vil
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Comibat:

K-8 units ara equipped with & staser pisiol,
a8 describad on page 76 of the Game Opera-
tions Manual, Thay do nol take damage the
same way normal characters do. When thelr MAX
OP END s reduced to 16, roll two dice on the K-9
Minor Sysiems Damage Table on page 76 of the
Gamas Oparatizna Manual, Ay further
damage causes ancthor minor systems failure on
a D& roll of 1-3, If the unil resches MAX OF END, it
ghiuts dowen complataly. Roll thraa dica. I thair it
is loaa than the amount of damage taken past 0,
ther wnit cannol ba repaired, For more information,
800 the Game Oparations Manual,

Power:

K-8 units run out of power rapldly.
Thegamemaster must mako a K-0 powar eharl o
loasigy ravch of the curent power level. The unit
begins with 14 units of power, with one unit
croased ol after each hour of use. (For
convenience, when using regicn scale, cross off
threa powar units por 2.8 hour rglonal lum,) Each
tirn th staser is fired, another box is crossad off
tha track. Tha eolumn of the highest unchecked
box |s the current K-9 powar lawel, I iwe hours
paas without firing the staser, restore one unitof
powhar, [ the unit i plugged inlo a direct power
source, a full recharge is svallabéa In 15 minues
{ene um of large-anea seale mavemant).

In the k-2 Power Chart balow, notica how
theruniTs nmdwmmmmmm
dropa. The die listed in the damage row is the I;.-pe
rofed to detarming e red dia result on
Table A. (A D6 iz normaly used.) [ D3 s listad, rdl
& D6 divided by two, rounding fractions up, and
use this result to detemming the row on Damage
Table A, If a nuemiber is listed, Rssurme this o b the
reed dier roll result and use it to find the appropdate
rowr. When the unit reaches 0 power, it shuts down
complataly until nermal recharging builds back at
laast on unit of power, The unit remaing shut

ROLE FLAYING GAME

down until a ull recharge is completed, unless
activated by an outsida call for halp from an
authorized source or If power ran out bafora

complation of & spechic assigned ask,

K-2 Powar Chart

Lewal: Vil Vi v I
i ] I

Damage: Dd D& D&
(923 2 1

AP 5 -1 5 5
4 4 a

Hotes:

FNG- 8710 (Fang' to Or. Maidand and,
increasingly, i rast of the crew) i a standard K-9
Mark, ll mobile data procassing wnlt. Thisunitis
described on pages 75-76 of the Gama
Operations Manual and pages 56-57 of (e
Sourcebook for Flald Agents.

Tha original K-0 models were known skmply
as K-8, as thens was naver mosne than one
around, Since the introduction of thase units to the
ClA, it has bacoma cuatomary bo use alpha-
numeric codes to designate individual units, Some
eccantric Time Lords or thedr Companions have
baan known to ghvo tham names, as inhe case of
FMG- 8710,

As a K-9 unit, Fang' is not an actual
characier. The gamemaster contrals him as an
MNP, but role play of the robot dog is important.
Through thar K-8 urit, the gamemasier can give
the players hints whan they are stuck bor cluas, o
@ven protect them in combal, As a group gains
exparience, he may dechde 1@ remave the unit. Itis
certainly usehd in the early stages of the game.
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Name: Dofia LINDA
Race: Human
Sex; Femala
Profession. Translator

Attributes:
8TR -1V cHA =¥
END =1V MNT =W
LEX =W N -V

Combat Statlstles:

AP ]
Armead Combat, Dagger Leweal W

Significant Shills

Administration

Argstic Exprassion
Vocal Mugic
Weavirg

L <

Lile Sclencos, Agricutture

Medical Sciencas
Ganaral Medicine, Human
Weterinary Medicng

Public Perlormance

ESncial Sdanons
History, Catholic Chureh 1o 1500 AD,
Hiatory, Incan
Hestory, Spanish 1 1500 AD,
Sports, Swimming
Trivia
Catholic Doctrirg
Incan and
mhl?umunuungns
Spanish Language
Intoractan

Haggling
MegatiatonTiplomacy
Widarness Survival

Appearance:
Halphr: Average
Al Slirm
Looks: Striling
Apparun Age: Mature Adult
Acthual Age: 32
Racognifion Handle: Slondor, dask-

haired and lighter-skinrned than most of the local

Indians, Dofa Linda wears a colorful, looge,
flowing gown.,

==

=== <

=55 5

Distingulshing Phyalcal Characteristlics:
Slandar and with tha high choakbones of
har Indian ancesiry, Dofia Linda (the name given
her by de Merida, who could not pronounce her
Quachua Indian name) has a regal bearing and a
gerene axpression. Her long gown i axtramely
impractical for cross-country travel, but the
Spaniards ingiat on it for e sake of modeaty. The
Indian would much prafar shorter, more practical
garb, but conforma 1o the wishes of har mastars,

Briaf Parsonal History:
oo Ecuador, TMP Earth, 1511 AR,

Dofia Linda is a half-breed Indian, Hor
methes was the daughter of a village chisfkain and
her lather a white-skinnad forelgner who arived
at the village under mysierous circumstances. He
was a ship-wrecked Spaniard named Jusn
Alvarez, last sundvor of an axpedition kst near
the mouth of the Orincco. Driven inland by bad
waalhar and hostile Indians, Alvarez and hig
companions continued up tha Aver, sullering
heavy attriton all the whide, When ha reached the
Indian village on the lower slopas of the eastem
Andas, Alvaraz was slck with fever and raving of a
fabulous city of gold inthe jungles toward sunrise.

Dofia Linda's mather pited the stranger,
nurgad him back to health, and eventually fell in
lova with him, He taught their daughber his
language and beliels, but died wiwen sho was 15.
Yoars later, after the conquest of Paru, de Merida
and hia Spaniards arived In e vilage, Dofia
Linda could speak thtr language, and ralated har
father's story. Making the young woman hls
parsonal vanslalor and secratiry, de Menda
docided 105481 0UTIN Search of Alvaraz’ discovery,

ROLE PLAYING QAME

Parsonality:
MonvalioneDasiresGoals:

Doha Linda is o woman whose dual harinage
lops her from baing accepted by althar
Europeans or Indlans. Though granddaughies of
a chigf, her status was obscure from birth,
Though she was raised in a manner befiting hes
atation, har befief in the Catholic teachings
passad down from her fathar made her an object
of ndicula in the vilagn. The Spaniards, axcapt ke
dis Marida and Perez, have not accapiod hor as
anything more than & savage wha happans 1o ba
usaful 1o thedr neads, more a curicsity than a
human being. De Merida saes her an a usaful
tood, o be wall-reated as long as she can halp him
find the city of gold and conquer it. Parez is
genuinaly fond of hor, and she of him.

