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INTRODUCTION

Mysterious, devious, and
deadly, The Master is the exact
opposite of The Doctor. The two
have, in fact, been compared to
Sherlock Holmes and his arch-rival
Protesscr Moriarty. Where The
Doctor is dedicated to peace, The
Master is dedicated to evil. The
renegade will ally himself with any evil
in his quest to dominate the entire
universe, and will betray even those
allies if his purposes demand it.

This booklet contains
information for gamemasters who
wish to design and run role-playing
games involving The Master, ane of
the most formidable villains in the
DOCTOR WHO universe and the
graatest of The Doctor’s humanoid
foes. Although The Master can never
appear as a player character (that
would be completely contrary to the
spirit of the game), he can be the
focus of many encounter situations,
adventures, or even entire ongoing
campaigns in which one of his evil
plots must be uncovered and
thwarted by a Time Lord and his
Comparnions.

CONTENTS
OF THIS
BOOK

The Master's Targets
describes in detail the Temporal
Nexus Points that are of special
interestto The Master. Friends
and Foes includes full descriptions
and game statistics for the many
individuals and races of the universe
who have been The Master's allies or
enemies (or both). The Master's

GAMEMASTER'S
INFORMATION SECTION
Gamemasters who are running
their own games and campaigns will
be able to use the detail and back-
ground provided in this book to flesh
out The Master as an adversary to be
overcome. There is a chapteron
Designing Adventuras using The
Master, which offers guidslines,
hints, and suggestions for effectively
incorporating the sinister villain into
DOCTOR WHQ role playing games.
Master Villain includes statistics
and a detailed history of The Master's
life (as well as a time line that organ-
izes The Master's known activities in
their proper sequence against the
flow of time). The chapter also pro-
vides an in-depth look at the arch-
villains personality, motivations, and
manner through several incarnations.

Equipment details the weaponry
and other gear that are a standard
part of The Master's bag of tricks.
Gamemasters should study all
this material carefully before attempt-
ing to make the evil, mysterious Time
Lord part of any adventure or cam-
paign. I is especially important to
keep in mind the differences betwsen
the Players' Information Pull-
QOut (which may be incomplete,
biased, and sometimes wildly
inaccurate), and the official
Gamemaster's Information.
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Gamemasters are, of course,
free to introduce alternative expla-

nations and interpretations of the
material offered here. For example, if
a gamemaster disagrees with the
concept of identifying The Master
with the meddling Monk who faced
the First Doctor, or if he feels there is
a better explanation of The Master's
escape from the volcanic fire on
Sarn, such changes should be freely
implemented (even if they deviate
from material presented inthe TV
series or in published adventures).
Moreover, new plans and objectives
can be added to The Master's goals
and schemes, and different equip-
ment added to his arsenal of
weapons and gear. After all, it is both
the gamemaster's right and duty to
be the final arbiter of how the game is
played.

CIA FILE EXTRACTS

A short module of playet’s
information is included in this
supplement. Taking the formof a
standard ClA briefing on The Master,
the CIA File Extracts book is
neither complete nor totally
accurate. It sometimes reflects the
opinions, conjectures, and outright
tabrications injected by its Time Lord
authors, rather than the absolute
truth needed by the gamemaster. As
far as The Master's history is con-
cerned, however, the CIA File
Extracts S reliable.

The players’ information book
should be kept separate from this,
the gamemaster's book. All players
with free access to a TARDIS Data
Bank that has been updated by the
ClA should be given free access to
the CIA File Extracts bock.

4 / Introduction



DESIGNING ADVENTURES

——

With appearances in 17 episodes
of the DOCTOR WHO television
series (plus two more episodes as
the Monk), The Master is the most-
often—encountered villain in the
history of the DOCTOR WHO Uni-
verse. Even the Daleks, appearing
over the years in 16 shows, have not
been as important to the develop-
ment of the series. Because he has
proved to be such a popular and
durabie villain, The Master is an
excelient addition to role-playing
adventuras in the DOCTOR
WHO:RPG. This supplement offers
gamemasters enough material for
dozens of different campaigns and
adventures.
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GUIDELINES

PRELIMINARY DECISIONS

Any adventure design begins
with a problem to be solved or over-
come. Those involving The Master
can almost always begin by filling in
the bhlanks of this simple sentence;
"The Master is planning to ;
Whether the phrase is completed with
*awaken the Sea Devils to wipe out
humanity” or "cause an interslellar
war”, this one sentence will sum up
the central fact that will make the
adventure workable.

Once this premise is estab-
lished, the gamemaster mustflesh it
out. First, he should ask himself how
The Master intends to accomplish his
goal. Many of the villain's plots
revolve arcund some gadget or
principle such as the hypnosound
device, the sound—cancelling wave
that destroyed Logopolis, the Kame-
lion robot, etc. A large selection of
past gimmicks {(and a few new ones)
are described in The Master’s

Equipment chapter. Like an ally, a
gadget or gimmick needs to be well-
defined. Whatcan it do? What are its
limitations? How might it be turned
against The Master? While many
pieces of equipment are described in
this supplement, the gamemaster is
of course free to invent new gadgets
if he wishes.

This is the moment also to
determine who are 1o be The Master's
allies in the adventure, and to define
their goals and plans. Sometimes The
Master can do quite well on hisown
(as in "Colony in Space”, "Castro-
valva®, or "Logopolis™), but there are
situations when giving him allies
enhances the plot. Again, the game-
master may choose to include any of
the groups and individuals described
in the Friends and Foes chapter,
or he may decide o invent new races
or people.

Before play begins, the game-
master will choose which of The
Master's many incarnations is to be
encountered. All too often pecple
treat The Master as a characier who

Designing Adventures /5
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is ever the same — evil incarnate. The
Master has actually undergone a
gradual but definite change for the
worse during his years in DOCTOR
WHO. For example, as portrayed by
Roger Delgado, The Master was
sinister and dangerous, but less
sadistic and utterly evil than the two
versions that followed. it is hard to
imagine Delgado's Master destroying
all of Gallifrey tor the sake of a
regeneration, nor would that Master
have been as devious and compli-
cated as the renegade in the "Castro-
valva™ and "Time-Flight" episodes.
The Monk was even less ruthless and
brutal. (See the Master Villain
chapter for full descriptions.}
Choosing one of The Master's
incarnations will dictate much about
the nature of the adveniure.

DEVELOPING THE SCENARIO
Once all these preliminaries have
been set up, the adventure can be
developed in the same manner as
any scenario. A series of linear en-
counters will form the "hook” drawing
the characters into the action. Before
play begins, the gamemaster should
also map out thoroughly The Master's
plans and actions, as well as pos-
sible unforeseen encounters and
events. Later, he will adapt these
plans in response to actions by the
players.

P ampre st
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There will be many adventure
situations where the involvement of
The Master does not become appar-
ent for some time. This is especially
true of schemes hatched by the
renegade’s later incarnations, who
delight in complex plots, disguises,
and devious multiple deceptions.
Whenever possible, keep The
Master's involvement subtle, saving
the revelation of it for the moment
when it will have the most impact. The
best adventure plots are those
following the format of the classic
DOCTOR WHOprograms—a
series of episodes, each having a
climax, and all building to a gradual
confrontation, If The Master does not
turn up for three or four 'episodes’, so
much the better.

itis equally important to develop
problems and situations totally
unrelated to the central challenge of
The Master. Inthe TV episode
"Colony in Space”, The Master is
taking advantage of a dispute be-
tween colonists and miners, but the
struggle between these two parties
{and with the natives of the planet)
frequently occupies center-stage. In
the same way, the events in "Frontier
in Space” were as often concerned
with what was happening on Earth
and Draconia as with directly con-
fronting The Master. Weaving in cther
situations that may help or hinder the
players in their struggle to solve the
central problem makes the scenario
something better than a simple "Stop
the Master!” adventure.

CREATING ADVENTURES
WITH THIS SUPPLEMENT
This supplement contains ideas
for a number of possible adventures
involving The Master, starting with
the 'present’ and continuing for
several years into the future’ of
Gallifray. The timeline and the history
of The Master's life presented in the
Master Villain chapter provids the
background for creating such
adventures, and indicate how the
events relate to one another.
Gamemasters need not feel
bound to foliow these events exactly.
it is perfectly acceptable to change
some of the encounters (or omit them
entirely). For example, events might

ROLE PLAYING GAME

‘ be moved back in time so that, for

example, the Roger Delgado version
of The Master could be used. Or, the
gamemaster might prefer to substi-
tute a different Time Lord for the
Colonel, The Doctor, or Stanina
particular adventure. While this
supplement is intended as a guide for
gamemasters, it should not be con-
sidered the final word in the game
situation.

USING PUBLISHED
ADVENTURES

There will continue to be new
FASA adventures involving The
Master, and these will answer all
questions that go into game design.
The gamemaster will still need to
make certain adaptations 1o fit the
adventure to a particular group of
players, especiaily when their
characters play an on-going cam-
paign. Again, The Master's character
changes slightly over the course of
time, and so the gamemaster must
choose whether the adventure is to
be set in the ‘present’ or the ‘past’,
with regard to the television series.
Further adjusments can then be
made to bse sure the details of the
adventurs fit into the framework of
the campaign.

Published adventures should
always be considered mainly as
springboards to adventure. Wherever
they contlict with a particular
gamemaster's own version of the
"Whoniverse™, published versions
should be altered. For exampile, this
bookiet and all other FASA products
make the assumgption that The
Master and the Monk were the same
person, and also raise the passibility
that the renegade War Chief was
associated with The Master. There
are many arguments in WHOfandom
concerning such matters, and many
well-thought-out theses brought
forward to support the various
issues. The gamemaster is always
free to make any changes that better
conform to his own perceptions of the
show and its universe. The Monk may
well end up to be a totally different
renegade Time Lord, for example. Or,
perhaps the dating in "Mawdryn
Undead" concerning UNIT will be the
basis for the chronology used. Any
of these choices are fine, as long as
the gamemaster is careful to carry
through the adaptation to all aspects
of the adventure.
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POSSIBILITIES

A campaign consists of several
inter-related adventures, each
arising from or otherwise linked to the
others. Each adventure should still
exist as a self-contained whole, but
everything is not necessarily
resolved from one adventure lothe
next, and the events of each sce-
nario may have an ultimate bearing
an the final outcome.

*Mark of the Rani” or “The Deadly
Assassin” are good examples of
single adventures involving The
Master. In each, his goal is clear-cut,
and all the action is definitely
resolved by the time the last episode
(or session} of that adventure is
wrapped up. Campaigns, on the other
hand, are less ciear-cut. The TV
episodes "Terror of the Autons”, "The
Mind of Evil®, and "The Claws of
Axos" form a campaign, as do "The
Keeper of Traken", "Logopolis”, and
"Castrovalva”.

Consider this sequence, for
example: In "The Keeper of Time",
The Master fails in an attempt to gain
another cycle of regenerations, but
at the last minute, he gains a new
body, that of Consul Tremas. Nyssa,
the daughter of Tremas, plays an
important part in the failure of his plan
at Traken. In "Logopolis™, the next
episode, she goes on a quest to
discover the fate of her father,

o

encountering both The Doctor and
The Master again. In this adventure,
the secrets of Biock Transfer
Computations are unveiled, and The
Doctor's companion Adric learns how
o make them work. Again, The
Master is foiled, but this time The
Doctor is 'killed" and forced to regen-
erate, while The Master makes good
his escape. Finally comes "Castro-
valva”, where The Master captures
Adric and farcas him to use his
knowledge of Block Transfer Compu-
tations to lay a series of traps for The
Doctor, who is still recovering from
regeneration.

This example shows ciearly the
interdependence of adventures
within a campaign. Many of the
events in "Logopolis” stem from its
predecessar, and "Castrovalva” is so
heavily dependent upon conicepts
introduced in "Logopolis™ as to be
virtually incomprehensible on its own.

There is another type of cam-
paign to try, one in which each
adventure contributes a single clue
or item essential to unravelling a
mystery or solving a problem. Each
adventure can be widely different,
but alf of them will ultimately lead to
the final resolution. Inthe television
series, the five episodes involving
the Key of Time illustrate this prin-
ciple nicely. Each adventure took
place on a different planet, with
difterent characters and opponents
in each episode. The peril anly hinted
at in the first episode (that posed by
the Black Guardian) emerged at the
end to form the final climax of the
campaign as awhole. Some of The
Master's plots included in this book
are characteristicof such a
campaign.

To create a simitar campaign, the
gamemaster might map out a whole
series of adventures, each one con-
tributing to the others, buteacha
completely independent entity that
can be effectively piayed on its own.,
Other adventures can take place in
and around these to build up excite-
ment and suspense. If the adven-
turers successiully stop one of The
Master's plots, a new adventure can
be added to give the renegade a
second chance. Properly handled,
this type of campaign could take up
many enjoyable weeks of DOCTOR
WHO gaming, and would preserve
the sense of continuity and character
development so important to the
television series.

UNDERLYING STRUCTURE

A campaign is more than the sum
of its component scenarios, and
requires a certain amount of extra
thought and effort to construct. The
gamemaster who wishes to create a
campaign with The Master as the
central figure must determine, first
and foremost, how tightly inter-
wovan the various adventures will be,
From there, it is necessary to state
The Master's scheme or schemes in
detail.

By and large, a campaign wilt
concern itself with some plot or plan
of a more far-ranging nature than that
which defines a mere adventure,
Starting a war, changing an historical
event, or efiminating an enemy are all
suitable adventure plans. In a cam-
paign, however, these goals would
generally be ameansto anend. A
campaign will usually center on some
grand design of even more far-
reaching consequences, such as
blackmailing the universe, finding the
way to change Gallifreyan hislory, or
supplying the secrets of time travel
to a dangerous alien race like the
Cybermen or the Sontarans. In looser
campaign structures, the underlying
scheme can be more limited, and
might merely have The Master
hatching several limited plots toward
the same narrow goal (like con-
quering the Earth or trapping The
Doctor).

Knowing the nature and object of
the campaign, the gamemaster must
next decide how everything will fit
together. This is done by working out
a briefoverview of each adventure.
The primary step taken at this time is
to decide the rough order of events

Designing Adventures | 7
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that are important to the overall
campaign, together with sketchy plot
outlines for each of the actual adven-
tures. This tells the gamemaster
wherae heg wants to go, and why.

Now the first adventurs is
developed in detail, while the later
ones are fleshed out slightly. It is
never wise to plan too much too soon
about later adventures, as it is the
nature of role-playing scenarios to
diverge from the designet's original
idea once players begin to act on
their own initiative. Many times, the
gamemaster will find the complexion
of the adventures changing as the
campaign progresses, simply
because the players have their own
unique solutions to the problems
offered. Let the later adventures take
shape according to the development
of earlier adventures, rather than
being forced to hammer them into a
new form once piay has begun.