Thir fact that Dofa Linda i a parson withaut
heritage makes hera lonaly figure. Her belial in
Christian teachings left her ilk-prapasad for the
tarmticism of Father Robeno or the ruthlessness
of her patron, de Merida, As sho bigng o see
them commiiting mandar and atrocites in the
namae of har lather's gentle, forgiving God, sha 15
ap o rebsed. This could make her an aager ally of
the adwenirars,

Itls also more than just possible thal Dofia
Lircia coutd decida 1o joln the advenlurers later,
as they might olier har the home sha has naver
really known. Thus, Doha Linda can be a player
charactar, If desirod,

Mannor:

Dofia Linda is a gentle, compassicnata
woman, mora Cheadan in har outiook than many
ol her Spanish companiona. She spaaks sty
bl very peraunsively, |s vary compatent in tha
wirys of the jungle and  the life sho know in the
village, and is alantve and eager in the
acquisition of new knowledge. She respects the
Spaniards, especially Fathor Roberto, though
they do net reat her wall in rasum, For Perez, she
would do almaat amything.
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Mame: VIRAROCHA
Baes: Human

Sox: Male
Pofession: Rebel Prince

Allributes:
SR =l CHA -V
END -V MNT =V
cex =Wl TN =V

Combat Stallslics:
AP, 11
Armand Cambat,
Bow Leval ¥
Blowagun Lewal i
i

Spoar LavalV

Brawing Leval VI
Grappling Lavel V

Signiflcant Skilis Levai
Leadership W
Miilary Sciences

Small Unit Tactics Vi

Trap Discovary v
Sacurlty Proceduras

Concoalmant ")

Slealth W
Sports, Swimming W
Wildarness Survval wil

Appearanca:

Haight: Average

Buiid: Avarage

Looks: Attractve

Apparant Age: Mature Adult

Actual Age-30

Aecognition Handle: Tha prince wears a
lgincloth and carres several weapons.

o —

Distinguishing Physlcal Characterlstica:

bronz e~ skinned warnor with flowing black
hair, Prings Virarocha is handsome and graceful,
but not particutarly strong. His various weapons
ara slung from his shoulders and wiakst.

Brisf Personal Histery:
y :Manoa, TNP Earth, 1513 AD.
Virarocha is son and heir to the ruler of
Manca, the hiddan city of Laka Pasima. Castoul
because of his implous remanks against the
Slurian ‘gods’, B Princs has been leading a
raggred band of oulcasts eves since,

Parsonality:
MetvatonsDaslas/Goals:

¥irarocha wanis only 1o redeem his clty, his
peopss, and his father from the hold of the
Silurians. Al other goals have baen subordinaled
Lo this,

The Princa wants o baliews that the
adventurers are gods or haroas sant 1 fight tha
‘Sarpant Demons' who have taken over the city. IF
ancouraged in this bolief, he will be sasy to deal
with, On the other hand, having onca besn takon
in by avil beings willing to accept the mante of
godhood , Princa Virarecha |s now indined 1o be
sheptical. Hawill guestion any orders or plans that
do not sound (oo wise, &fd will ot obey blindly on
tha strangth of falt,

Marwer:

Thoe Prirscair s an open, Imputslve namre.
Ha Is axremely brave and quite indined o say
things without welghing the diplomatic nuances of
his words which is how ha cams o ba in troubla in
thar Tirst place). Accustiomed to handling man, ba
can be armogant and pig-headed, bt is inteligent
enough 1o take SUQQostons that are carefully
supporied by reason.

MName; DROVAL
Race: Slurlan
Sk Mata
Prolession: Triad Laader

Altributes:
STR - CHA =V
END -V MNT - |W
DEX - ™ =VI

Combal Statistios:

AP
Armad Combat, Third Eye: Wi
Unarmed Combat, Brawling: v

5lgnlficant Sklils Lavai
Leadershi

ship
Lite Sciences
Agricultra

=

Cinomral Masdicing, Silurian
Psychology, Siurlan
Pathology

Pharmacoiogy
VMatednary Modicine (Raptilian)
Military Sesoreos

Srnall Unit Tactica

2. F=EFeE< <<

Trap Discovery
Verhal Inleraction, NegotinienUiplomacy

Appaaranca:
Height: Tall
Build: Stocky
Looks: Average
Appanent Age: Middio-Aged Silurian
Actual Age: 82 (outsida hibamation)
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Distingulshing Phyaleal Characterlstics:

An exceptionaly largs Siudan, Drovars
helght and build asae about tha only things fal will
allow non-Silurians to tall him apart from others of
il rvcas.

Brisf Parzonal History:

Birthplace: THP Earthy

Droval was selecied as leadar of tha triad
rasponatble for tha shedter built under e sie [aer
oietipied by Marioa. Since his revival following an
earthquake, ha has baan working to wips cul
hunmanity zo that others of his poopdo con be
remwakaned i lake thalr rightfd place in the
widseld,

Parsonality:
Math

Droval wants to ans ure the surdvid of his
peopla, and cannot tolerate the thought of lesing
g panat o a group of upstant ape primitives. His
main goal is o do something abeut humans so
thal his people can ke up whana tway lelt off.

T Sllurian loader distneat machinary,
artd has Fithe falth in Visthar's plan, The fadure of
communications devices thal would othanwisg
hawe revived the other colonies, and tha fact thar
Vigthar olers such a complete soluten o the
hurman problem, with a minimum of affon and
suttering, has hett him willing to 1y this plan. Heis
notcomincod sat it o realy the best course of
action, however,

ROLE PLAYING GAME

Manner:

Like all Silurians, Droval is emotoniass.
Authless but tair-minded, ha scta frem
canviction thal ha krows what |s bost for the
Silurian race. Humans disgust him, but he s
willing 1o tolarate those he neaeds o achisws his
largar goals.
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Name: VISTHAR

Race: Silurian

Sax:hiale

Profession: Trind sciantlat
Miributes:

gtR =il CHA -V
END =1l MNT =W
EX =Iv M =Y
tombat Statlstics:

AP 7
Amed Combat, Third Eye: Lovwsd ¥
Unarmied Cornbat,

Brawling: Level i/

Elp:lrﬁunt Skille Lavel

Enginaering
Civil Engineenng
Electrical Engineering
Mechanical Enginesring

s

Mathamatics s
Physica

echriology
Force Field Systoms wi

Looks: Avarage Sllurian

Apparert Age; Old Adull Silurian

Actal Age: 125+

Revognition Handfe: Viery obd and frail,
Yishtar is stooped and shaunhen.

Disdl Ishing Physical Characterislics:

slight Silurian has the dull scales and
dimming eves of someone very old, even for his
fairty kong-lived kind, This shows in his postura,
his wasting bady. the lack of ealor in hls scafea,
and the blinking, watery, squinting satof his thros
eyes,

Eriaf Parsonal History:

Birthplacs: TNP Earth

A bellkant researcher, Visthar imventad
Silurian wempodal sclence from & & virtual standing
start, When the hibernation crisis came, Wiathar
was lorced o give up his work in favor of tha
assantial job ol proparing the underground
shedlters, but he was polsed on the brink of
discovaring a method of following the genatic
structure of a spacies through tme. From this,
uunﬂmporaudanwmunlrn slep away.

Aher awakening, Visthar developed hia
theories further and created the visualization
machina he knew was possible. nthe pracess,
he learned the theoretical basis for ime loops, and
the possibilty of using the loop on a speces
rather than & point in space. Lacking only a
peoper bacus, Visthar expesimanted on humans
{'sacrifices’ offared by the Indsans) until the arival
of tha TARDIS put his plan within reach of
BUBCLGOR,

Parsonality:

‘Visthar |s & scienfist, curouws about
evarything, bul vary much detached from the
reaults of his work. He cares for nothing but the
expanslon of imowledge. I ha is working now for
the safety of the race, it is beceusa Droval is
fncmghmm-:lwlnﬁhu oflorts usafully,

Thaﬂlurian scientist is even more
unamaticnal than his colleaguas, and very singsa-
manded. Hurmans do nat disguat him, Rather, thay
ara fascinating specimens 1o be researched, but
ho feels nefther plaasura nor sadnass atwhat he
is dioing to them.

TYPICAL CHARACTERS

When encounters call for a
peneric character of a given type, use
tha Information pravided in this
gaction.

Name: TYPICAL SPANISH
CONQUISTADOR

Raca: Human

Bax: Waig

htAbUa:

ETR =V CHA =1V
END -V MNT =¥
DEX =V M =Y

Nm!’i Statistics:

Arquebus: Leval IV

Aecognition Handle: A bearded man
wiaring Spanish armor and camying an anguebus
andor sword. Further Information can be
developed as needed, along with Inalvidual
vadations in statisics or skiilks.

Mama: TYPICAL INDIAN

WARRIOR

Tha same basic data can be used whather
the charastors sncounter Indiard in e STy, with
Virarocha, o« with the Spanlarde, indlans need not
b comipatants 1o use this data, sithar.

Raca: Human

Sex: Camemaster's choica, but usually male

Attributos:
TR -V CHA =V
END =V MNT =1V
pEX =V T =V

Bumhll Stallstlcs:

Mngd e Lavel I
lowgun
Bow Leveed 0

Daggar Leval

Macx-and-Chaln Lawal V

Spaar Level
Unarmead Combat,

Bravading: Lewal M

Slgnlticant $kills
Leadarship 5 W
Milltary Sciences
Small Uinlt Tactcs I
Trap Discovery Vi
Securty Procedures
Concoalmant Vi
Stoalth v
Recognitizn Handls: Dak-skinned and
Iblack halrad, the typical Indian warrior wears a
Ininclath and carras a spaar and other Waapons.

HOLE PLAYING GAME

Mame: TYPICAL SILURIAN
Sea page 23 of the Game Operalions
Manual,
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GAMEMASTER'S NOTES

GETTING
STARTED

The characters in this game
should include at least one Tima Lord
and his Companions (Gallfrayan,
human, cr otherwise). Though ftis
possible for an NPC 1o be the Time
Lord wha binds the group together, this
may cause problems for the game-
master by making players too depand-
ent upon his direct participation. it is
bast if the players have total cantral of
their own dastinies, and this almost
invariably requires that a playar char-
acter fill the Time Lord's rola.

The gamemaster may decide to
have some of the player characters be
naliva to the 16th cantury Ap,, as either
conguistadors or Indians. Inthe
DOCTOR WHO telavision series,
most Companions bagin as charactars
ancountarad in a given advantura,
After intaracting with the Time Lord in
tha first stary, thase ‘natives’ and up
accompanying him aboard his TARDIS
after the advenlure is resalved.
Players who would like to enter the
slory this way could taka one of the
pre-genarated NPCs. In particular,
Cristobal da Perez and Dofia Linda
were designed for this purpose, but
athars such as Virarocha are just as
suitable if fleshed out. i the players
choosa to create new characters with
appropriate backgrounds from
scratch, the gamemaster should be
sura ta restructura the story to allow
for participation by the new character.

The cora of the advanturing
group, howaver, will always be aband
ol lime travallars vayaging togethar
aboard a spacific TARDIS, led by one

or more Tima Lords. Athough genarally

amployed by the CIA, some changes in
tha initial part of tha stony would maka
it possible to ignora this (as whan Tha
Doclor is used). At any rate, the
players bagin as is described in the
adveniure narrative, and follow the

flow of evants until a conclusion is
reached, role playing their characters
as thay go.
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CREATING THE

L]l ATMOSPHERE
a0

In any role-playing adventura, i
falls 1o the gamemaster to create and
presanva the mental image of events
and situations through his descriptions
as wall as through the actual events
that ara taking place. Imparting the
flavor is extremaly important when
moderating a historical adventure, as
the gamemaster's descriptions can
maka the players feel they are raally
dealing with another place and anothar
tima.

The DOCTOR WHO: Role
Flaying Game contains a large sec-
lion suggesting the best techniques
for use in presenting a scenario toe the
players, Obwiously, the gamemaster
should apply these as he can. The
following sections suggest soma
specific, rather than general, ways to
bring this particular adventure into
sharpar focus,

ADVENTURE BACKGROUND
About 200 millicn years ago, a
regue planat entered the Sol system,
craating havoe amang the intelligent
races of two Sclarian worlds. One,
Maondas, was thrown out of its arbit,
forcing its human-ike natives to adapt
to the worsaning climate or die. The
survivors ultimately bacame the Cyber-
men. On Earth, Homo Raptilius, the
race |ater misnamed the Silurians,
discoverad thal the rogue planal's
close passage would disrupt thair
world's atmosphera and climate. To
savae themsalves, the race enterad
hibamation chambers all over tha
planat. One such group was haadad by
Droval and located in chambers in what
humans would later call Venezuela.
As millennia passad, the design
fault integral to every Silurian shalter
kept the reptile-men asleap long after
the rogue world had settled into orbit
as the Earth's moon. Mammals
claimed the surface of the planet, and
Mankind arose as the Earth's new
dominant race. In tima, a band of
South Amarican refugees from the
Andes mountains buitt thair new eity
directly over the sight of Droval's
refuge. Than, an aut-af-contral
intertemparal recordimg consala from

ROLE PLAYING GAME
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the Resaarch Institute on Space
Station Chimera set off an earthquaka,
which triggered the Silurian leader's
revival. The earthquake also openad a
passags to the sudace, and an Indian
priest entarad the chamber, Discov-
aring Draval, the priest and then his
people worshipped the Silurian as a

Draoval anly revived some of his
people becausa the equipmant
dasigned to remotaly revive othar
hibernation sitas had bean destroyed
in the earthquake, leaving his colony
isolated. Unlsss he could send cou-
risrs overland, his group was on ils
own. The infastation of humans on the
planet made him reluctant to send
Silurians across country.