Each individual adventure should
be constructed along the lines
described above. As a result of the
campaign notes already made, the
gamemaster immediately knows what
The Master will be attempting to do.
Now it is only necessary to construct
the background, the other lines of
action involved, the gimmicks (some
of which may have a bearing on the
campaign), and the linear and/or free-
form encounters that will make up the
actual structure of the specific
scenario,

8/ Designing Adventures

PLOT TWISTS

The gamemaster may wish to
break up the campaign adventures
with other scenarios that have no
bearing on the campaign itself. This
should not be done to excess (as the
purpose of a campaign is fo provide
continuity}, but it can be made o
work to the gamemaster's advan-
tage. For example, if an adventure
invoiving The Master takes place,
followed by one or even two where
the renegade does not appear, the
players will be less likely to realize
that a campaign situation is un-
folding. By the time The Master turns
up again, they may actually have
forgotten some of the vital clues from
the first adventure. This will lead o
more tension and suspense as it
gradually dawns on the players that
The Master's scheme is a truly
devastating one. Such a plot twist
can also build tension by distracting
the adventurers from their real goal.

It is by plot twisis and side paths
that campaigns can be made truly
exciting, so long as the technique is
not overdone. Indeed, the ane
principle that cannot be repeated too
often concerning adventures and
campaigns is don't overdo it

COOPERATING WITH THE
MASTER

A possible plot twist game-
masters should aiways keep in mind
is the chance that the adventurers
will be forced to work with The Master
against a menace or enemy that
threatens him as much as it does any
of the player characters. Thisis a
theme that occurs time and again in
the DOCTOR WHOTV series (e.g.,
"Terror of the Autons”, "The Claws of
Axos”, "The Sea Devils”, "Logopolis”,
and "The Five Doctors™). Very often,
The Master’s plans backfire, and he
sets in motion powers he cannot
control. When this happens, The
Master knows that he must coop-
erate with his enemies itheisto
survive, or if there is to be a universe
left to conquer.

How do those moments of
cooperation come about? First, when
The Master himself is faced with
death. This usually happens when
one of his allies gets out of hand and
turns on him, a not uncommon result
of working with evil forces like Axos,
the Daleks, or the Nestene Con-
sciousness. Remember that The
Master (in all his incarnations) is an
arrogant man who naturally assumes
he is superior to whatever tools he
has chosen to use for the moment,
Those tools, though, do not always
see it that way.

In that situation, The Master may
not even realize that he has lost
control. Sometimes it will be neces-
sary to point out the dangers to him.
Both gamemaster and players should
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remember that skill in Verba/
Interaction CAN sometimes make

a difference in dealing with even the
blackest villain. Talking The Master
into understanding that the Sea
Devils or perhaps the CGybermen are
as likely to kill him as they are to
destroy the player characters can be
a viable tactic. At other times, The
Master may volunteer his help for the
same reasons. Encourage the
players to realize that, though he
undeubtedly has something nasty up
his sleeve (perhaps the help he
offers just "accidentally' means The
Doctor will die), The Master's help
may still be the only hope of stopping
the current menace.

The Master will pitch in for the
common good when the universe he
seeks to dominate is faced with
certain destruction. The classic
example was the Logopolis incident,
during which his own plot backfired.
By shutting down the verbal compu-
tations at Logopolis, The Master shut
down the only thing that was staving
oft the heat death of the universe.
Once he realized what he had done,
The Master also realized that he
could not very well conguer a uni-
verse that no longer existed, so he
willingly aided The Doctor in a planto
set things right.

Though The Master may, for cne
reason or another, find himself
working on the side of the player
characters, he rarely can be trusted.
He may see a chance for a double-
cross, or he may use the situation as
a way lo make a last-minute escape.
Finally, he may seek a chance to turn
the whole situation to his ultimate
advantage (as when he endeavored
to blackmail the entire universe in the
wake of the Logopolis affair).

In short, the gamemaster should
not hesitate to place the adventurers
in the position of working side by side
with The Master against a common
foe, and moreover, should encourage
the players to accept such help. A
key to the personalities of herces in
DOCTOR WHO s that they are
almost always willing to put aside
personal feelings when necessary for
the common good. Remember that
The Doctor believes even the Daleks
may someday bring a greater good.
Why not The Master, as well?

SAVING THE MASTER

A problem with recurring villains
is the tact that they need to be able
to recur. In a television series, this is
sasily arranged by some clever, last-
minute plot device that none of the
heroes has foreseen (or, more dis-
appointingly, by ending one episode
with the villain aimost certainly dead,
then starting a later one with him
alive, well, and passing off his miracu-
lous escape with a flippant "Come,
come, you know I'm indestructible!™)

In a game, this is harder to
arrange convincingly. All too often,
players are obsessed with wiping out
the villain in a way that charactersin
a television show never are, and they
will demand at least the chance to
block his every way out. Yet, the
gamemaster cannot allow a villain like
The Master to be snuffed out. If he is
1o be faced with death, # mustbeina
manner ambiguous enough to aliow
for a return appearance.

There are various techniques for
keeping The Master's fate unsealed.
Some are quite direct, while others
are more subtle.

f THE MORAL QUESTION
Early interactions between The

Doctor and The Master stressed the
fact that The Dactor was too compas-
sionate to kill his arch-enemy. He
helped to save him from destruction
by the Doomsday Machine, pleaded
for his life before the Earth cournt

that tried the criminal, rescued him
from the clutches of the Sea Devils,
and argued for his freedom before
Kronos, the Kronovore. Time and
again, the Third Doctor seemed to
be saying that no villain, however
evil, should be killed out of hand,
Rassilon, in "The Five Doctors”, bote
out this judgement, saying “His sins
will find him out".

Later incarnations of The Doclor
have been less forgiving. The Fourth
Doctor let The Masterfallinto a
crevasse on Gallifrey, while the Fifth
Doctor tried to sabotage the rene-
gade's TARDIS with a Tissue Com-
pression Eliminator, later allowing
The Master to burn in volcanic gas.
The Sixth Doctor fixed things so that
both The Master and the Rani would
betrapped in a runaway TARDIS. As
The Master's evil has deepened, the
response of his oldest foe seems to
have grown more bloodthirsty as well.

Designing Adventures /9
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But the gamemaster should try to
plant the seeds of compassion
among the player characters, taking
the example of the Third Doctor
rather than that of his successors.
Adventures should not be allowed to
degenerate into ‘hunt-the-Master'
scenarios. Moreover, as the
Player's Information section
stresses, every effort should be
made to capture the renegade and
bring him to a fair trial. A sense of
justice is important to the Galli-
freyans, particularly to the CIA, and
so the Time Lords should discourage
those who want to play judge, jury,
and executioner. Should some
players go on a particularly ruthless
crusade to wipe out The Master,
ancther Time Lord should arrive to
stopthem. Sometimes, in the
ensuing confusion, The Master will
have a chance to escape.

Human Companicns need also be
reminded from time to time that The
Master has already been judged once
by a legal court, and sentence been
imposed upen him. That means the
players should try to capture The
Master and return him to Britain and
his lifelong prison term, but not to kill
him. Justice and a regard for life are
imporiantin DOCTOR WHO
herces, bethey on screenarina
game.

Moral arguments will not always
win the day, however. Some players
simply will not cooperate. In other
cases, circumstances may force a
violent solution.

THE DILEMMA SCLUTION

Another subtle way of preventing
the players from settling with The
Master is to present them with a
dilemma. This works best in cases
where The Master has been cap-
tured, but the gamemaster wants to
give the renegade a chance fo
escape again. The dilemma will again
invalve a moral choice, for example,
between keeping watch on The
Master and saving innocent lives.
Always encourage the characters to
make the compassionate, moral
choice.

Generally, a 'dilemma solution’
will require leaving The Master in the
hands of an NPC or a Companion
player character, while other player-
characters try to rescue the threat-
ened innccents or save the planet,
and so forth, In itself, this does not
free The Master, but it should at least
open up opportunities to escape.

The dilemma solution is best
sprung at a moment when The Master
has been defeated, but before a final
decision has been made concerning
what to do with him. If the dilemma
arises as the players are arguing
among themselves (usually one who
is attuned to the characteristic
compassion of The Doctor), the
distraction can even be used to save
The Master from death-at least long
enough for other events to aid him
further.

HYPNOSIS

The Master's ability to use
hypnosis is always useful. Any time a
single character blocks his escape, a
piercing gaze and the words "l am
The Master. You will obey me” can
sometimes spell the ditference
between victory and defeat for the
renegade. When itis an NPC he
faces, the gamemaster can automati-
cally assume that the hypnosis is
successful. With a player character,
the usual game procedures are used,
but The Master's exceptional power
still makes success likely,

NPCs are disposable, butif a
player character is hypnotized as
part of an escape attempt, The
Master should be so hurried that ke
has no time to be troubled with a
hostage or to give complicated
orders. The gamemaster should use
this solution sparingly, as the
hypnotized character is effectively
removed from play. Atthis point, he
is concerned with an escape altempt,
not with wiping out players. The
Master will frequently use NPCs to
draw attention away from him, with
help from hypnosis and his disguise
kit. The NPC is given a mask of The
Master’s face, then programmed to
go in a direction opposite of where
the real Master waits in safety. This
can be an exceptionally clever and
worthwhile ruse to try.

10/ Designing Adventures
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FAKED DEATH

The Master has alsc been known
fo throw his enemies off the track by
injecting himself with a dose of trico-
phenylaldehyde, which produces the
appearance of death for up to several
hours. When comered or captured,
The Master may resort to this trick,
which will cause instant collapse and
a complete cessation of body
functions.

RESCUE

If The Master is established as
already having allies, such as Ogron
soldiers, then another last-mintue

rescue might be the unexpected
appearance of a group of these
associates. They may emerge from
the depths of the TARDIS, from a
secret tunnel or passage, or from a
suddenly-arriving starship.

The rescuers need not always be
allies of The Master, either. I he has
just let down the Daleks very badly, it
is perfectly acceptable to have a
patrol of the pepper-pot enemies of
the universe suddenly disrupt the
proceedings, boldly proclaiming "He-
is-an-en-em-y-of-the-Da-leks! He-wiil-
be- taken-to-Ska-ro-to-be-ex-ter-min-
a-ted!” This leaves matters in doubt.
On the way to Skaro, perhaps The
Master talked or tricked his way out
of their hands, or perhaps the Daleks
ran into some disaster that allowed
him to escape.

THE ULTIMATE WAY OUT

This booklet has given The
Master one means of eluding
otherwise certain death, based on his
escape from the burning voicanic gas
in Sarn and subsequent return in "The
Mark of the Rani", Ironically, only
The Master's death can trigger the
ultimate rescue. The Cross
Dimensional Rotater makes it
possible for The Master to escape
the full destructive effects of any
weapon or catastrophe (Eventhose
that would normally prevent
regeneration) by rotating him almost
instantly to the Zerc Room in his
hidden base. Use of this device
assumes The Master currently has
the ability to regenerate {(which is not
always {rue),

ALTERNATIVES
Frequently, a specific situation
wilt give The Master other ways out.
A greater power may step into give
him freedom (Rassilon in "The Five
Doctors™), or a disaster couid make it
impossible to keep track of his
movements {as in "The Deadly
Assassin® or "The Claws of Axos").
Where possible, the escape should
arise from the context of the
adventure, and not be a deus ex
machinasent by the gamemaster
from on high. Now and again, let The
Master be captured, tried, and
imprisoned. A later jailbreak episode
will always have possibilities. Don'
forget that The Master has allies
among the Time Lords, other rene-
gades like the War Chief who might
free him to assist in some new
scheme, and friends like the Daleks
orthe evil Xeraphin who might want to
see him loosed onthe galaxy once
more. This will create new scenarios,
even new campaigns, which can
further enliven the game and keep it
always fresh, exciting, and inter-
esting for all concerned.

<

HINTS FOR PLAY

When working with this booklet,
the gamemaster should always keep
in mind that most of the information is
intended to be kept hidden from the
players most of the time. An impor-
tant key to making The Master a good
source of adventures is always to
remember that he is by nature
mysterious. Time Lords and their
Companions can only guess at his
goais, and do not know what he might
have done or be doing beyond their
own interactions with him. Thus, the
players do not know if there are other
robots like Kamelion out there — until
they run into one! They do not know
that The Master would like to learn
how to tamper with the history of
Gallitrey. Only by reasoning it out, or
running into some direct clue fo his
purpose in the course of an adven-
ture will they realize that this
objective is almost inevitable if The
Master is to gain the power he seeks.

The character of The Masler is is

so powerful as to make him a foe few
novice Time Lords can hope to
chalienge. Careful handling will be
required to keep The Master from
either completely overwhelming the
characters, or, on the other hand,
being so stupid as to let the char-
acters defeat him easily. The Doctor,
his greatest foe, has never been able
to do so. This means using The
Master as a villain requires a certain
amount of care. He cannot be over-
used or used inappropriately without
upsetting the balance of the game,

The following do's and don'ts
should help the gamemaster to
wisely incorporate The Masterinto a
game as a major villain to be
overcome. _ o
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DO'S AND DON'TS

The one principle that cannot be
repeated too often in regard to de-
signing campaigns is don't overdo
it. f every adventure brings the
players face to face with The Master,
they will eventually get sick of black-
clad men with sinister beards, and
adopt a shoot-an-sight policy against
both The Master andthe game-
master! Although The Masteris a
popular encugh villain, there are
plenty of cthers in the "Whoniverse®
from which to choose.

The DOCTOR WHO.RPG is
best played as a continuing setries of
adventures that DO NOT interrelate,
just as in the television series.
Campaigns can be fun, but only when
balanced against more episodic
adventures, It is fine to put together
and play one grand campaign, but
then give it a rest for some time.

It is usually wise, especially with
groups new to the DOCTOR
WHO Role Playing Game, to
keep any involvement of The Master
fairly simple and straightforward.
Don't be tco ambitious when creating
a single adventure revolving around
the renegade. Bringing in too many
strange elements or ultra-powerful
forces will make most adventures toco
difficult to run. Interms of existing
DOCTOR WHQO episodes, # is
usually best to fellow the path of the

TV episodes “The Time Meddler™ or
"The King's Demons”, rather than
getting involved in a situation ke

that posed by "The Daemons” or "The
Time Monster”. The possibility of The
Master obtaining some awesome new
power can have unfortunate repercus-
sions if the players are a [ittle too
slow o stop him. The gamemaster
will have to do some quick thinking to
keep The Master from ending the
adventure with absolute power.

This is not to say The Master
cannot be given allies. The Autons,
Axos, the Sea Devils, and eventhe
Daleks all made useful menaces to
back up The Master's evil schemes.
But each of these enamies has an
Achilles hee! that can be exploited in
a showdown. None of these villains is
all-powertul and, hence, unstop-
pable. The Xeraphin fitinto the same
category. Although it had extra-
ordinary powers, the divisions withn
the Xeraphin Consciousness meant
that they worked against The Master
as well as for him. These limitations
on the power of villains preserved the
essential balance between heroes
and villains in each story, something
absolutely necessary for good
television. It is even more crucial to
good role—playing.

It cannot be stressed enough
that gamemasters must not give
away too much. Just because such a
great wealth of material is being
provided here, there is no reason to
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load down the players with infor-
mation that has no relevanceto a
specific adventure situation, and
there is no need to develop need-
lessly complicated adventures justto
show oft how much the gamemaster
knows about The Master. In 22 years
on the air, DOCTOR WHOQOhas
revealed reiatively ittie about The
Master's past, his long-term goals, or
anything else that might define his
actions or his abifities too much. In
rofe-playing DOCTOR WHQO, itis
best to foliow the same philosophy.

In a television adventure, the
writers have free rein to introduce a
last-minute plot twist that will soive
even the mosi critical of disasters,
Kronos can turn out to be friendly in
the last five minutes, for example.
Or, the power of Azai the Daemoen
can be rebounded back against the
all-powerful creature {for no readily
apparent reason), all o saveths
heroes from some totally impossible,
no-win’ situation, It is harder lo
achieve these magical solutionsin a
role-playing game without lessening
the impact of the adventure. Once in
a while, the players will not mind
discovering that the dangercango
away of its own accord, but this
tends to make pointless all their
previous struggles.

The only time such a fortuitous
resolution of the adventure is
justifiable is when the story exactly
paralleis the television episodes
mentioned above. In both those
examples, 'happy endings'that
eliminated the menaces were brought
about only because a character (in
both cases, The Doctor's Com-
panion, Jo Grant) deliberately chose
to make a supreme sacrifice. Even
knowing that she faced death, Jo
acted...and was rewarded by being
saved as a result of har own courage
and compassion. Players who do this
can be similarly rewarded, but itis far
from fair to come up with adventures
that can onfybe scivedin such a
manner, especially because threats
to the safety of the characters are
essential 1o creating suspense and
exciternent. if the players know that
sacrificing their lives will always
result in a last-second rescue, the
game wili simply lose its point. The
concept of making a sacrifice
demands that the players think the
danger is real They must be as
surprised as anyone i events take a
tura for the better.
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The forces arrayed against the
players should be either possible to
defeat, or {very rarely) deadly but
capable of changing under the proper
combination of circumstances. The
Master is formidable enough on his
own for some groups, and so his
alites should appeardangerous
without making it impossible for the
group to win. Generally, this is
achieved by making sure that The
Master and his current allies have
sufficiently different motives to make
clashes between them inevitable -
and exploitable — by the players.

By way of example, we have the
Ogrons in "Frontiers in Space” {and,
behind them, the Daleks). The
QOgrons are stupid. They can be
tricked by the same gadget The
Master has been using to make them
such a threat. And the Daleks are
never happy with failure. If The
Master can even be delayed, the
alliance wifi fall apart and the problem
turned against itself. In "The King's
Demons”, The Master can be stopped
oecause his robot ally, Kamelion, is
persuaded to rebel. In “The Sea
Devils” and "The Claws of Axos", The
Master's allies abandon him when he
has done what they wanted.

Finally, dont overdo the con-
tents of this booklet. If the game-
master tries to cram in all the people,
all the gadgets, and all the schemes
into one adventure, the universe will
probably not survive the experience.
Even the most complex campaign will
not have everything.

W[ ]|| FOR FURTHER
ClCI| REFERENCE
O

The obvious place to learn more
of The Master's doings is in the
DOCTOR WHOtelevision epi-
sodes and the books based on those
shows involving him. These are listed
below:

"The Time Meddler"

This episode appeared in the
second season of DOCTOR WHO,
and introduced the Monk (Peter
Butterworth) in his effort to alter
history in 1066 A.D. The show is not
generally available in the United
States, and indeed was only recently
recovered for the BBC film archives.
No novelization is yet available.

"The Dalek Masterplan”

The second episode featuring
the Monk (Peter Butterworth, again),
this show is among the lost episodes
that cannct currently be located by
the BBC. No novelization is yet
available.

“The War Games"

This show introduced The War
Chief, the SIDRATSs, and the whole
explanation of The Doctor's origins
and history, Not generally available in
the United States, the episode is
novelized by Target Books in
Doctor Who and the War
Games.

ROLE PLAYING GAME

"Terror of the Autons”
Beginning the eighth season,

this show introduced Roger

Delgado’s portrayal of The Master, as

he collaborated with the Nestene

Consciousness to conquer the Earth.

The show is not universally available,

but is novelized in Doctor Who

and the Terror of the Autons

by Target Books.

“The Mind of Evil"

This episode dealt with The
Master's plot to hijack a nerve gas
missile and threaten a world peace
conference. It is not available
everywhere, but has been novelized
in Doctor Who - The Mind of
Evilfrom Target Books.

"The Claws of Axos”
Portraying Tha Master's plotto

help Axos devour the Earth, this

episode is available in most areas

and has been novelized in Doctor

Who and the Claws of Axos

from Target Books.

"Colony in Space”

The Master's attempt to seize
control of the Doomsday Weapon is
chronicled in this show, available in
most markets and novelized in
Doctor Who and the Dooms-
day Weapon from both Target and
Pinnacle Books.
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"The Dasmons”

This show dsalt with The
Master's attempt lo raise Azal, the
Daemon, in the English village of
Devil's End. Itis not available in ali
television markets, but has been
novelized in Doctor Who and the
Daemons from Target Books.
Ending the eighth season, the
episode also saw the capture and
imprisonment of The Master,

"The Sea Devils”

In the ninth season, this episode
dealt with The Master's escape from
prison and brief alliance withthe Sea
Devils against humanity. It ended
with his escape from justice. Avail-
able in most television markets, it
has been novelized in Doctor Whe
and The Sea Devilsirom Target
Books.

"The Time Monster”

This episode, which ended the
ninth season, involved Kronos, the
Kronovore, and The Master's use of
TOM-TIT to capture the powerful
being. It ended with the destruction
of Atlantis and the freeing of Kronos
by The Doctor. It is available in most
TV markets carrying DOCTOR
WHO, but has not yetbeen
novelized.

“Frontier in Space"”

In the tenth season, this episode
introduced the hypnosound device
used to stir up trouble betwseen Earth
and Draconia. It also, unfortunately,
marked the last appearance of Roger
Delgado as The Master, owing to the
tragic car crash that ended his life.
The episode is not available every-
where, but has been novelized in
Doctor Who and The Space
War from Target Books.
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"The Deadly Assassin"

Aired during the fourteenth
season, this episode brought back
The Master in hideous, decaying
form, when he attempted to arrange
the assassination of the Lord
President of Galiifrey so that he
could steal the Sash of Rassilon and
gain a new cycle of regenerations.
Peter Pratt porirayed the corpse-like
Master. Generally available in most
TV markets, the episode was novel-
ized in Doctor Who and The
Deadly Assassin{rom Target
Books.

"The Keeper of Traken"
Telecast in the eighteenth

season, "The Keeper of Traken”
showed The Master's plot to seize
the Source on Traken for his own. It
ended as he stole the body of Consul
Tremas. Geoffrey Beevers played
the disfigured version of the rene-
gade, while Anthony Ainley portrayed
Tremas. it is generally available in
most TV markets and was novelized
in Doctor Who and the Keeper
of Trakenfrom Target Books.

"Logopolis"

Last show of the eighteenth
season, "Logopolis™ deait with The
Master's disastrous attempt to learn
the mathematical secrets of the
Logopolitans, which nearly caused
the destruction of the universe. It is
generally available on television, and
novelized in Doctor Who -
Logopolis from Target Books.

"Castrovalva"

First episode of season
nineteen, *Castrovalva™ followed The
Master's attempts to destroy the
regenerated Doctor. It ended as the
recursion of Castrovalva collapsed
upon itself, apparently trapping The
Master. It is available in most areas,
and has been novelized as Doctor
Who — Castrovalvaby Target
Books.

ROLE PLAYING GAME

"Time-Flight”

This episcde also took place in
the nineteenth season. The Master,
trapped 140 million years ago in
Earth's past, struggles to free the
Xeraphin Consciousness and ends
up being carried off to their home
planet in his crippled TARDIS. Itis
generally available, and was novel-
ized in Doctor Who - Time Flight
from Target Books.

"The Five Doctors"

As the twentieth anniversary
special of the television series, this
episode was less concerned with The
Master's doings. Sent by the Time
Lords to aid The Doclors in the
Games of Rassilon, The Master
proved treacherous and was only
saved from Gallifreyan justice by the
capriciousness of Rassilon himself.

“The Mark of the Rani"

An episode of the twenty-second
season, this is the first face-off
between the miraculously returned
Master and the Sixth Doctor. In,
The Master becomes caught up inthe
plots —and the runaway TARDIS - of
another renegade, the Time Lady
known as the Rani. The show is not
yet available inthe U.S., and has not
yet been novelized.




MASTER VILLAIN
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This chapter contains detailed
background information on the
ranegade Time Lord now known as
The Master. (His actual Gallifreyan
name was purged from the records of
Gallifrey and any further mention
forbidden in 101,177.)

The Master seeks to reshape
history in order to become absolute
ruler of the universe. He is also the
sworn enemy of The Doctor, and
seeks 1o destroy him as well as his
tavered Temporal Nexus Point,
Earth.

"l can't stand the fellow,” The
Doctor has said. "He's ruthless.
Depraved. Totally evil. Infact, a
thoroughly bad lot. Only...Well, I do
sometimas think the cosmos would

be a duller place without him."
THE MASTER
Race; Gallifreyan
Sax:M
Profession: Tima Lord
Attributes:
STR — LevelV cHA — LevelV
END — Level V MNT — Lavel VII
pEx — Level IV N — Level il
Special Ability:
Hypnotism Level VIl
Combat Statistics:
AP! 8
Armed Combat:
Sword Level V
Energy Handguns Level V
Tissue Compression
Eliminator Level V
Unarmed Combat:
Brawling Level IV

Significant Skills Level
Engineering, Mechanical v
Environmental Suit Operalion v
Leadership v
Life Sciences, Exobiology v

Medical Sciences

Ganeral Medicine, Gallifreyan v

Psychology, Human v
Mititary Sciences
Ordinance Construction/Repair v
Trap Discovery v
Trap/Ordinance Disarmament v
Physical Sciences
Chemistry i
Computer Science vi
Mathematics v
Physics Vi
Security Procedures
Concealment v
Disguise Vit
Lockpicking v
Stealth Vv
Surveillance vi
Social Scignces
Law, Gallifreyan v
Political Science IV
History, Gallifreyan v
History, Earth v
Space Sciences
Astronomy v
Astrophysics IV
Navigation Vi
Sports, Swimming ]|
Streetwise Vi
Technology
Astronautics v
Computer Systems Vv
Cybernetics vi
Electronics Vi
Force Field Systems v
TARDIS Systems Vit
Temporal Science Vit
Trivia, Earth Occult Lore v
Vehicle Operation
Spacecraft v
Temporal Vehicle wvil
Watercraft ]
Verbal interaction
Negotiation/Diplomacy Vi

ST!NGU!SH?NG PHYSICAL

CHARACTERISTICS:

The Master is one of those Time
Lords able 1o exercise considerable
control over his regenerations, which
has allowed him to choose his
appearance at the start of each new
incarnation. As a result, The Master's
features remain fairly constant from
one regeneration to another, except
when he is in disguise or when he has
deliberately chosen an alternate

appearanca.

Early Incarnations

The Master used up four regener-
ations pricr to his becoming a rene-
gade from Gallifrey. In each of these
incarnations, he appeared as a tal,
handsome man of middle age, with
square-cut features and greying hair.
Piercing, grey eyes were his most
notable feature, and he invariably
wore Gallfreyan garb suitable to his
rank and position. As a scientist and
temporal researcher, The Master has
done a great deal of field work, en-
countering more than his share of
accidents and dangers. As a resut,
he was forced into regeneration far
more frequently than most Time
Lords. His fifth incarnation, however,
lasted over 400 years because The
Master was no longer engaged in
active field work during this period.
Atthough his fifth form showed more
signs of age as the years went by, he
remained essentially the same
throughout.

Appearance:

Height Tall

Build: Slim

Locoks: Attractive

Apparent Age: Middle-aged

Actual Age: 700+ (end of fifth
incarnation)

Recognition Handle: Tall and
thin, with greying hair, grey eyes, an
atistocratic bearing, and aloof
manner.
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Sixth Incarnation

At the end of his fifth incarnation,
The Master attemptedtolead a
rebellion on Gallifrey, When it {ailed,
not only was he forced to flee, but
The Master's grave wounds made it
necessary for him to regenerate to
survive. The renegade Time Lord
decided to abandon completely the
form and features by which he had
been known for so long. Taking the
name "the Monk”, the renegade was
shorter, heavier, and younger in
appearance than in his previous
form. His brown hair was worn short,
with bangs hanging straight across a
high forehead. Only his piercing eyes
remained much as before. The Monk
adopted the hooded robes worn by
religious orders during Earth's
eleventh century.

Seventh Incarnation

Alter an accident with his
TARDIS freed The Master from Eanth
at the cost of severe injuries, his
seventh incarnation was identical to
his sixth.

Appearance:
Height: Average
Build: Average
Looks: Average
Apparent Age: Middle-aged
Actual Age. 700+
Recognition Handle: Bangs,
hooded robe, broad face and
forehead.

Eighth - Twelfth Incarnations:

When The Master's activities as
the Monk became known, hechose a
new disguise when a crisis triggered
his next regeneration. It was at this
time that The Master tock on the
appearance by which he is now best
known. Through his next four incar-
nations, his appearance was that of
a dark, strikingly handsome, middle-
aged man. At the start of his 12th
incarnation, The Mastar's fine,
greying hair was brushed straight
back from a high forehead and his
black 'devil's beard' was always
immaculately groomed. His eyes
remained a piercing grey, while his
nose would best be described as
hawklike.

Appearance:

Height: Average

Build: Average

Looks: Sintully aftractive

Apparent Age: Middle-aged

Actual Age: 800+

Recognition Handle: Satanic
beard, piercing grey eyes, and
generally dressed in black tunic and
gloves.

Thirteanth Incarnation

Though The Master's tweifth
regeneration found the renegade in
the familiar guise described above,
he did not remain so, When injuries
again brought him to the brink of
death, he had used up all his regen-
erations. Yet, his iron will refused to
accept annihilation, Instead, his
body began 1o decay, becoming
hideous and skeletal, hisface a
noseless, grinning death's head
cloaked in shards of rotting flesh.
The Master's voice, once resonant
and commanding, was reduced fo a
hissing rasp, and he had little control
over his dying frame. Even thus, The
Master's intellect remained
undimmed.