Visthar, Droval's chief scientist
and a pionesr in both tarmporal science
and genetics, proposed a unique
solution, His theories showed that the
unique genalic heritage of any living
baing could ba traced through time. if
Visthar could davise the proper equip-
mant, it would be possible lo solate all
comman heirs of the same genatic line
(as far back or forward as one cared to
go) in atime loop. Man and all of his
works across the canturias could ba
arased fram the timaline all at onca
without harming the Earth at all. Droval
authorized the work bacause ha had
so few viable alternatives and despite
his own inward misgivings about ma-
chinas. The Silurians used Indian labor
to mina uranium for thair equipment
and as genetic guinea pigs.

Atthe momant the players' group
arrivas in Vanazuala, tha Siluriana
have reached a stumbling block in their
plans, Visthar lacks a propar focusing
davice for his Machine, but the group's
TARDIS could provide him with it. At
first, the Silurians seak help fram the
tima travellars. When this is not forth-

‘coming, Visthar fathoms the TARDIS®
secrets for himsel, and learns how to
make the final hookups. By the time of
the advantura's climax, humanity is a
switch-throw away from permanent non-
existences,

THE SETTING

The gamemaster should always
keep In mind just where and whenthe
adventure iz taking place. He will want
to describe the Venezuelan jungles
and the majestic sight of the golden
city of Manoa in a way that leaves no
doubt as to what and where these are.
If the gamemaster is loo vague, the
playars may fesl as though the
situation could be taking place in
Renaiszance laly, at UNIT head-
quarters, on Gallifray, or just about
anywhera. The players must be abla
to summon up a mental image of the
humid, tracklass jungles, the conguis-
tador's armor shining in the afternoon
sun, or the gaudy decorations and
geldan amameantation of the pyramid
templa.

Descriptions should also empha-
size the unusual. For instancs, the
Amerindians never Invented the wheal,
and 30 thara are lithers, beasts of
burdan, or slave-baarars but no carts,
Study a book on the Incas or the
conguistadors to increase the dapth of
background detail to be worked into
descriplions, but remembar that the
fictional nature of Manoa allows tha
gamemaster latitude in his portrayal of
the Indlans. Anothar aid 1o visualiza-
tion Iz the vse of artwork from this
modula, but thare s no substitute for
vivid description,

Intreduca good narrative dascrip-
tian early on during the sajourn into the
21zt cantury because this is a good
tima to build an air of uncertainty and
mystery. if the gamemaster is doing
his job, ha can what the adventurers'
curiosily to find out what has gone
wrong, insplre terror at the sight of a
dinosaur, or awe in the discovery of
tha ruinad city, all the while building
suspense that breaks suddanly with
the discovary of the TARDIS. The
opaning saction of the adventurs,
though not related to anything that
comes later, is essential to setting the
maood of the party for tha next stage.

USING NPCS

MNon-player characters do much to
sat the lone of the adventure, not only
through their aclivities and their inter-
action with player charactars, but also
through the way that NPCs respond,
Through their attitudes and reactions,
NPCs are a mirror of their own society,
and thus help remind the players of ha
adventure satting and background,
When common soldiers or Indian
warricrs meet up with a Silurian, thelr
responsas will help set or relnforce the
mood the gamemaster has been
striving to create.

Remamber, too, that the MPC is
tha gamemaster's direct line into the
gamea world. Though he can control
ancounters, events, and the broad
sweep of the adventure as a whole, the
gamemaster's only direct paricipation
is via NPCs. Through tham, ha imparts
infarmation, and with good role playing,
he sets the playars an exampla.

Keep in mind that characters from
the 16th cantury ao. should be played
as humans. These people will have
suparstitions and gaps in their knowl-
edge. Many will be complately un-
educatad paasants. This doas not
make tham stupid, and it doas not reb
therm of thair ability to think, fesl, and
act. Never confuse education with
intalligence, and naver allaw a playar
portraying such a character to do so.
At the same time, try 1o keep in mind
these characters’ comparative lack of
sophistication to help remind the
players that these NPCs, bom into
other eras and other socisties, may
hava valuaes of thair own,

AN AIR OF TRAGEDY

The Clty of Gold is a traglc
advanture. Try as they may, the
characters cannot avoid a solution
that saerifices an Indian cultura and a
Spanish expedition in order to save
humanity. Behind this sacrifice looms
another one, even sadder: the
Silurians themsalvas. In many ways,
tha culcomn of the adventura is down-
beat, and the options of the playears
limited {so that even negotiation and
reason ulimataly fail). This almos-
phera of futility is defiberate, and is
somaething the gamemaster should do
his best to bring across.

The antira story of Silurian-human
relationships has held this samae tragic
quality on the DOCTOR WHOtale-
vision series. Three times The Doctor
has strived for a peacaful solution,
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recognizing the justica of the Silurian h

causa. Three fimes he has falled, dus
to tha intransigance and short-sighted
prejudica of leaders on both sides of
the issue. DOCTOR WHC is a fable of
marals, and any story that tackles the
Silurian question must address the
most basic moral of all: human {and
Silurian) nature is the worst cbstacle to
social progress that there is.

The story nead not channel to
such a deprezsing ending. Parhaps
tha gamemaster will arrange things so
that a negotiated settlement ends the
confrontation, gaining a new homa for
most of tha Silurian and Sea Davil
slespars. Or, parhaps the Tima Lord is
given a chance fo eliminate only tha
Silurians, saving the humahs. Eithar of
these solutions weakens the whols
point of the story, howevar.

It is ultimataly the stubbom preju-
dice, gread, and ambition displayed by
each side that costs thousands of
lvas and saals the fate of an antira
Indian socisty. The lesson is thare.

PARADOXES AND
FARADOCTORS

The Player's Handout goes
into considerable datail about alternate
timelines and paradoxes. it is impor-
tant that the gameamaster be familar
with this material. I is essantial to
undarstanding how history may be
changed In DOCTOR WHO.

Actually, the ClA's purpose is 1o
prasarve the status quo (the Prime
Reality) by seeing to itthat history is
notchangad. Safeguards have baen
built in that make it inadvisable to
changa history in the first place, and
increasingly difficult to change it back
latar an. Fartha most pant, mathods
ather than going back in time and
undolng an event before it happens will
not be as feasible as sticking around
to solve the problem in its own time
pariod, Thus, the gamemaster should
not misusaé ar ovarusa of the ability 1o
altar history.

I glnilar fashlon, the gama-
master should keep paradoxes to a
minimum, The oparation of primitive
{nen-TARDIS) tme fields (as in this
adventure) might allow laakage from
ona time frack to another. The TARDIS
&t the rulned tample inthe 218t cantury
ta a bridge from the timaline of the
Silurian victory to that of tha Silurian
defeat, which axists becausa of the
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time loop it created. Similar paradoxes
that allow for duplication of things or
paopla on one lime track will be rare.
The TARDIS PAST system pro-
tacts the player characters from the
circular effects of a paradox for a tima,
as it exists partly to maintain the
reality of the individuals aboard the
TARDIS. Howevar, PAST only buys
tima. It does not allow the characters
to glesfully change history for frae®.
(The TARDIS Model 83 may have that
potential under some circumstances,
howavear.) Tha charactars surviva this
adventura only because they arae, after
all, putting the Prime Reality back on
track through thair actions. It is failure
that would change history, relegating
the characters and their univarsato
one of the myriad Might-Have-Beans of
Tima.