Appearance:
Height. Average
Build: Thin =
Looks: Hideous
Apparent Age: Decaying
Actual Age:; 800+
Recognition Handle: An

ugly, skeletal figure with staring

eyes; stooped, wearing a black cloak
& and hood. /

f Fourteenth Incarnation
Using the bioelectronic knowl-

edge of the Keeper of Traken, The
Master was able to destroy the
essence of the Consul Tremas and
transfer his own mind to the Consul's
body, effecting a physiological
change. His new body assumed
teatures very simitar to former
incarnations, but appeared younger.
This thirteenth incarnation had dark
brown hair, but otherwise shared
most of the features of the pre-
decayed Master. This body, of
course, was not Gallifreyan, and had
no natural ability to regenerate. The
Master was therefore believed killed
when he was consumed by fire onthe
planet Sarn.

Fifteenth Incarnation

The numismaton gas of Sam, to
which The Master was exposed prior
to his 'death’, gave the renegade
considerable powers, including the
ability ta re-trigger a cycle of
regenerations in his stolen body.
Escaping the flames, The Master
regenerated into a form identical to
that of his previous incarnation.

Appearance:
Height. Average
Build: Average
Looks: Sinfully attractive
Apparent Age: Middle-Aged
Actual Age: 900+
Recognition Handle: Satanic
beard, dark brown hair, grey eyes,
dressed in black tunic and gloves.
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BRIEF
PERSONAL
HISTORY

The Master's life is accurately
chronicled in the Players'
Informatlon handout, but that
material deals only with what is
known of the Time Lord's activities up
through 101,203 TL. This sectionon
The Master's personal history
provides additional, new information
on his past. More impentantly, it
describes a number of events
spanning the years AFTER 101,209
TL. Thesa descriptions will help
gamemasters develop The Master's
plots and plans in an unfolding
campaign.

Many areas of The Master's life
are unknown to the Gallifreyans,
paricularly the period between his
appearance as the Monk and his
arrival on Earth to spearhead the
second Auton invasion. Though the
Time Lords turned up evidence of
various types of historical manipu-
iation on several worlds, there is no
positive evidence that either of these
incidents were caused by The
Master.

Though it was never fully dis-
covered by the Time Lords, cne
event does stand out during this
period. The War Chief, arenegade
Time Lord who provided primitive time
travel technology to a group called
the War Lords, used this technology
to kidnap human soldiers from Earth
in order to stage massive wargames
on an uninhabited planet. The War
Chief led his foliowers to believe that
his ultimate aim was to create the
perfect human army, and then em-
bark upon a campaign of conquest.
However, the War Chief's secret plan
was to use the army (and the time
travel technology he had introduced)
to topple the Gallifreyan Time Lords.
He would then be able to use his
carefully-prepared tools to reshape
time and space as desired.

It was only by accident that The
Doctor discovered the war games.
He alerted the Time Lords, who were
able to bring the entire affairto an
end. The War Lord leaders were tried
and sentenced to banishmentin a
perpetual time loop. When his double
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was executed by his own minions,
no one ever discovered the fact that
the War Chief was far from acting on
his own. He had, in fact, been
working with The Master.

The War Chief was one of The
Master's former associates from the
Prydonian Academy revolution, and
the two had hatched the new take-
over schems fogsther. The Master
remained unseen, directing affairs
{and providing materiel) from his
hidden base, while the War Chisf
worked openly with the other War
Lords. Indeed, the disaster that
ultimately befell the whole plot came
about in part because The Master
orderaed the War Chief to try to recruit
The Doctor (but only so he could be
trapped and destroyed at leisurs).
This plot backfired and brought the
whole plan to ruin, but The Master's
involvement was never revealsd.

it was this setback that renewed
The Master's interest in eliminating
The Doctor and in ruining the Earth.
Within a year of the War Games
episode, The Master was in contact
with the Nestene, and ready to
undertake the destruction of his foe.
Meanwhile, the War Chief had
escaped death. Though mortally
wounded by the supreme War Lord,
he had regenerated and fled. The War
Chief kept a very low profile for many
years thereafter, hatching a plot of
vengeance.

The Master's subsequent con-
tacts with The Doctor are well-known
and follow the course outlined in the
Players’ Information secton,
except of course for the fact that the
Players' Information reflects the
"official” Gallifreyan version of what
happened during the assassination
crisis, rather than the true facts of
Chancellor Goth's betrayal of the
Time Lords and cocperation with The
Master.

The Master's encounter with The
Doctor at Sarn was thought for a time
to have ended the renegade’s life. No
one knew he carried a device that,
triggered by the chemicals released
during regeneration, rotated his body
across dimensional lines to a Zero
Room in his hidden base. Whenthe
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numismaton gas of Sarn triggered a
new cycle of regenerations, and the
flames caused him to 'di¢’, the device
worked automatically and snatched
The Master from certain death.

The Master extorted the coopera-
tion of his old classmate, the Rani, in
a scheme to kill The Doctor and take
control over the greatest minds of
Earth's Industrial Revolution, but The
Doctor defeated them and sabotaged
the Rani's TARDIS. It was only

_ N

through a combination of their talents
that the two renegades survived the
twin threats of a runaway TARDIS
and a rapidly-growing tyranncsaur
hatchling. It was some time befcre
they were able to return to Earth.
When they did, it was in alliance
because the Rani was concerned
that The Doctor would betray her
activities to the Time Lords, and so
ruin her experiments. Though she
originally wanted no part of the
ongoing feud between Master and
Doctor, she found herself obliged to
join in for her own protection.
Returning to Earth, the two
renegades first attempted to change
the history of ancient Greece. The
Rani developed a dangerous, new,
mutated plagus, which The Master
then unleashed on the city-state of
Athens {using robots of the Kamelion
type to spread it through the city).
The Master hoped in this way to
cause Athens to lose the Pelopen-
nesian War, so that the Spantan
militarist culture would repiace the
democracy of Athens in shaping the
growth of Greek, and later, Western
society. The Rani foresaw the
possibility of using the Spartan
expansion as a way of gaining more
subjects for her experimentation.
However, The Master's attempt to
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lure The Doctor into a trap in this
period went awry, and the plot was
eventually foiled. The plague did
great damage to Athens, but The
Master was not abletouseitto
actually change history.

Jumping ahead in time, The
Master and the Rani visited the
colony world of Terranova, the first
major interstellar colony of an expan-
sionist Earth. Once again, the Rani's
knowledge of biology, chemistry, and
genetics was brought to bear, this
time causing the planet's local life
forms to become far larger and more
dangerous than the colonists' early
surveys predicted. Posingas a
troubleshooter from Earth, The
Master hoped to take advantage of
the situation to achieve personal
control over the new colony and bring
about a complete change in the
pattern of Earth's colonial expansion
{which would have had dire con-
sequences for humans in later eras).
However, interference by The Doctor
caused the Ranito lose control of the
creatures she had created, andthe
two renegades were againforced to
flee.

The two next appeared on Earth
again inthe seventh century A.D.
Here, the Rani used the rise of
fanatic Mohammadanism to cover her
attempts to replenish supplies of her
control parasite serum. Meanwhile,

The Master sought —and found —an
ancient artitact known as the Ring of
Shaitan. The Time Lady Leora and
her Companions discovered the
renegades, and the Rani abandoned
her ally to seek the safety of her
base on Miasymia Goria. The Master,
stranded without a TARDIS, was
thought to be safely confined to a
single era, though he could not be
located.

The renegade, however, was
rescued by another Time Lord
confederate, a member of the CIA
secretly in The Master's pay. This
Time Lord, Rozinel, became only the
second Gallifreyan to learn of The
Master's hidden base when he de-
livered the renegade there. Rozinel
then returned to Gallifrey, his secret
allegiance stilf undiscovered. The
Master, meanwhile, activated a new
TARDIS, and set out to follow up on
what he had learned by obtaining the
Ring of Shaitan.

This ring was familiar to him from
his previous research into the history
of the Daemon race. The being who
possessed a Ring of Shaitan could
command Daemons to do his bidding,
for the ring was an ancient symbol of
the highest of the Daemon leaders,
Baelzeebub of Damos. He who
wielded the ring spoke in the name of
the Daemon Lord. There were several

such rings, and one was left on each
planet where the Daemons experi-
mented, to be revealed when a race
gained the knowledge and power of
the Daemon who watched their
progress.

Though Earth’s Daemon was no
more, The Master knew of another
world where the Daemon slept, the
planet Rostenes. Journeying there,
The Master attempted to revive and
control the Daemon, and came very
close to success. Luckily, he was
stopped by a ClA group led by Lord
Rolonovaradnavashir. The Daemon
withdrew from time and space, and
The Master's Ring of Shaitan was
destroyed, but The Master himself
escaped.

The Master’s next appearance
was on Gallifrey. With the aid of
confederates high in the Time Lord
hierarchy, The Master manipulated
events so that the old discord
between Time Lords and Shobogons
was rekindled. Cardinal Arkendo, ane
of The Master's henchmen, per-
suaded Acting-President Flavia to try
to tame’ the Shobogons, which led to
open warfare on the surface of
Gallifrey. The Master used the
resulting chaos to attempt to locate
the Shobogon hermit Tamozar, a
Time Lord with extremely well-
developed mental powers. The
Doctor, however, learned of the crisis
(thanks to CIA manipulation) and
returned to Gallifrey, where he
teamed up once again with Leela and
K-9 Mark | to stop the conflict,
Tamozar joined them to fight off The
Master, who fled once again. The
renegade’s confederates on Gallifrey
managed, for the most par, to
conceal their connection with the
renegade.

Making his way back to Earth,
The Master hatched a new plot in the
22nd century A.D. Choosing the
years immediately following the
liberation of the planet from Dalek
conquest, the renegade took a
particularly fiendish pleasure in
hatching a scheme that involved
Susan and David Campbell, The
Doctor's granddaughter and her
husband. David, as a key leader of
the freedom fighters, occupied a high
position in the reconstruction govern-
ment, and The Master decided to use
this fact to steer Earth into the arms
of afull-fledged military dictatorship.
Replacing Campbell with a Kamelion-
type robot, The Master came close fo
success. It was no doubt ClA inter-
vention that brought in two different
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incarnations of The Doctor, including
the first (who knew Susan the best),
1o fight the aftempt. Campbell was
freed, and the robot wrested from The
Master’s control, despite his use of
psionic amplification to keep it in line.
The minds of the two Doctors proved
a match for The Master's amplified
mind.

Back in the 20th century, The
Master made a new attempt to bend
the Silurians and the Sea Devils to
his purposes, this time reviving
groups located along the western
coast of North America. He was
stopped by the North American
branch of UNIT and the Celonel, a
ClA operative with a long history of
hatred toward The Master,

The planet Victrix, in the year
2480, was the next of The Master's
targets. More than six decades
earlier, a major battle in the Cyber-
wars was fought on this planet, and a
large force of Cybermen had been
immabilized by ane of their own
Cyberweapons, a projected stasis
field. These captured Cybermen had
become the centerpiece of a museum
commemorating the victory overthe
Cybermen. The Master freed them at
a crucial moment during a visit by the
President of Earth, in hopes of
thoroughly disrupting Earth’s
interstellar empire. The President
was rescued by Lord
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Alistanathcalebiviteth and his human
Companion, T.C. Fellows. The
Master was forced to team up with
these two when his erstwhile allies
turned on him. The Cybermen were
again put in stasis, and The Master
managed to make good his escape.

The renegade's next act was to
use Ogron raiders to kidnap a
contingent of Time Lord scientists
doing experimental work at a remote
space station. The Colonel and Lady
Leora pursued The Master and his
victims into several different time
Zones, including the Earth eras of the
Roman Empire,the Great Mutiny in
India, Colonial America, and the days
of the Dalek occupation. But, despite
these almost random jumps, The
Master could not shake the pursuit.
The renegade was forced to distract
his pursuers by abandoning the
scientists, but he as abie to activate
one of his Kamelion robots to imper-
sonate the only scientist of any
importance to his plans, the Time
Lord Verostephocalen. This scientist
was not recovered, and The Master
and his captive escaped the Colonel
again.

Learning the nature of the
kidnapped scientist's work, which
involved new theories regarding the
nature of time travel and research
into some of Rassilon’s earliest ven-
tures, the Time Lords realized that
The Master's next target would prob-
ably be an artifact known as the Star
of Rassilon. This crystal had formed
the focusing core of Rassilon's most
powerful TARDIS —the one in which
he ventured into the Eye of Harmony
to harness it ages before. That
TARDIS had later been lost on the
planet Radirr, together with Ras-
silon’s son and a small Time Lord
expedition. Clues to the Star of
Rassilon's whereabouts led the Time
Lords to send the Colonel to Radirr to
recover it betore The Master could do
so. The mission was complicated by
the fact that the planet was squarely
between Rutan and Sontaran space,
and had become a battlefield at the
time the Time Lords had chosen for
the Colonel's expedition. In the
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confusion, The Master was able to
gain the Star of Rassilon, but the
captive Lord Veros was recovered.
The Master's trail was lost, and the
hypnotic treatment to which Veros
had been subjected caused him {0
forget everything that had happened.
He returned to his researches,which
included the testing of a new design
of TARDIS. However, Veros was lost
again, this time apparently
accidentally, when his TARDIS was
buried by ash and lava during the
eruption of Mount St. Helens on
Earth.

In actual fact, Veros had been
acting under The Master's hypnotic
control. Intrying to deliver the
TARDIS, he had made an error that
resulted in the loss of the temporal
vehicle under tons of lava while
Veros himself was out of the ship.
The shock of events freed Veros
from control, but also left him regen-
erated and in a state of amnesia,
wandering on Earth. The Master
found him and used the scientist's
equipment to pinpoint the ocation of
the lost TARDIS. He could not reach
it until, as luck would have it, his
research turned up a cave in which
dozens of mechanical Yeti had been
placed in storage by the Great
Intelligence several years before.

TheMaster reprogrammed and
reactivated the Yeti as servants of
his own, using them for heavy labor
to dig out the missing TARDIS (and
as security {o keep away unwanted
intrusions, thus causing a rash of
"Big Foot" sightings.) A photograph
came into the hands of UNIT/North
America, which launched an investi-
gation. The Colonel, their Scientific
Advisor, was also involved. The
Master's actions were discovered,
but before he could be stopped, the
Great Intelligence became aware of
the actions of its servants and
regained control over them. The
Master and the Colonel joined forces
to defeat the Intelligence, but The
Master stole the experimental
TARDIS and flad.

The pattern of The Master's
actions had now become clear. Lord
Veros had developed a theory
suggesting that the Temporal Barrier
protecting Gallifrey's past could be
penetrated by a certain combination
of circumstances. The effort would
raquire the use of two experimental
TARDISes working in tandem,



——

coordinated by mathematical compu-
tations of extraordinary complexity,
and using a focusing device of the
magnitude of the Star of Rassilon.

The only other TARDIS of the
proper design for The Master's
evident plans had been assigned to
the Time Lord Dorvios, an old friend
and teacher of The Doctor. Dorvios
had learned of cne of The Doctor's
greatest regrets, the loss of his
companion Adric, and he setoutto
save the boy as a favorto The
Doctor. The new model TARDIS was
the only time vehicle capable of the
delicate micro-jumps needed for the
rescue. But Rozinel, The Master's
henchman, accompanied Dorvios on
the trip with the intention of
interrupting the rescue mission. The
Colenel and Leora discovered
Rozinel's dual allegiance and raced
back to intercept Dorvios, but they
were not quite in time. The rescue
was carried out, but the subsequent
antimatter explosion aboard Adric's
ship blew both TARDISes into an
alternate timeline. Parts from the
Colonel's TARDIS were scavenged
{o repair the experimental unit, and
although The Master traced and
nearly captured them, the party
managed to escape back into the
Prime Reality and forward to
Gallifrey. Rozinel was imprisoned
for a time, but then escaped to
join The Master and become B
the permanent commander of
The Master's base. Both Adric
and the experimental TARDIS
were kept safe from The Master,
and the TARDIS was destroyed, but
tha threat of a break- through past
the temporal barrier remained a
possibility to be feared.

At about this time, The Master
encountered ancther old henchman,
the War Chief, who was working to
disrupt the ancient history of Earth.
The two schemed to transform the
Israelite forces of Joshua into fanatic
militants, using hypnotic devices and
other advanced technology to create
‘miracles’ such as the fali of Jericho.
The Doctor, escaping The Master's
usual traps, managed to convince
Joshua to be satisfied with his
Promised Land and not seek con-
quest beyond Canaan. The War Chief
and The Master argued over the
failure of thelir plans and went their
separate ways, each plotting venge-
ance against the other.

The Master, growing increasingly
sager to entrap The Doctor, traced
and kidnapped three of his former

Companions, Tegan Jovanka, Jo
Grant, and Sarah Jane Smith,
intending to use their memories to
help him find a way of defeating The
Doctor once and for all. From Sarah,
he learned of the affair of the Spiders
of Metebelis 3, and the power of the
blue crystals of that planet. Ha then
journeyed to that planet well after the
time of the spiders and sought out
the mind-amplifying crystals that had
nearly destroyed The Docfor. How-
evet, the mind of the
Great One still
lingered, and
it proved
powerful
enough
10

con-
trol

v

The
‘Mastet and set
atrap of its own for The
Doctor. To rescus his former com-
panions, The Doctor found it neces-
sary tofirst liberate The Master, and
then work with him to stop the spirit of
the Great One. The Master
abandoned The Doctor at a crucial
moment and escaped, but The Doctor
won his battle and saved the others.
The Master's next plan involved
the creation of a machine that broke
down the barriers of time, a mecha-
nism based on his past research with

TOM-TIT and with the theories of Lord
Veros, and also related to the
Operation Golden Age plot foiled by
The Doctor once before. The Master
invaded and took over Earth's Moon
base in the late 20th century and
then beamed his anti-temporal field at
the planet. The result was chaos -
the random appearance of past and
future pecple and things mingling on
the timeline, with potentially devas-
tating outcomes for all concerned.
The Colonel, however, deduced the
source of the danger and took steps
to correct it, driving The Master away
and destroying the field befors its
sffects became irreversible.

Jumping ahead to the distant
future, The Master decided to
attempt one last major alliance
against the Time Lords when he
learned that Davros, creator of the
Daleks, had been captured by the
descendants of his own creations
and threatened with elimination for
his attempts to create new Daleks
not a part of the Dalek hierarchy. The
Master freed Davros and offered
to work with him. The two

sought to establish control

gy over tha Daleks and redirect

& their wars of conguest, but
were not successiul, The
Colenel managed to lead the
Daleks to the two conspirators,
disrupting their whole plan. Davros
was recaptured, while The Master
escaped.

After these many failures, The
Master's patience and feresight were
exhausted, Using his agents inside
the Capitol and an army of Ogrons
and other servants led by Rozinel,
The Master invaded Gallifrey, the
first attacker to penetrate the
transduction barrier {which was
switched off by confederates within)
since the days of the Vardan/
Sontaran invasion. Once again, it
was The Doctor who saved the Time
Lords, tricking the Ogrons into a
temporal transporter and then
dumping the lot of them on a barren
remote planet in the distant past
{where, by a curious turn of events,
they became the ancestors of the
Ogron race). The rebel Time Lords
were defeated, and The Master fled.
The Doctor captured Rozinel,
however, and pursued him to his
hidden base, which was destroyed in
the fight that followed. The Master's
fate remained unknown, but the loss
of his transdimensional base of
operations had rendered him
powerless, at least for some time to
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The following sections cover The
Master's various actions in chrono-
logical order. Dates are given in
terms of the Gallifreyan dating
system, with parenthetical dates
{where necessary) translating these
to Earth’s common dating system.

¢a.-139,930,000 TL
(140,000,000 B.C.)

The Master escapes to this era
following the coliapse of the recur-
sion at Castrovalva, and he dis-
covers the Xeraphin Conscicusness
on Earth. With the aid of the crew of a
Concorde SST hijacked from the far
future, he harnesses the Xeraphin
and departs for the future.

ca.-64,930,000
(65,000,000 B.C.)

The Master's henchman Rozinel
takes control of an experimental
TARDIS while it is being used to
rescue The Doctor's Companion
Adric from death. The antimatter
explosion that wipes out the
dinosaurs on Earth also sends
Rozinel, Adric, and a group of CIA
operatives led by the Colonel into an
alternate dimension. Adric and the
TARDIS are saved from The Master’s
plot. Rozinel and The Master escape.
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ca. 69,208 TL (1500 B.C))

The Master steals the Crystal of
Kronos from the Temple of Poseidon
in Minoan Atlantis, Kronos, the
Kronovore, destroys the Minoans,
but is set free in the Time Vortex.
ca. 69,458 TL (1250 B.C.)

The Master and the War Chief
attempt to launch a Holy Waron
Earth, and bring about the fall of
Jericho through hypnotically-induced
miracles. The Doctor defeats their
efforts.

70,280 TL (428 B.C.)

The Master and the Rani mount
an attack on Athenian civilization
through the use of a mutated plague.
They fail to trap The Doctor, and are
defeated,

70,777 TL (69 A.D.)

The Master and the Colonel clash
briefly during the Flavian attack on
Rome, but The Master escapes with
a party of kidnapped Time Lord
scientists.

71,333 TL (625 A.D.}

The Master and the Rani inter-
fere in the rise of Mohammadanism,
and The Master finds the Ring of
Shaitan. They are defeated by Leora,
and the Rani leaves The Master
stranded. He is later rescued by
Rozinel, his confederate.

71,774 TL (1066 A.D.)

The Master (then known as "the
Monk™) attempts to ensure the
victory of King Harold at Hastings,
but is foiled by The Doctor.

71,923 TL (1215 A.D))

The Master uses Kamelion to
impersonate King John, butis
defeated (losing Kamelion in the
process) by The Doctor.

72,400 TL (1692 A.D.)

The Master and the Colonel
skirmish in Salem, Massachusetts,
but The Master and his captive
scientists escape again.

72,540 TL (1832 A.D.)

The Master attempls to alter the
course of the Industrial Revolution,
with the reluctant help of the Rani.
They are defeated and forced to flee
in a sabotaged TARDIS.

72,565 (1857 A.D)

The Master and the Colonel clash
during the Sepoy Rebellion in india.
Together with his kidnapped sci-
entists, The Master escapes back in
time to ancient Rome.

72,686 TL (1978 A.D.)

The Master arrives on Earth to
spearhead the second Nestene
invasion. He later repents and co-
operates with The Doctor in defeating
this enemy. The Doctor cripples The
Master's TARDIS, stranding him on
Earth, but the renegade escapes,

The Master assumes the identity
of Professor Keller and uses the Mind
Parasite in his Keller Machine 1o help
steal a nerve gas missile and
threaten a World Peace Conference.
He is defeated when The Doctor turns
the Mind Parasite against him, but
escapes, repairing his TARDIS in the
process.

The Master makes contact with
Axos and brings it to Earth, escaping
as The Doctor forces the composite
being into atime locp.

The Master returns to Earth with
the secrets of the Daemons, and
attempts to summon the Daemon
Azalto learn its powers. His pian
fails, and The Master is captured by
UNIT,
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72,687 TL (1979 A.D.)

The Master is sentenced to life i‘

imprisonment on an island inthe
English Channel, but escapes by
subverting his warder and contacting
the Sea Devils. After The Master tries
to revive the Sea Devils around the
world, his allies turn on and imprison
him. The Doctor destroys the Sea
Devil colony, prevents their revivifi-
cation, and rescues The Master, who
then escapes.

The Master adopts the guise of
Professor Thascales and usssthe
TOM-TIT device to trap Kronos, the
Kronovore. He then departs, pursued
by The Doctor, to find the complete
Crystal of Kronos in Minoan Atlantis.
72,688 TL (1980 A.D.)

The Time Lord Veros, under The
Master's control, steals an experi-
mental TARDIS, but accidentally
loses it under several tons of lava
duzing the eruption of Mount St.
Helens.

The Master disguises his
TARDIS as the statue Melkur on
Traken. He is prevented from
becoming the Keeper of Traken by
The Doctor and his Companions, but
does gain control of the body of
Consul Tremas, thus gaining a 14th
incarnation.

The Master travels aboard The
Docior's TARDIS to Logopolis, where
he stops the computations there and
triggers the heat death of the uni-
verse. He then joins forces with The
Docter to run the Logopolis programs
through the Pharos Project on Earth,
thus stabilizing the collapse. Ina
fight on the Pharos Project antenna,
The Master kills the fourth Doctor,

The Master kidnaps Adric and
uses his mathematical knowledgs to
set up a serles of traps against the
regenerated Doctor. The last of
these, the recursion of Castrovalva,
coliapses prematurely, and The
Master's flight is made difficult by the
formation of a singularity there. His
damaged TARDIS is hurtled 140
million years into the past.

72,689 TL (1981 A.D.)

The Master plots to revive
Silurian and Sea Devil colonies
throughout North America, but is
defeated by the Colonel and
UNIT/NA. He escapes, but most of
the Sea Devil and Silurian colonies
are destroyed in a malfunction of the
revivification device.

The Master locates Lord Veros,
now regenerated and subjectto
amnesia, and determines the location
of the lost experimental TARDIS. He

revives and reprograms a band of
Yeti near Mount St. Helens, and uses
them to dig out the TARDIS, but is
discovered by the Colonel and
UNIT/NA. The reawakening of the
Great Intelligence forces The Master
to cooperate with the Colonel to
defeat it, but The Master escapes in
the experimental TARDIS.

72,691 TL (1983 A.D.)

The Master's time contour
kidnaps two Concorde SSTs info the
distant past. The Master returns to
this tima to recalibrate his TARDIS
controls, but is carried off to Xero-
phas by the Xeraphin Consciousness
instead.

On Xerophas, The Master
discovers relics of an ancient war,
including the robot Kamelion, He
makes makeshift repairs to his
TARDIS and returns to his hidden
base.

72,693 TL (1985 A.D.)

The Master kidnaps Tegan

Jovanka, Sarah Jane Smith, and Jo

Grant from Earth.

—

f 72,705 TL (1997 A.D.)
The Master attemptstouse a

time field projector from a lunar base
to break down the fabric of ime on
Earth. The attempt backfires,

hurtling the Master and his equipment
into the distant future.

72,754 TL (2046 A.D.)

The Master and the Rani inter-
fere in the development of Earth's
first major interstellar colony, but are
defeated by The Doctor.

72,798 TL (2090 A.D.)

The Master seizes the Star of
Rassilon on the planet Radirr, using
the climactic clash between the
Sontarans and the Rutans to cover
his escape from the Colonel.

72,872 TL (2164 A.D.)

The Master and the Colonel
skirmish briefly during The Master's
attempt to kidnap Time Lord scien-
tists. Using the Daleks on Earth to
threaten thae lives of the scientists,
The Master distracts his pursuers
long enough to make good his
escape with one captive, Lord Veros.
72,893 TL (2185 A.D.)

The Master kidnaps freedom
fighter David Campbell and subst-
itutes a Kamelion-type robet in his
place in an attempt to warp Earth's
history. The CIA arranges to have
two incarnations of The Doctor drawn
out of the timestream to meet the
threat. These twoare ableto
combine their mental force to
overcome The Master’s psionic
control of the robot. The Master
escapes info Earth’s 20th century.
73,178 TL {2472 A.D.)

The Master is defsated by The
Daoctor in an attempt to seize the
Doomsday Weapon.

73,188 TL (2480 A.D.)

The Master plots to revive a band
of Cybermen from a war museum on
Victrix, but is thwarted. He finds it
necessary to ally with Lord
Alistanathcalebiviteth to defeat the
Cyberman when they turn on him.
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73,248 TL (2540 A.D.)

The Master, working with the
Daleks, attempts to trigger a war
between Earth and the Draconians.
The Doctor foils the attempt. The
Daleks turn on The Master and
imprison him in a time corridor.
73,328 TL (2620 A.D.)

The Master, seeking the powers
of the blue crystals of Metebelis 3,
accidentally reawakens the dormant
mind of the Great One, and finds
himself possessed by the now-
disembodied spirt. The Doctor frees
him from the influence, and The
Master escapes.

73,387 TL (2679 A.D.)

The Master uses the Ring of
Shaitan on Rostenes to revive and
dominate a Daemon, but is defeated
by the Lady Leora, who has also
obtained one of the powerful rings.
74,708 TL (4000 A.D.)

As the Monk, The Master makes
an attempt to betray The Doctor to
the Daleks on Tugus, but The Doctor
escapes, and goes on to foit the
Dalek Master Plan.

82,450 TL

The Master liberates Davros of
Skaro from the hands of the Daleks.
They were taking him to their leaders
for judgement after Davros 'betrayed’
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their cause by manufacturing new
Daleks on his own. Davros and The
Master forge a brief alliance, in which
The Master undertakes to supply the
means of controlling the Daleks in
exchange for the cooperation of
Davros in creating new and more
powerful Dalek forces for the con-
quest of Mutter's Spiral. The plot is
defeated by the Colonel. The Daleks
themselves do much to checkmate
the schemes of the two villains.
Davros is raecaptured by the Daleks,
while The Master retreats to his
hidden base.
100,725 TL

Following the Morbius crisis on
Karn, the Time Lords almost com-
pletely withdraw from involvement in
time and space. The Master, denied
any further chances to do field
research, becomes ateacher at the
Prydonian Academy.
101,176 TL

The Prydonian Academy
rebellion takes place. The Master's
plot is betrayed to the High Council
and crushed. He himself flees in a
stolen TARDIS, forced by a montal
wound to regenerate.
101,193 TL

The Master returns to Galiifrey
and suborns several Time Lords,
among them Rozinel and Cardinal
Arkendo. He breaks into Time Lord
files and steals several, including the
file containing data on the Doomsday
Weapon. The ClA begins to take an
active interest in his activities, and
uses The Doctor in several counter-
interventions against him.