FOR FURTHER BACKGROUND
For additional background informa-
tion, gamemastars should consult
ralatad DOCTOR WHO adventuras,
either on TV episodes orin Targat
Books novalizations. Thasa include:
The Silurlans
The second aplsode of the sav-
enth season pitted the Third Doctor
against the Silurian sleepers in
England, tt was novelized as Doctor
Whe and the Cava Monstars.
The Sea Devils
Third episoda of the ninth season,
this show infroduced the Sea Davils,
tha undersaa varsions of tha Silurians
whao plotted with The Master for world
dominion, but were destroyed. It was
navelized in Doctor Who and the
Sea Davils,
Warrlors of the Deep
In this episade, second of the
2151 season, The Fifth Doclor faced
both thae Silurians and Saa Davils
together in an undarsea missila baza
on tha brink of a warld war, It has
been novelized as Doclor Who —
Warriors of the Desp.

ROLE PLAYING GAME

GENERAL
ADVENTURE
PROCEDURES

Ceartain basic procaduras necas-
sary to effectively judge the course of
the adventure are presented balow,
The gamemaster should ba familiar
with each of thesa topics in ordar to
effectively handls the situations thay
cavar,

THE ADVENTURE FLOW CHART

Unlike many role-playing adven-
tures, the dezign of The City of
Gold allows tha player characters to
take multiple paths. According to the
decisions they make, various branch-
ings and turnings may arize at several
points in the advantura, This obviausly
increases the complaxity of keeping
track of the adventure as a whole.

To aid the gamemaster, thrae ad-
vantura flow chans are provided, sach
showing the various decision paints
the players' group may reach in the
course of the scanario. The Adven-
tura section claarly diracts the gama-
mastar to the sactions dascribing the
outcoma of cartaln player daclsions,
but the charts allow him to ses the
schame of things in greater avearall
datail.

The first chart covers the events
in Forward Te The Past. Whan
charactars reach The Scent Of
Gold section, they have come to the
first decision point on the chart. From
hare, the players make decisions that
will follow various tracks on the chart,
The bold-faced heading on each box
correspands (o the section of tha
adventura narrativa that will unfold as
a resull of the decision made.
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Flow Chart 2 shows the options
available to player characters imprig-
aned by the Silurians. Begin with Tha
Captlves and The Silurian Plot,
and procesd from thara. Flow Chart 3
daals with player characters who are
outside Manoa and are seeking to gat
inside. Begin with Outside The
Clty.

The flow chart cannat, and doas
not, cover every possible aventuality.
Try as it may, no adventura can ever
heps 1o address avery possible
avenua that a sufliciently talented
group of players may want to explore.
This Is why thera is a gamemastar,
When faced with the unexpectad, ha
must use his knowledge of the situa-
tion and the ultimate neaeds of the
adventura 1o improvise responses,
Consarvative gamamasters will find a
way 1o steer the fres-wheeling players
back onto safe, flow-charted ground
as quickly as possible. Daring,
craativa, quick-witted gamemastars
may find the new coursa mora
interasting than the original plan, and
can 'go with the flow' by improvising.

JUDGING MULTIPLE PATHS

Many role-playing adventures do
their best to keep players' groups from
splitting up during the adventura, as
this adds complications for the game-
master. Not only will he have to co-
ordinate more than one set of develop-
ments, but he must be able to keep
playars involvad and interastad during
pariods when evants do nat involve
thair own charactars, In running
multiple paths, the gamamastar's
bggest concarns are with keeping the
flow of time in the game constant, and
kaeping the playars inveived despite
patiadic shifis In scena.

Inthe DOCTOR WHO talavision
saries, however, splitting up the adven-
lurers' group is oiten Integral to solving
tha prablan of the eplacde. By splitting
up, each mambar of a group gains
knowledge or exarcises influanca in
avants that aveniually come logether
in tha climax and denocuament. Raraly
does A Companion stay constantly
altached to The Doctor's coattails, By
wandaring off on their own, Compan-
ions can bath ereato and eolve various
prablems that maka the advantura
mora exciting.

To more closaly parallel the tels-
vision sarias, this advanture assumes
that various playet ¢haracters will
follow muttlple paths. Some may be
taken captive, athars link up with
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Virarocha, and still others may remain
with the Spaniards. The gamemaster
may find it a headache to orchastrate
thig, but it gives each player more
chances 1o make decisions and take
actions that have animpact on the
gama. The outcome is also closer to
the spirit of DOCTOR WHO.

TIME-KEEPING
The passage of tima in the game

is axtramaely important, and should be
tracked according lo what the advan-
turers ara trying to do. i the captives
are planning to bora from within to stop
the Silurians, it is wize fo slow down
their escape attempt while the char-
acters outside make their move. On
the other hand, if tha captivas plan to
gat clear, it is better to allow them to
makea an early break, and so have time
to mest their comrades either cutside
of on tha city streats during the
infiltration of Manoa. Do not hasitate
lo daeliberately recapiure escaping
characters one or two times i it
becomas clear that their plans are
coming to fruition too early. Like a
good dinner, a good multi-path adven-
1ure requiras that all the separate plot
lines ba allowead 1o heat up or simmar
quietly as circumstances warrant. The
optimum solution is to have captives
get out and confront the Silurians at
about the same time as the othar
charactars are reaching tha pyramid,
50 that the newcomers can provide the
distraction (Fate Takes A Hand)
that brings about the climax of the
scanario. The actual situation may, of
coursa, unfold quite differently.

Az 1o keeping the playars in-
volvad, the gamemaster can manage
this in savaral ways. First, aven if
nothing much is happaning, shift back
and farth rapidly batwaan tha two
groups. Prisoners, particularly, may
not get to do much, but should have
the opportunity to examine their cell,
question the gamemaster, and interact
with the NPCs who ara also prisoners.
Even if they accomplish next to
nothing ovar the course of saveral
scana changes, tha players will not
feal that they have been shoved
completely aside. The gamemaster
can sat up visits from Droval and
Visthar, an escape opporiunity, or
have a character dragged up to the
temple as a guinea pig for calibration
tasts of the machine,

Another way 1o gat the players
involved is 1o allow them to participate
in actions not involving their own
characters by givingthem an NPC as a
character, ln athaer wards, the game-
mastar might have the players with
characters outside the city also role
playing a character such as Fathar
Roberto, whao is with the caplives
inside the city, and vice versa. In this
way, players are not sitting around
waiting for their turn. It also relieves
the gamemaster of the scramble to run
many differant NPCs at onca, If the
gamemastar wants an NPG to behave
in a cartain way, he can anlist the
playar's help or diclate key aclions,
but allow the players 1o work out the
other factors. Most players Know not
1o allow their knowledge of what one
character is doing to influence anothar
character they might also be rola
playing, but the gamemaster shauld
keap an aya out for such prablams.
With that one caveat, the gamemaster
should find this techniqua aspeacially
uzaful.
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JUDGING RANDOM
ENCOUNTERS

Random encountars may ocour in
the course of movemant through the
city, and are discussed in the section
of The Adventura entitted In The
City.