{
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101,198 TL

The Master breaks free of the
Dalek time corridor and lands on
Tersurus, dying and at the end of his
natural rageneration cycle.
Chancelior Goth of Gallifrey receives
him, and together they assassinate
Pandar V. The plot is uncovered by
The Doctor, but The Master goes on
1o draw enough power from the Eye of
Harmony to stabilize his failing body
and escape Traken.
101,209 TL

The Master is involved in the last
of the Games of Rassilon, and is sent
back to normal space and time by
Rassilon himself,
101,215 TL

The Master stirs up war on
Gallifrey between the Shobogons and
the Time Lords to cover his search
for the hermit Tamozar. The Doctor,
reunited with his former Companion
Leela, stops the war and aids
Tamozar in defeating The Master,
who eludes capture.

101,217 TL

The Master kidnaps a team of
scientists doing important temporal
research on a remote space station.
The Colonel and Leora sabotage his
TARDIS, randomizing the controls
and leading to a chase through
Earth's history,

101,228 TL

The Master launches a new
revolution on Gallifrey. In the
aftermath, The Doctor tracks The
Master to his hidden base, and there
stages a final confrontation that ends
with the destruction of the base
complex and the {probable) death of
The Master himself. As The Master's
body is never recovered, however,
the ClA leaves his file open, believing
him to have been sericusly set back,
but not necessarily killed,




—

‘D PERSONALITY

MOTIVATIONS/
DESIRES/GOALS

The Master, more than any other
being known to Gallifrey, demon-
strates the ways a personcan be
warped and distorted by failure,
frustration, and hatred. Beginning as
an essantially good, f somewhat
ruthless Time Lord, The Mastar's
original goals could be considered
laudable. He wanted only to strive
toward perfection in an imperfect
universe, making use of Rassilon's
discoveries to benelfit societies
throughout the universe. Like his
close friend, The Dector (and unlike
another schoolmate, the amoral
Rani), The Master originally preached
that great power carried with it great
responsibility — for Time Lords as
much as any other being. He felt that
the Time Lords had the power, and
thus the obligation, to help those less
fortunate, and he was determined to
prove it.

Nonetheless, The Master's goals
in these early days had a side that
was not so laudable. The Master felt
that temporal manipulation should be
exercised according to a master plan
that would sacrifice whole civiliza-
tions to the ruthless dictates of
efficiency and progress. This was the
cause of his fatal break with The
Doctor, the single most damaging
factorin his long life. The Doctor

could point to good things that came
from the worst of circumstances.
Even the Daleks, by their very exist-
ence, had helped to create alliances
and ensure the development of
cultures that contributed great good
to the Universe. it was inevitable that
The Master should find his views
rejected, not only by hide-bound High
Council members, but by his very
best friends on Gallifrey.

The aftermath of the Morbius
crisis only reinforced The Master's
isolation. Now the Time Lords
recoiled from the rest of the universe
maore than sver, limiting access to
TARDISes, and denying The Master
the right to carry out his field
research. The pomp and circum-
stance, the dry intellectual life that
was Gallifrey weighed heavily on The
Master, and it was during this era that
the rot began to set in. From visions
of a universe guided by the Time
Lords, there now arose a distorted
image. He felt that only one among
the Time Lords was capable of
bringing fo life the old dream, only
one Gallifreyan was capable of
seeing the necessity for intervention
and careful manipulation — The
Master. He succeeded in converting
an impressicnable batch of students
to his cause, offering what amounted
to godhood 1o those who would follow
him. Thus was the Prydonian
Academy rebeliion launched.

The rebellion's failure led to exile,
the lite of atugitive in a stolen
TARDIS. The Master pinned the
blame for his defeat on one man, the
once-valued friend who had failed to
see the light, who had warned the
High Council and triggered the
slaughter. Thoughts of The Doctor
began to haunt the renegade's mind
even as he set out o vindicate
himself by carrying out his program
alone, without the resources of
Gallifrey or the aid of the Time Lords.

But more interferance by The
Doctor followed, and with each
defeat, The Master grew to hate The
Doctor more. Atlast, therecame a
point when the aim of shaping history
was inexorably linked to seeking
vengeance against The Doctor. This
usually involved the conquest or
destruction of Earth (The Doctor's
{avorite, almost adopted, planet), or
the death of The Doctor — or both.
These schemes often failed merely
because The Master was so intent
upon The Doctor's doom that he
allowed precious opportunities to slip
by. Always the typically devious
Prydonian, The Master tended more
and more to get caught up in plans
that collapsed under the weight of
their own complexity.

ROLE PLAYING GAME

By the time his tweltth regenera-
tion had run its course, The Master's
early, laudable goals had long since
disappeared. The man who had
proposed the destruction of the
Daleks centuries before had now,
ironically, allied himsslf with them not
once, but twice — and he had made
alliances with a multitude of others
just as evil. The last regenerations of
The Master in this original cycle were
characterized by a vaunting ambi-
tion, a glorying in any chaos and
destruction that might unravel the
fabric of Time, and a burning hatred
for The Docter and others who stood
in his way. He had alsoc cometo
realize that the rest of the Time Lord
race was equally dangerous to his
ambitions, because the Celestial
intervention Agency had begunto
thwart those plots that The Doctor did
not manage to foil.

A further slide into evil folliowed
The Master's escape from the Dalek
time corridor, an escape that should
have killed him. Unable to regen-
erate, and unwilling to give up iife,
The Master's cutward appearance
became a mirror of his black soul. At
the same time, the fugitive Time Lord
seemed 1o grow even more twisted,
evil and ruthless in his husk of rotting
flesh. Thera had been something in
The Master of old that brought out
compassion in people like The
Doctor. Now it was different. Now The
Master's aura was one of total evil.

The end of the regeneration
cycle also awakened a new motiva-
tion in The Master — the desira to
renew his life and restore his body.
Thwarted once at Gallifrey and
cheated of his full victory at Traken,
The Master finally obtained a more
serviceabls body. Yet, he continued
to search for a new trigger to acycle
of regenerations. This was a goal
almost as important to him as power,
at least until Sarn. Evidently, the
numismaton gas has indeed be-
stowed a new cycle of regenerations.
Centainly, however, thoughts of
immortality still tempt The Master, for
to be truly immortal would itself bring
a measure of the power hae craves so
much.

But even restored to health and
long lite, The Master's evil has grown,
not diminished. Absolute power, and
the final vengeance he needs to bring
his feud with The Doctor to an end at
last, blot out all traces of the good
that once made him something more
than a criminal.

Ambition, vengeance, and the
search for an extended life are, of
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course, the key elements in The
Master's complex personality. There
are, however, other important charac-
teristics as well. He is vain, his
conceit often leading him to make the
fatal error of prematurely revealing
his plans or underestimating the
abilities of opponents. The Master
also fears being imprisoned or tor-

alocfness and ruthlessness.

Though capable of forming
attachments to other loners (such as
The Doctor), The Master was far more
interested in research and the
acquisition of knowledge than in
interacting with people. His capacity
for work was vast, and he was a
perfectionist easily irritated by the
foibles or emotions of others. These

seventh incarnations, when he was
known as the Monk, many of his
previous behavior patterns were
carried ever to his new personas
intact. During the period he aiso
became more cautious, more
suspicious, and at the same time,
more aggressive in his dealings with
others. He had a deep-seated streak
of paraneia, not surprising consid-

tured with an
intensity that is
almost pathological.
Though he can
endure detention as
long as a chance of
escape is possible
(as when UNIT held
him following the
Daemon affair), the
thought of an in-
escapable punish-
ment will reduce him
to pleas for mercy.
But mercy is
not something The
Master can show to
others. He is ruth-
less, and can cheer-
fully risk total
destruction of a
person, a planet,
even the entire uni-
verse if it will further
his plans. He will
not, however,
accept the certain
destruction of the
universe, or threats
to his own safety.
Tha Master will work
to defeat the very
plans he setin
motion if he sees
them leading to the
end of his own
aspirations. This
has led to several
fleeting alliances
with The Doctor,
though less often of
late. Even when
helping, The Master
is always capable of
treachery,
MANNER

ering The Doctor's
betrayal of their old
friendship and the
[subsequent col-
lapse of The
Master's plans.
During this time,
The Master began
lto tamper with
history, but most of
his schemes were
fairly straightfor-
ward and simple,
unlike the subtle
and intricate plots
of later incarna-
tions. Though stilt
ruthfess and aggres-
sive, he wasnota
particularly violent
person. Neither was
he squeamish about
resorting to deadly
ltorce in pursuit of
his goals or of
vengeance.
Following his
seventh incarna-
tion, The Master's
manner, like his
appearance, be-
came relatively
constant for a
considerable length
of time. Inthis
period, he can best
be characterized as
the solitary adven-
turer, preferring to
demonstrate his
power over ideas
and objects rather
than be involved
with people. Many
of his most impres-
Jsive scientific

In his early regenerations, before
the Prydonian Academy revolution,
The Master could best be described
as an eccentric loner, a quiet but
intense individual. A brilliant scientist
and scholar, his single-minded
pursuit of his work made it difficult for
him to form friendships. His manner
could, at times, be frightening in its

26 / Master Villain

incarnations were inclined toward
sarcasm and impatience, which was
also true of his friend, The Doctor.
Though distant and cold, his manner
displayed a supreme confidence that
made him a fine and inspiring leader —
the fatal attraction that led his
students to follow him in rebellion.
During The Master's sixth and

achievements, notably the Tissue
Compression Eliminator, were
developed at this time. Astime
passed, though, and defeat followed
defeat in his plots to assume
universal power, The Master's
ruthlessness and evil became
increasingly dominant in his
character. His voice, sonorous and



melodic, and his suave, slegant,
polita mannerisms werse a thin veneer
over a developing streak of cruelty
and outright sadism. His sarcastic wit
was the equal to that of any of The
Doctors. Despite his obviously avil
ways, he could still charm all but the
most hardened opponents and win
the grudging admiration and respect
of his enemies. Toward the end of his
thirteenth incarnation, when his body
began to wither and rot, The Master's
spirit likewise became mora twistad
and evil. No longer capable of taking
direct action, he became the hidden
schemer, the spider at the centerof a
web of intrigue. Now cautious and
patient, he could be characterized as
athinker rather than a doer. Hatred
was all that kept him alive — hatred of
Gallifrey, of the Time Lords, and
above all of The Doctor. Working
through others, The Master iearned
now the devious ways that made the
proverbial Prydonian cunning look
like guileless innocence.

Following his theft of a new body
on Traken, The Master assumed a
physical form quite similar to his
pravious incarnations, but many of
the habits of thought and action
stemming from his previous deterio-
ration remained with him. This Master
was as much moved by hatred as the
death's-headed thirteenth incar-
nation had been, in away that none
of his previous selves had been. He
retained his immediate predecsessor's
love of scheming, of devious plans
and intricate traps far more subtle -
and vicious — than anything he aver
attempted in earlier lives. He is far
mora arrogant than his past selves
as well, possessed of an absolute
confidence in his superiority and a
contempt for anything that fails to
meet his standards.

This current Master is impulsive
and energetic, always ready to come
up with new plans or schemes.
Regardless of the odds in any
situation, he is determined to beat
them, proceeding ruthlessly and
ignoring everything but his own
goals. His temper is quick, and he
enjoys confrontation — so long as he
can win.

In his last two incarnations, The
Master has prized elaborate plans
over direct action, and takes more
pains than ever to adopt disguises,
aven where these are not particularly
necessary. He aenjoys manipulating
others to do his bidding, and takes
great pleasure in inflicting pain, be it
physical or emotional. These latest
lives have, in some ways, been the
most evil and grasping of The
Master's incarnations. No longer
does ha move his enemies to mercy.

The Master's most obvious
weakness is his enormous ego. He
cannot resist gloating over a
defeated enemy, and this boasting
often gives his opponents the
information they need to thwart his
plans. Also, his overwhelming desire
for vengeance often causes himto
spring one of his elaborately-laid
traps prematurely (especially where
The Doctor is concerned).

SPECIAL
KNOWLEDGE/POWERS

The Master has always baeen
very skilled in the art of disguise,
both of himself and of others. The
disguise kit that he keeps on his
person is capable of duplicating
virtually any face in a matter of
minutes, creating an extremely
lifelike mask. On more than one
occasion, The Master has used
masks of his own face on the
unconscious bodies of others to
canfuse pursuers and buy time for
escape. In earlier regenerations, he
rarely adopted elaborate disguises
for himself. In recent incarnations,
The Master has developed a habit of
disguising himself quite elaborately,
even when such disguises are not
particularly necessaty. Notable
disguises have included averything
from the mysterious Oriental sorcerer
Khalid to a scarecrow watching over
an English countryside.

Abovae all, The Master is
particularly noted for his ability as a
hypnotist. The Master's hypnotism
skill is so good, in fact, that it tran-
scends the normal hypnotic abilities
presented in the game. Thus, add 10,
rather than 5, to The Master's cra
score when determining his Perfor-
mance Level as a hypnotist.

Finally, The Master is capable of
controlled regeneration, and can
maintain both features and person-
ality virtually intact from one incar-
nation to the next. He can also
deliberately change them for pur-
poses of disguise if he so desires.
The Master has demonstrated this
control by maintaining an almost
constant appearance through
several regenerations in a row, only
to make the complete changeover to
the Monk, and then again to his
familiar 'satanic’ appearance in later
regenerations.
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THE MASTER'S GOALS

e

“#t is the meddiing of
individuals like The Master,
whose interference in temp-
oral entropy is motivated
wholly by ambition, greed, or
personal egotism, that has
mads the Time Lords adopt
such cautious (or some would
say foolish) restrictions on
the matter of Intervention.

The CIA must pledge itself to
the elimination of this sort of
meddler. The Master and his
itk have given our whole
cause a bad name.™

tady Rowellanuraven

Address to the CIA Council

Brilliant and resourceful, The
Master is one of the most formidable
adversaries ever faced by the ClA or
other Time Lord interventionists.
Over the years, his numerous piots
against the safety of the universe
have threatened the timestream,
making his activities a constant
source of danger.