Whaenevar a random encountar
takes place, roll on the table below to
discover the nature of the encounter.
Tha lettar coda is keyed to an Encoun-
tar Explanation. In The Clty dis-
cusses the exact encounter process,
and the uses of the difficulty lavels
and cther special notes provided,

The Encounter Explanations
prasant only the bare bones of each
situation. The gamemastaer will hava to
expand upon tham to produca a
coharant narrativa.

City Encountar Tabla

Second First Dla Roll
Die Roll

1

A
A
c
E
E
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Encountar Explanations
Letter code results are describad
balow. :

A. Indlan Peasants: A iotal of
306 unarmad Indian man, weman, and
children coma down the street toward
the adventurers. if they make contact,
agroup of 106 will attack them with
bare hands while the rest fles, ealling
for halp, A +2 modifier is applied to the
naxt five encounter rolls. Whean an
encolnter occurs, two rolls are made
on tha tabla. Ta avoid contact raquires
a successful Skill Roll against tha Con-
cealment rating at Difficulty Laval 11,
or a successiul roll against the Stealth
rating at Difficulty Level N,

B. Indlan Warrlors: On the first
encountar of this typa, 106 Indian
warriars with miscallansous weaapons
are ancountared. The second is with
2086, the third with 306, and so farth. If
more than 15 wamiors are prasent, roll
again, but implement only a "C"
(Shurian) result. All warriors will close
in to try to captura or kill the intrudars.
For five turns thereafter, add a +3
madifiar o the chance of an encoun-
ter, but roll only ance for type. To avoid
contact, make a successiul die rall
against the Concealment rating at
Difficulty Leval Il or against the
Stealth rating al Lavel V.

C. Sllurians: Whan rollad, this
encounter causes 103 (106 divided by

2, rounded up) Silurian warriars 1o ap-
pear, clad in hooded robes. Silurians
will attempt to capture only characters
thay ancountar. For five turns after
thiz encounter, apply a +4 modifiar to
the chance of an encounter, but roll
only once for typa. To avoid contact,
make a successful roll against the
Coneealmen rating at Difficulty Laval
IV, or against Stealth rating at Leval V.
D. Friendly Indlans: The group
spots a group of 106 of Virarocha's
followars. On a 7+, Virarocha himsalf is
present, f not already with the adven-
turars, if Virarocha is available, ha will
order the Indians to slay with tha party
for as long as the advanturars dasira.
if he is notthere, the Indians will
ramain for 206 turns. Friendly Indians
may be usad 1o draw away hostile
forces on subsequent encountars,
decreasing by 1 the Difficulty Lavel of
avoiding contact. In doing so, how-
avar, tha Indian er Indians invahed will
ba killed, captured, or saparated from
the party. This encounter can only
occur when Virarocha's Indlans are
helping to mount a diversion in the city;
otherwise, it Is treated as a rasult "A~,
E. Conquistadors and Allles:
The group encountars 206 Spanish
and Indian soldiers. f a 7+ is rolled, de
Marida, Father Robarto, Perez, and
Dona Linda will be present as well
{unlass the characters ara otharwisa
accounted for, with the adventurars
alraady captives). The congquistadors
navar join the party unlass de Merida is
prasant. They always increase tha
difficulty leval of avoiding contact by
attacking anycne or anything encoun-
tared, but could be used to cccupy an
anamy whils the characters move on.
I de Merida and the other princlpal
NPCsz join up, they will ramain with the
characters until the group reaches tha
pyramid, and will ultimately precipitate
the events in Fate Takes A Hand.
Deapanding on exact cireumstances,
tha gamemaster might nead to modify
the dascription. This avent can only
occur if the adveniurers have recruited
the conquistadors to create a diver-
sion inside the city, Ctherwise, treat
as rasull *B°.

F. Battle: The adventurars hear the
sounds of fighting, and stumble onto
the fringes of a fight betwesn city
warriors and conquistadars. ftha
encounter is avoided, apply a-2
modifier to the naxt five encountar
rolls. f an encounter occurs, roll twice
on the table for rasults. i the ancoun-
tar is not avoided, the charactars are
caught in the fighting betwesn 306
conguistadors and 106 x 10 nativa
warriors. Resolve the battle according
1o tha game circumstances. The
Indians will retreat i they suffer 50
percant casualties, the conquistadors
if they lose 25 percent. The adventur-
ers can also avoid the encounter by
getting behind the conquistador lines
and using the Spaniards to cover thair
escaps. To avoid contact requires a
Skill Roll against the Concealment
rating at Difficulty Level IV or against
the Stealth rating at Lavel VI. This
ancountar can only occur if the
conquistadors are inside the city;
otherwisa, treat it as rasult "B".

G. Dinosaurs: The adventurers
encounter a Silurian and his pat cami-
saur. if the encounter is not avoided,
the adventurars face a very angry
Herrerosaurus as well as a Silurian
warrior. To avold contact requires a
successiul Skill Roll against the rating
in Concealment at Dificulty Lavel V, or
against the Stealth rating at Difficulty
Lewval V1. If the charactars are dis-
covarad, but then somehow elude the
dinasaur, thera is a 8+ chance on each
subsequent round that the beast will
appaar again, unless it is killed or tha
characters get on or into the pyramid.

H. Fira: Spanish looters hava
started a conflagration. Forward pro-
grass Is blocked in the direction of the
encounter. The fira cannat be "avoided"
{itis impossible to conceal oneself
frem afire). It cccurs only inthe event
of a conquistador attack inside the
city; otharwisa, traat it as a result "C",

To establish the diraction the char-
acters ara heading during the encoun-
ter, rall 206, and use the table balow.