28 / The Master’'s Goals

QUEST
FOR
POWER

Behind everything The Master
does are certain key goals, These
are the heart of The Master's quest
for power in space and time. Although
hs is widely characterized as seeking
to conguer the universe (and, indeed,
he himself has widely proclaimed
such an intention), his objectives are
actually more complex. The Master's
real goal is not merely to conquer
reality, but rather to reshape it so
that he can become the all-powerful
ruier of creation.

The Master has learned the
techniques of restructuring a society
or a race by tampering with history,
although his attempts to create a
permanent change have met with
repeated failure. The Time Lords
(particularly the CIA) are the principal
barrier to The Master's dreams. As
long as the Time Lords exist to thwart
him, The Master can neither reshape
the universe nor replace it with some
alternate time line — either of which
would suit his purposes. Although
personal hatreds drove The Masterto
seek the elimination of the Time
Lords, these private emotions merely
reinforce a principal need of the rene-
gade’s grand design.

In truth, The Master is simultane-
ously working toward several distinct
goals. Most of his activities will be
concentrated in a direction that will
turther one or (it possible) more of
these aims. They can be divided into
Main Objectives and Lesser Objec-
tives, and are described below.

By recognizing these important
objectives, it is possible to put The
Master's recorded deeds into some
kind of perspective. The Master has
been characterized as loving chaos
and deslruction for its own sake. In
fact, nothing could be further from
the truth.

ROLE PLAYING GAME

MAIN
OBJECTIVES

RESHAPING UNIVERSAL
HISTORY

This was The Master's first, and
still his favorite, main objective. His
intent is to manipulate the history of
key Temporal Nexus Points to pro-
duce cumulative historical changes
that can be expioited to give him
mastary of a universe shaped as he
desires. The elimination or modifica-
tion of society on Temporal Nexus
Point Earth is a major factor inthis
grand design, as humans play a
crucial part on the stage cf galactic
history. Other Temporal Nexus
Points may be of interest to The
Master, but none so much as Earth
itself. The major barrier to achieving
this end is the intervention of Time
Lords, including both The Doctor and
agents of the CIA, wha fight to pre-
serve the established history of the
universe.

REPLACING THE REAL
UNIVERSE

The Master has also worked,
from time tc time, on the concept of
eliminating known reality altogether.
Other universes paralle! to our own
do exist, some of them remarkably
simitar, others completely unlike
anything we know. Cross—dimen-
sional travel is nct as simple astime
travel, but has been achieved. In
some cases, the two work in combina-
tion when alternate timelines branch
out from a single temporal nexus.

Qur own space-time continuum,
however, is the prime reality, the
plane where Rassilon created the
powers of the Time Lords. They, in
turn, took steps to preserve the
structure of the universe as they
understood it. f The Master had his
way however, he would replace
known reality with an alternate cne
where he could rule supreme and
unopposed. To do this, he would
have to establish a universal Time
Loop to remove this entire time-
stream from existence. Once again,
this cannot be accomplished until the
Time Lords can be subdued or put
aside.



TRAVEL THROUGH THE

TEMPORAL BARRIER
Although a lesser objective, this SEARCH FOR NEW POWERS
is in fact the key to all The Master's Many of The Master's plots and
LESSER dreams of power. If The Master could plans revolve around the acquisition
learn of a way 1o travel into Gallifrey's of unusual knowledge or abilities.
OBJECTIVES own past, he would be in a position to These are, of course, a means to an
guide Gallifreyan society onto a end —the ability to regenerate
course that would be more advanta- perpetually, or the power to absorb
geous to him. Success in such a plan the minds and knowledge of others,
DESTRUCTION OF TNP would enable The Master to create a for example. In many cases, though,
EARTH Time Lord cutture as dedicated to his acquisition of these powers may be a
As a lesser objective, The evil ways as he is, thus ensuring his worthwhile goal in itself. The Master
Master seeks destruction of Earth dominion over a reshaped Universe. will never pass up an opportunity to
{or, alternatively, the reshaping of Unfortunately for The Master, achieve a new or exalted level of
Earth's history) for two primary such an objective is not currently personal power.
reasons. First, the Earthis a Class | within reach. Some particularly
Temporal Nexus Point, lts elimination brilliant temporal theoreticians have
or alteration would produce the postulated, however, that the
sweeping historical changes Temporal Barriers to the past and
necessary for The Master to reshape future might be penetrated, using a
the universe to his own ends. sophisticated technology that has
Secondly, the Earth is the sometime not yet been assembled even
adopted home and favorite world of experimentally. It is thought that
The Master's hated rival, The Doctor. certain late-model TARDISes have
Thus, while any Class | Temporal the capability of making such a
Nexus Point would do to achieve The journey, but only when two of them
Master's principal goals, achieving are employed in tandem, and under
them through the manipulation of the guidance of an intricately—
Earth holds an especially strong structured mathematical navigation
attraction for The Master, plan {far out of reach of any ordinary
Time Lord).

The Master, a gifted student of
Temporal Science himsef, has
reached the same conclusions, but
he reasons that such a combination
could be achieved. Many of his past
schemes have been aimed sacretly
at acquiring the necessary powers,
abilities, and technology to achieve
this end.

REGENERATION

The quest for anew body and a
new cycle of regenerations began
when the renegade used up the last
of his normal incarnations. Although
a lesser objective, the quest took
preeminence in The Master's mind.
The goal was evidently achieved
during the affair on Sarn.

ROLE PLAYING GAME
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Any Temporal Nexus Point is a
possible target for The Master's
meddling, as is any world where local
resources may hold the key to some
discovery or process The Master
might find useful. Some worlds,
however, are of special interest to
the renegade. They may be espe-
cially important to the ebb and

flow of history, or hold particularly im-
portant secrets The Master can use
in his ongoing schemes of conquest.
Any of the Class | Temporal
Nexus Points in the universe interest
The Master greatly, Relatively minor
changes in their histories can alter
the course of time in ways far out of
proportion to the original stimulus,
First and foremost of these worlds is

poral Nexus Point Earth. There

are other Nexus Pcints, quite minor
by galactic standards, but that could
be made to play an important part in
The Master's plans. Rostenes,
Victrix, Terranova, Radirr, and
Metebelis 3 are such nexus points,
all of which played a part in events
described in the section on The

Master's history
Allen Creature Record: VIRNDOFFA Rostenes is currently undergoing an ice
ROSTENES E;‘,;*;:}"""'“' Data — age !haf: has frozen most of the world's seas.
World Log: ROSTENES : i : Only a few areas are warm enough for open
Aateceriieal Data AM':;:':";:" Breathed: Oxygen/Nirogen water to occur. The VirndoHa live near these
System Name: Skarenda g?: = Smalt open-water areas.
‘Number of Stars: 1 Body Form: Mammal The race is vaguely similar to centaur-
fosiionin System: | = Limbs: 4 motive jointed type beings of Earth legend, but are much
pl':g'e'::f; gfﬂzm'm”“ o 2 manipulative smaller, and adapted to move equally well on
Gravity: 0.0G jointed iceordryland. They are covered with thick
Size ' Body Covering: Hair with teather hair (and a feathery crest around the head and
Diameter: 11.700km crest around neck}, colored white or grey-white as
Equatorial Circumierence: 36,000 km head camouflage.
Total Surface Area: 459,000,000sq.km Attributes Scores Virndoffa culture is primitive, butwith a
Planetary Conditions Strength: 9 very strong animist religion and feudal’clan
Major Land Area Types: Minor islands only Endurance: 14 socisty reminiscent of some e ry Gallic or
Major Water Area Types:  Lakes only Dexterity: 13 Briton tribes on Earth. They are extremely
LengthofDay: 22 hours Senses: Hearing smell xenophobic, the more so because (in 73,387}
é‘:ﬂ“’:rglha?:‘aot:?”w' m ’ Lite Style: ﬁgag"f:r‘:" lce Warriors invaded their planetin search ot a
Cultural Data Combat Statistics new homelnd, Hawset, WiRpeper
Dominant Lite Form: Vimdofta MAX OP END Score: 28 manipulation of the Daemon-based religion,
Full Techn./Secio.Index: 21221-314 AP Score: 8 outsiders may find them cooperative,
Government Type: Feudal Combat Ability Type : Fangs/Claws, Rostenes is a minor nexus point provided so
Controlling Govemmaental Body: Clan Elders Camoufiage that The Master's attempt to use the Ring of
Chief Governing Officer: Clan Chief g:mbat S:Ifg:‘sc{ency Level 1VDS Shaitan can be played out, if desired.
mage Yakie
AnncrgVaiue 1
This human colony planetis a minor
VICTRIX nexus point, the site of a major battie near the
Worid Log: VICTRIX and of the galactic Cyberwars. A powerful
Astronomical Data ) Cyberweapon, the stasis field projector, was
System Name: Valeria tumed against the Dalsks in that battie. It is
posm':b;';f f:‘:”;' g also the site of one of The Master's plots, in
e bee b ottt 3 73,188 TL. Statistics are provided 5o that
Planetary Data ) play of that situation can be resolved if
Gravity: 1.1G desired.
Size
Diameter: 14,300 km
Equatorial Circumferance; 44,000 km
Total Surface Area: 561,000,000 sq.km
Planetary Conditions
Major Land Area Types: 5 major continents
Major Water Area Types: 4 major oceans
Length of Day: 23 hours
Atmospheric Density: Terrestial
General Climate: Tropical
Cultural Data
Dominant Life Form: Human
Full Techn./Soclo.Index: 87766-748
Government Type: Representative
Controling Governmental Body: Chamber of
Deputies
Chief Governing Officer: Executor
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Chief Governing Officer:

Controlling Governmental Body: Council of State

King

TE Terranova is a minor nexus peint, site of
W fﬂ?L%?NOVA the first major hur_nan colony ouhj,ide the st_:iar
stronomical Data system, As described in Brief History, this
System Name: TauCeti world was also the focal point of a plot by The
Number of Stars: 1 Master, who hoped to alter the social devel-
Position in System: ) 3 opment of human interstellar expansion. A
pm“f 8’ ?""H“'- 2 quiet, peacetul planet, Terranova supported
Gruv?t? iy ) no dangerous life forms until the interference
Size : of The Master and the Rani. The planetary
Diameter: 22.100km statistics can be used to recreate that
Equatorial Circumference: 68,000 km adventure.
Total Surface Area: 867,000,000 sg. km
Planetary Conditions
Major Land Area Types: 4 minor continents
Major Water Area Types: 5 minor oceans
Length of Day: 15 hours
Atmospheric Density: Terrestrial
General Climate: Warm Temperate
Cultural Data
Dominant Lite Form: Human
Fuil Techn./Soclo.index: 77766-748
Government Type: Participatory
Conrolling Governmental Body: The Colonial
Assembly
Chiet Governing Officer: The Expedition
Commander
RADIRR gﬂﬂt’ gmelg{%gteacord. KAMRETH : Radirr is a minor nexus point where an
World Log: RADIRR Type: K ancient Time Lord expedition was lost. The
Astronomical Data Atmosphere Breathed: OxygenNirogen Master is interested in the world because the
System Name: Svenzath Appearance Star ot Rassilon is there. Radir is aiso much
Number of Stars: 1 Size: Medium like Earth, of interest to both the Sontarans
Position in System: 4 Body Form: Avian and the Rutans, being seized periodically by
Number of Satellites: 3 Limbs: 2wings one or the other.
Pi;?::?g Data i gﬁg‘; j;lt?:zd ~ Thenatives, thp Kamr_eth. are an intel-
sDiu:;n o — — Sc;;in:ad :';%?Sgﬁ?; :Lf;\easr;;s:amggie massive
Eculond Clitinlarcis -4 BO0 K Body Covering: o8 torsos, wingspans of almost 15 feet, and are
Total Surface Area: 612,00000059.%m | Aributes Bcrus covered with multi-hued feathers. Once very
Planetary Conditions STR: 9 advanced, the Kamreth have been reduced to
Major Land Area Types: 4 major continents END: 1 bands of guerrilla fighters by the continued
Major Water Area Types:; 3 major oteans DEX; 18 presence of alien invaders. They are wary and
LengthofDay: 18 hours Senses: Sight unfriendly to all {even to others of their own
Atmosphenc Density: Terrestrial Life Style: Aggressive race, some of whom collaborate with one side
General Climate: Warm Temperate Carnivore o the other for temporary gain)
Cultural Data Combat Statistics Thess statisti i gt reation of
Dominant Lite Form: Kamreth MAX OP END Score: 2 THlls Do I (hemion ol e
Star of Rassilon adventure
Full Techn./Soclo.ndex: 45655-890 AP Score: 10 !
Government Type: Anarchy Combat Ability Type Unarmed Combat
Controliing Governmental Body: None Combat Proficiency Level VI
Chief Governing Officer: None Damage Value 1Ds
Ammor Value 2 points
This gescription of Metebelis 3 reflects
METE‘BEUS 3 conditions on the planet after the fall of the
w:gfo:?;ﬁlcat . METEBELIS 3 Spiders who once controlled the world. Itis a
Siatons lburee: Metebetis minor nexus point visited by Tl:le Masterinone
Number of Stars: 5 of hc:.; g[ots (See Master Villain chapter),
Position in System: 3 and is included here to allow play of that
Number of Satellites: 2 adventure,
Pianetary Data
Gravity: 8G
Size
Diameter: 10,400 km
Equatoriai Circumference: 32,000 km
Total Surface Area: 408,000,000 5q.km
|Planetary Conditions
Major Land Area Types: 3 major continents
Major Water Area Types: 3major oceans
Length of Day: 30 hours
Atmospheric Density: Thick
General Climate: Tropical
Cultural Data
Dominant Life Form: Human
Full Techn /Socio.Index: 666554-536
Government Type: Controlfed
Monarchy
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LOST
NEXUS
POINTS

Logopolis and Traken were
worlds that formerly held a great
fascination for Tha Master. Both were
destroyed, however, when The
Master inadvertently unieashed the
ferces of entropy at Logopolis. The
Boctorintervened intime to save the
Universe, but not before these two
worlds collapsed. The Master may be
interested in visiting one or the other
priorto 72,689 TL, howevar,

Logopolis, the first of these two
lost nexus points, Is the source of
the secrets of Block Transfer
Computations and other powerful
mathematical tools. The other is
Traken, where the bioelectronic
Source confers great mental powers
on the Keeper. However, The Master
is very reluctant to tamper further
with either of these worlds, as he can
only attempt to do so in periods pre-
dating his known involvement in their
affairs. More meddling could be
disastrous for him.

The Master learned only too well
haw sensitive is the position of
Logopolis in the Universe, and he is
uniikely to interfere with it again.
Priorto 72,689, there is no Pharos
Project to take up the burden of
maintaining the universe if another
miscalculation is made. As for
Traken, a manipulation of that world’s
history could have severe effects on
The Master himself, as he is now
using the body of a Trakenite. He
cannot afford to test the Laws of
Time through the creationof a
paradox that involves his own well-
being.