Dla Roll Direction Of

Encounter
2.3 Across street 1o the right
4-6 Bahind
7-10 Ahaad

1i-12 Across street to the laft

An ancountar beging in the
direction indicated, but will always
maye from thera to the adventurars’
currant location.
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JUDGING WEAPONS
Maost of the weapons in the scenario are standard types described fully in
tha DOCTOR WHO Rale Playing Gamea. Some spacial points of intarast
are noted balow,
Arquebus
The Spanish arquaebus is a primitive firearm. its statistics follow:

Ranga (Squaras)
Weapon Damage DDF Peint Short Madium Long Extra
Type Blank Long
Arquabus ans 4 1 5 10 20 30

Aftar baing fired, It takes three combat rounds to reload the arquebus, six
if the charactar is evading or undar fira. The weapon cannot be fired in the same
turn as the attacker movas, and can only be fired from a standing position.
Bow
The Indians use a shortbow, as described in the rules on combat,
Venuslan Needle Gun
This pistol-type waapon has the following statistics:
Hanga (in squaras)

Weapon Damaga DDF Point Short Medium Long Extra

Type Blank Long
Venusian ;

Meadla Gun abs -1 1 (3] 12 25 50
Swords

Indian swords ara st related short swords. The Spaniards use oex ralated
long swards,
Blowguns

Sea The Ambush section of the adventurs for details of blowgun dart
effacts. Otherwize, blowguns are ireated according to the basic rules set.

major adventura setling in itself. Tha
EXTENDING gamemastar may changa this in ordar
THE o tha :}tugh by hi::gnfj;lsa tha Issdu?.l_ I

ara urney and the loss
ADVENTURE of over 75 percent of tha original expad-
tion, the conquistadors could be ready
far all sorts of internal prablems, Par-
haps there is a mutiny brewing, with
plans afoot to replace de Marida with
Pearaz sothat everyona can go homa.
The Indian allies might ba on tha varge
of rebellion. Perhaps there is another
Spanish expedition In the neighbar-
hood competing with da Marida (who,
like Cortez in Mexico) may hava lost
the support of the Spanish governmant
and ba an outlaw,

The gamemaster could devalop
any of these ideas to further compli-
cate the adventura and place the
charactars squaraly in the middla of
Intriguas er combat. i de Marida s in

Any scenario booklet can easily
becomae a stepping stone to further
adventure situations. Some of the
following ideas may be incarporatad (or
ignored) at tha gameamaster's aption.
They are strictly suggestions, and not
intagral to the adventura as a wholea.

PLOT COMPLICATIONS

It is possible o introduca various
complicating factors Into the basic
advantura, Somea may arisa from
playar actions. The gamamastar can
bring othars Into play as sidalights to 1
maka things more interasting.
The Conqulistadors

The basic adventure troats de
Marida's expadition as a backdrop, a
sourca for a diversion and some tam-
porary inconveniances, but nat really a

ROLE PLAYING GAME
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soma kind of trouble, his determina-
tion to use the characters to halp him
find El Dorado will ba all the strongar.
Mutinears or rabal Indians might hava
their own uses for tha characters, toe.
Any sort of crisis in the Spanish camp
will also make it necassary for tha ad-
vanturers 1o solve the problem baforg
they can talk de Merida into helping
them in the city. By expanding any of
these concepls, the whole Spanish
involvement becomas much maore
crucial to the advanture, though atthe
cost of much greater complexity.

The Indians

The Indians in Manoa have baan,
for the most part, ignored, As servants
of tha Silurians, thay are treated mors
like ciphers in the basic narrative. Only
Virarocha's rebals are of any real
importanca.

The gamemaster could, however,
add several new lavals of intrigue and
complaxity to the adventura by adding
the Indians within the city as a major
factor. Virarocha's father and the High
Priast, for exampla, may each have
theirown goals in the adventura, What
do the Indians hope to gain fram the
Silurians? Ara they still complately
loyal 1o Droval and his fallow 'gods'?
These quaestions could spark tha
creation of a whole naw segment of the
adventura.

Ona scenario might envision a
power struggle betwean the King and
the High Priast, who is using the
Silurians to bolstar his own prestige
and powar {while Droval is using him to
control the ‘ape primitives'). The King,
meanwhile, secratly agrees with
Virarocha, but connives to get his =on
out of tha city 1o sava hiz life, Tha
King's followers will ba as intarastad in
the adventurers as Virarocha is, and
may rascue ane of mote af tham from
the Silurians. Tha plot twist invalves
the adventurars in a political power
struggle as they try 1o save the King
tfrom the High Prisst and to recruit halp
inside the city to stop the Silurians,
Such characters might avan halp the
King and his followars fles the city
before the final confrontation, so that
only tha eonquistadars and the High
Priest's evilfollowers are caught In the
time loop that destroys the Silurian
thraat.

With thesa or other similar sub-
plots, the gamemaster will hava to
work out characters for the King, High
Priest, and othar important figuras, as
well as determine how to interweave
tham with strands already established.



ADVENTURING IN 20300,

Another option that might be ex-
plored is to prolong the adventures in
2030 AD,, aftar the time loop goes into
affect. Now that tha Silurians and thair
Sea Davil cousins rule the world, what
kind of civilization have thay astab-
lishad? Intaractions with the Silurlans .
in this era destroy some of the mystery
in the main adventure, bul can still be
of great Interest. Remembar, too, that
The Master is also running around
Venazuela. Wil he be afriend or alos
to the Silurians? Perhaps the renegade
will join the advanturers to halp save
thea univarsa, only te try to turn the
Silurian device to his own ends in
1543, Spinning out an adventure along
thesa linas allows the characters a
chance to truly interact with the
Silurian civillzation. The discovery that
it is a veritabla utopia, scientifically
advanced, peaceful, and far less
volatile than human society would
certainty make the sacrifice of Droval's
paople in the end a far more poignant,
dramatic factor.

SIMPLIFYING THE
ADVENTURE

By avoiding the use of multiple
paths, the gamemaster can make this
adventure considerably less infricate.
If he decides to do that, he can have
tha antire party captured by the
Silurlans during the ambush. Thay can
then escape or ba rescuad by Vira-
rocha, and get out of the city. From
here, they can recruit allies and slip
back inside for the final confrontation.

By making the advantura mora
linear, less multi-valued, the advanture
loses much of the individual contritiu-
tions of tha various player characlars,
but tha situation may become mare
manageabls for gamemasters who lack
axperiance {or confidence) in dealing
with multi-path adventuras.

mi | |SPECIAL
[]||CONSIDERATIONS

The following special lopics may
be importtant to the overall nature of
the adventure, as the gamamastar
wishes.

THE TARDIS

The existence of the PAST Sys-
tem aboard TARDISes gives the game-
mastar an axtra TARDIS system to use
in detarmining malfunctions or angaing
problams. It is bast not 1o let the
system go out completely without also
grounding tha TARDIS. Movement
through time without a systam of this
type is not a plaasant experience, as
Magnus Greel, the disfigured time
travaller of the ill-fated Zigma Experi-
ment can attest.

Major malfunctions can be inter-
osting, howevar. What if, for instance,
the language circuits went haywire at a
crucial time? Problems of this type ara
similar to the chameleon circuit break-
down on The Doclor's TARDIS, and
can add light humor or temporary
difficulties for a party, if needed. An
intermittant fault of this kind, particu-
larly one causing mistranslations or
feading an improper rendering of a
language spoken to the characters,
could ultimately become a permanent
institution in a group’s ongaing
carmpaign.

ROLE PLAYING GAME

NEW SKILLS
The character descriptions intro-
duca a number of new skills, which are
summed up balow.
Armed Combat, Venuslan
Heedle Gun
The Venusian Neadle Gunis an
extremely small weapon used by the
Venusians in covart operations. It fires
20 tiny, high-poweraed neadlas, which
can be tipped with any number of slow-
acting diseases, poisons, of nenva
agents to cause damaga over and
above that creatad by the neadlas
themsalves. Most civilized races have
outlawed this weapon of tha Venusian
Assassin's Guild, but it is still in wide
use by individuals who need asmall,
concealable deadly weapon.
Unarmad Combat, Draconlan
Sstuthssu
The favored martial arl form of tha
Draconlan race, Sstuthssu ks a combat
form that closely paraliels human judo
and karate and includes many movas
similar 1o both.
Varbal Intaraction
Mete the following additional
Verbal Interaction skills,
Oratory
This skill involves attempts to
influance large numbers of peopla in a
crowd or mob, Genarally, it cannot in-
fluence player charactars or individual
NPCs. The larger tha crowd, the sasier
it is to spark a desired responss.
Bluffing
This skill involves using a combin-
ation of lies, hali-truths, and aggress-
iva speech to keep an NPC ofi-balance
or uncarain. A demonstration of the
gkil's use is given in the saction of the
rules for Confrontation, though the skil
itsalf doas not appear in the skills list
of the basie rules.
Scam
This skillinvolves the use of
persuasive powers and a targal's own
weakness to make an individual NPC
follow a course of action. Though
similar to bluffing, the deceptions spun
out through use of this skill are gen-
arally more elaborate, Overall, it plays
mera on the target's hopes and faars
to persuade him to take part in soma
particular action,
Instruction
This skill involves the use of
Varbal Interaction to impart knowl-
edge. Although skills cannct be taught
this way, a player character could use
Instructionto teach the rudiments of
handling afirearm to soma ona who
has naver saen one, to axplain the
controls of a TARDIS, orto give a
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basic grasp of the events of a paricu-
lar historical pariod. Successful usa of
tha skill (which decreases in Difficulty
Lavel according 1o the muT score of the
‘studant’) imparts what amounts to a
tamporary Lavel | skill in any araa
taught (in which the teacher has skill,
of course). This temporary skill lasts
tor the duration of the adventure, and
is subjact to sevara limitations. (Teach-
ing a character what sequance of
butions to press to set preprogrammed
destination coordinates for the TAR-
DIS doas not allow the student to pro-
gram new dastinations, for instanca.)
Trivia, Aphorisms

Aphorisms are witty sayings or
turns of phrasas. Skill in this area
reprasants a stock of clever or wise
quotations that the character may
frequantly use.

REWARDS AND PUNISHMENTS

Successiul complation of this
adventure should allow the increase of
some skills used in this adventure,

During the course of tha adven-
tura, player characters should keep
track of skills they have used suc-
cassfully. Each time a player makes a
die rcll against a skill rating, he should
roll 106 and note the result.

At the end of the adventure, add
up the totals of all rolls mada for each
particular skill, and compare the result
with the character's initial rating in that
skill. if the accumulated points excesd
the initial rating, raiza the rating to the
highar amount. Thizs may increasa tha
player character’s level of skill. Regard-
lass of accumulated points, howaver,
na skill score can grow o more than
double its ariginal valua.

In addition, any character who
choosas to negotiate with the Silurians
rather than use force fo stop tham
should receive an automatic increasa
of 106 paints in his Megotiation’
Dipfomacyrating, and an increasea of
the same amounl in his crHa attribute
score. Do not reveal this provision until
aftartha adventure is over, as it ls
strictly a reward for anginal thinking,
compassion, and good role playing.

The gamemastar should fael frae
to maka limited rewards of a similar
nalura to playars who do an especially
good job of rola playing their charact-
ars, or who ara paricularly innovativa
ot original in their actions.

Do not give increases of this kind
to The Doctor, who already possesses
an extrasrdinarily high level of skill in
an unusually wide variety of subjects.

52 / City of Gold

THE LEGEND
OF EL DORADO

The Don leaned forward, hisface
in shadow, as the TARDIS materialized
in the barren plain that had baen
Manoa. Whean he spoke, his volce was
a hoarsa, choked whisper,

"Allthose people — gone.
Relegated to oblivion. Thousands of
intelligent beings who might have
ferged a new world, a better world,
givan the chance.” He shook his haad
sadly.

Cassandra Maitland frownad. "it
seams a waste...but Manoa was
doomed anyway.” She looked
apologetically atthe Spanish soldier,
who was staring in awe at the
viewscraen's bleak vista, "Forgive me,
Cristobal, but your people would have
dona far worse "

Peraz showad his testh, but more
in & grimace than a smile. "You nead
not tall ma. | have seen Cuzco, There
was a tima when | even thought it was
God's will...but net now.” He lkeoked
down at Dofia Linda, who had buried
har head against his shoulder.
"Capitano da Marida is as far lost as
El Dorado, now. | am sorry for them, for
tha Indians and for my comradaes alike.
But perhaps it is God's judgemant
against the evils we have seen.”

The Don raised his head, and the
smaldering anger in his eyes mada the
Gallifrayan an alien for the first time,

"Indians...Spaniards...who says they
are victims,” he snapped. "if your
infant race would just learn to look
around!” He gestured vaguely at the
screan. "Droval agreed to peacel
Before that bumbling, greedy son-of-a-
Dalek de Marida came along, Droval
agresd to live in peace! Sllurians and
humans, living togather — what glories
you could have reached! But bacause
of human suparstitions and human
graed, | had to obliterate two cities —
the living and the sleeping.”

Although Maitland retreated a
step back from the palpable forca of
the Time Lord's anger, her indignation
ovarcame her usual shyness,
“Wouldn't your selution have changed
history as much as Droval's? My
century has neither Manoca nor
Silurians,”

*That's nat my point!® said the
Don.

Belore he could say mora, Lady
Mara cut him off. ™| am an agent of tha
CIA" she quoted. "My vision is the
Prima Reality, my life dedicated 1o
prasarving it.' Cassandra's right, you
know."

The Time Lord’s shouldars
slumpad in dafaat. "Mayba. Now El
Dorado is only a legend, and Droval not
aven that, Sometimes | think the Prime
Reality is just a way of excusing us our
saffishness.” His voica tralled off, and
thare was a long pause. Than ha bent
back aver tha controls. "Waell, we still
have arenegade and a freedom fightar
to daal with in cur Prime Reality. |
guess wa should get backto it."

As the time rotor began its
rhythmic rise and fall, the TARDIS laft
behind the legend that had baan tha
City of Gold.




DINOSAURS IN THE TWENTY-FIRST CENTURY?

That was only the first mystery that con- and change the universe forever. A lost city
fronted the Time Lord and his Companions and a vanished race from the depths of ime
when they sel out to investigate a violant ; and hold the key to the destiny of the Earth,
revolution inan age of turmaoil, and sturnbled unless the adventurers can penetrate the
into a8 plot that could end human history — ' mysteries of The City Of Gold.
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