Despite this, a sufficiently
important reason might draw The
Master back to cne of these worlds.
His actions would now be uncha-
racteristically cautious.
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B[ MERAST,
|| THE MASTER'S

O
|| BASE

Operations as complex and
ambitious as The Master's demand a
base from which to work. Extra
equipment, spare TARDISes, work-
shops and laboratories, and other
essentials are all present here, giving
the renegade a self-sufficiency that
many of his foes can never possess.
Eventhe CIA secret headquarters on
Galiifrey fall short of tha security and
facilities built p by The Master over
the years.

A CRACK BETWEEN
UNIVERSES

The Master discovered his base
of operations by accident. As the
Monk, he was defeated by The
Doctor and stranded on Earth during
that planet's middie ages, deprived of
the dimension controller that gov-
erned the operation of his TARDIS.
When he sought to replace this
missing component, The Master
made a minor miscalculation, The
machinery was faulty, and the jump
through space and time nearly
disastrous.

The renegade emerged ina
strange, eerie place, a void without
stars. A pale blue light seemed to
come from everywhere and yet no-
where, Time itself fiowed atquite a
different rate than in our own familiar
universe. The Master's body was
shocked into regeneration by his first
entry into this other space, but later
he learned the secret of entering and
leaving it safely.

When he recovered, The Master
soon deduced the nature of this new
realm. it was not precisely a parallel
reality or an alternate dimension, but
rather a ‘crack’ between universes, a
place with changed physical laws and
no real existence of its own.

ROLE PLAYING GAME

Al first, it seemediobe a
featureless void, but The Master
eventually found that his TARDIS
was not alone here. He found debris,
drifting hulks of ancient ships that
had slipped into this strange realm by
accident, Among them were experi-
mental hyperdrive timeships, but
there were also objects obviously
never designed for use in space,
including ocean-going craft from
Earth, Natural phenomena, as well as
the malfunction of space- ortime-
twisting drives, evidently caused
objects to fall out of their universes
and into cracks like this one.

Ultimately, The Master stumbled
on the greatest find of all - an entire
planet that had been accidentally
rotated into this new continuum. Life-
less and barren, its surface cold as
the depths of space without a star to
warm it, this world was nonetheless a
welcome haven for The Master. Here
he was able to recalibrate his TARDIS
controls and, using parts salvaged
from other vessels, able to rebuild
the damaged systems. Then, he
applied his genius to the problem
of departure. He did discover the
proper coordinate settings to
escape...and the way to return again.

Foliowing this first introduction to
the crack between universes, The
Master returned many times. He
hijacked laborers and equipment to
help him build a true base on his new
world, which he christened "Merast”
{an anagram of his own name).ltis
his refuge, a place to repair or
replace damaged vehicles and equip-
ment, to recuperate after regenera-
tion, or to hide when the Time Lords
took too much interest in his
activities.

Merast is hard to reach, even for
The Master, and he spends little time
there. He visits only at great need,
but it is an invaluable resourca to
have at his back. Its existence is
compietely unsuspected by the Time
Lords or any other enemy, and only
accident — or imprisonment by The
Master — is likely to allow outsiders to
learn this important secret.

o,
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THE PLANET

The planet Merast is only about
the size of Earth's Moon. The surface
is barren and extremely rugged, and
there are signs here and there of a
civilization that once occupied the
surface. The ruins point to this
world's having been an airless, life-
less rock even before its transition
into the void. The buildings and
facilities are all aither underground or
contained in airtight bubble domes.
The largest of these complexes has
been repaired and occupied by The
Master and his servants.

The entire surface of Marast
exists in a strange kind of perpetual
twilight, illuminated by a soft blue
luminescence from the airless sky.
This light is produced by some form
of harmiess background radiation
made visible through the peculiar
workings of physical law here.
Without the warmth of a sun, the
planet’s surface is brutally cold, so
cold that even the finest environ-
mental suits fail within half an hour.
Only a spaceship hul or other
structural component can stand up to
this environment. The Master
sometimes punishes workers who
have caused him trouble by driving
them out of the complex in ordinary
spacesuits, which guarantees a
slow, fingering death.

BASE DESCRIPTION

The Master's actualbase is a
large installation, comprising ten
levels that spread out over an area of
soma five square miles. Large areas
of the base are unused, but there is
stili quite a large area devoted to The
Master's many neads. Power is
furnished by a small nuclear reactor
located at the heart of the facility.
This reactor pierces eight of the ten
levels, forming a sort of core around
which the rest of the installation is
built. Immediately above the reactor
are two levels devoted to command
and control facilities, These two
levels are the only above-ground
sections of the base.

Cutside the command areas, the
top two levels contain docking zones
and hangars for conventional
starships, now used only invery
unusual circumstances. There are
also warehouses and storage
facilities here. The deep underground
laboratories and workshops are used
by The Master for equipment repair,
experimentation, and servicing of the
TARDISes in his control. There are
also barracks rooms devated to the
housing of The Master's base stafl,
mostly brutish but useful Ogrons. At

T )

s | T =7

T — & S S S—

| G . - ]

any given time, there are perhaps
150 persons here. Only a very few
have any idea whers they are, let
alone any notion of The Master's
plans or activities.

The base has no real need of
defenses,because of its location and
inaccessibility. However, The Master
does have a null-time field projector
set up inside the command center,
providing a last line of defense in
case scme danger does threaten him
there. The Ogron guards are of
course heavily-armed. There are
extensive armories in the base that
contain a wide range of effective
weapons from many cultures and
eras.

At least two late-mode!
TARDISes are kept at the base
almost all the time, as backups to the
one The Master is actually using. The
Master himsalf is the only Time Lord
who ever visits the base, and the
only one who ever touches any of the
TARDISes, which keeps his sarvants
effectively barred from leaving the
base. All these servants, whether
Ogron, human, or other, have little
actual part in The Master's activities,
and rarely accompany their overlord
on his missions. Their roleis to
maintain equipment, to defend the
base, to mine ores from the lowest
levels of rock under the complex, and
to act as muscle when The Master
needs such rudimentary assistancs.
The personnel at the base are neither
Companions nor army, subjects, or
assistants. They are tools, pure and
simple, to be discarded when their
usefulness comes to anend.

MERAST

World Log: MERAST
Astronomical Dats
System Name: -

Number of Stars: 0
Position in System: =
Number of Satallites: )

Planetary Daia
Gravity JG
Size
Diameter: 9100 km
Equatorial Circumference: 28,000 km
Total Surface Area: 357,000,000 sq.xm
Planetary Conditions
Major Land Area Types: World Continent
Major Water Area Types: 3 minor oceans,

many lakes

Length of Day: None
Amoepheric Density: None
General Climate: Arclic

Cultural Data

Dominant Life Form: Mixed

Full Techn./Scclo.Index: SAAB9-985
Govemnment Type: Dictatorship
Controfling Govemnmental Body:None

Chief Goveming Officer: The Master
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Over his long career, The Master
has acquired numerous enemies, as
well as many different allies who have
cooperated for a time before defeat,
treachery, or a pariing of the ways
ended their arrangement. In many
cases, it is former allies who end up
as dangerous enemies. The Master
has a tendency to turn almost any
cooperative comrade into a hostile
toe through his failures or his
constant betrayals.

Forthis reason, most of the
races and individuals described
below can appear as either friends or
foes of The Master, as the game-
master sees fit. Special notes to the
contrary appear where relevant.

TEMPORAL
MARAUDERS

At various peoints in his career,
The Master has had occasion to
become involved with aimost all
of the various major temporal
marauders’. For descriptions of the
Daleks and Davros, their creator, the
Silurians and Sea Devils, the Cyber-
men, Sontarans, Rutans, and lce
Warriors, see the Sourcebook for
Fleld Agents and Game
Operations Manual in the basic
rules set, Some of these groups
were involved in past schemes
hatched by The Master. All of them
appear in the various new confron-
tations described in this booklet's
section on The Master's History.

The Axon
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THE DAEMONS

Attributes

sTR — Level Vi cHa— Level VIt
enD — Level VII MNT— Level VII
pEx — Lovel {V m™ — Level Hi

Combat Statistics:

AP; 7
Ammed Combat, Bolt Level Vii
Unarmed Combat, Brawling Level Vit

Significant Skills
All skills at maximum possible
proficiency levels.

Notes:

The Boltis a form of ‘magical’ attack.
If it hits its intended target, it kills
instantly. if it hits someone else, or if it hits
someone standing within a pentagram
symbol or wearing a Ring of Shaitan, the
bolt is reflected back and attacks the
Daemon at a Proficiency Level of IV. if the
Daemonis hit, he is destroyed, buta
failure to hit does no further ’

Daemons are considered to have the
maximum possible proficiency levels in all
skills, and can grant these lavels to any
lesser being if they judge them worthy,

History

Long before the era of Time Lord
temporal mastery, the Daemon race
roamed the stars. Possessed of awesome
powers, the Daemons practiced whoissale
cultural manipulation, with planets as
sociological laboratories. Their standard
pattem was to guide intelligent lite on a
given planet toward civilization (usually
through manipulation of refigious con-
cepts, as their own god-ike powers of

mind made them supematurally strong

in the eyes of local primitives). The
Daemons then withdrew into an extended
sleep while the planetary culture continued
to develop around them. Eventually,
inhabitants of the word would leam, either
through preserved folklore or through the
discovery and understanding of one of the
Rings of Shaitan, to revive the Daemon on
their world. The Daemon would then judge
the worth of the race, and either pass on
the powers and knowledge of the Daemon
race or destroy the planet entirely.

The Master learned much about the
Daemons through ancient Time Lord
records, though all Daemon activity was
definitely considered a forbidden area of
investigation by the Time Lords. On two
separate occasions, he sought to revive
Daemons for the purpose of gaining their
powers.

Physical Characteristics

The Daemons are humanoid in farm,
closely resembling the Devil of Earth's
Judeo-Christian refigions. Homed, with
shaggy legs ending in goat-ike hooves, a
Daeman is capable of changing size (fom
a microscopic 'dormant state uptoa
height of aver 15 meters). They are fre-
quently accompanied by an unintefligent
gargoyle that can rearrange its body
structure into that of a stono statue at will.
Both races are possessed of powers that
even some Time Lords regard as
supematural.

Manner
The Daemons are not actually an evil
race, but they are utterly and completely
amoral, and hence dangerous. They care
nothing for other beings unless those
beings measure up to their own standards
of perfection,
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THE NESTENE

Neme: NESTENE MONSTER

Altributes:

STR — Level Vil cHa — LevalV

eno — Level Vil MNT — Level VI
peEx — Level V ™ — Levellll
Combat Statistics:
AP: 9
Armed Combat, Claw Level V
Unarmed Combat, Grappling  Level Vii
Significant Skills Level
Engineering, All v
Mititary Sciences
Ordinance Construction/Repair iV
Small Unit Tactics vi
Physical Sciences, All vl
Space Sciences, Navigation Y
Trivia, Plastics Control vit
History

The Nestene are an alien race with
many peculiar powers, particularly when it
comaes to the manipulation and control of
plastic artifacts. Their origin and history is
largely unknown. Only their attacks on
Temporal Nexus Point Earth are fully
documented.

The Nestene made two attempts to
conquer the Earth. In the second of these,
they were aided by The Master. The
ultimate aim of the attack was again to
allow the Nestene a chance to matenialize
on Earth, but The Master badly jeopardized
his allies' cause by his vendetia against
The Doctor. In the end, the Nestene
renounced his help. Convinced that the
Nestens would destroy him along with the
rest of life on Earth, The Master helped The
Doctor prevent the full materialization of
the Nestene monster.

The Nestene are an unforgiving race,
and The Master's failure and eventual
betrayal mark him as a target for Nestene
vengeance. However, The Masters
cooperation with The Doctor was largely
coerced, and there is the chance that he
could persuade them that the failure of the
second invasion was not his fault. ifso, a
renewed alilance is aiways possible.

Physical Characteristlics

The Nestene iite cycle is unigue, for
this race has the abifity fo abandon their
physical bodies entirely and travel as a
form of sentient radiation. However, in this
mods, the Nestene cannot reproduce
or increase, though they can travel freely
through the dapths of space. They must
set up breeding vats and take on physical
form on a planet in order to permit their
race to expand,

The physical form of the Nestene is an
unpleasant combination ot spider, octo-
pus, and crab. The body is protected by a
hard shell. A single giant eye, gleaming
with intelligence, dominates the front of the
creature, with a pincer-like claw projecting
just below it. Thick, heavy tentacles
radiate outward below the shell, providing
bath locomotion and manipulation. These
physical bodies are generally grown from
plastic, but can also (with a far greater
expenditure of energy) be created from
pure force, without matter. Any amaount of
the Nestene Consciousnass may inhabit
such a creature, though it takes a con-
certed effort to animate itinitially.

The Nestene can also animate many
ather kinds of plastic, from telephone
cords and plastic flowers up to the deadly
mannequins known as Autons. There are
two basic types of Auton, the simple
version {which is featureless and very
similar to a store-window dummy), and the
sophisticated Replica, which duplicates a
human perfectly. The Nestene could also,
of course, manufacture Autons in any
other shape desired, usually prefemring to
mimic the dominant species of a planet
being conquered. Aulons are aimost
impossible to destroy with ordinary gunfire,
and must be literally blown to bits to be
stopped.

Manner

The Nestene are a malevolent race,
totally dedicated to their own purposes and
incapable of compassion, pity, or mercy.
Because their plastic bodies cannot be
Killed, they are utterly without fear as well.
The voices used by the Nestene (usually
through their Autons) are cold and harsh,
utterly inhuman, although Replicas can
produce a much more varied range of
reSponses.

Name: AUTONS

Atiributes

sTR — Level Vi cHA — Levellt
eND — Level VI MNT — Levelll
oeEx — Level IV it — Levelll

Combal Statistics:

AP; 7
Armed Combat, Blaster Rifle Level V
Unarmed Combat, Brawling Level VI

Significant Skills Level
Construction v
Military Sciences, Small Unit Tactics VI
Vehicle Operations, Ground Vehicles  Ili

Notes:

Blaster rifles are generally builtinto an
Auton’s amn. Autons have the appearance
of store-window dummies, but can be
disguised as people wearing dummy-like
costumes. Using a disguise kit, an Auton
Can be made even more human-like, but
their stiff bearing and unexpressive faces
give them away on closa inspection.

Name: REPLICA

Attributes
s7R — LevelV
eno — Level VI

cua — LeveliV
MNT — Leval IV

pEX — LevelV N — Levellill
Combat Statislics:
AP

9
Armed Combat, Projectile Pistol Level IV
Unarmed Combat, Brawling Level VI

Significant Skills Level
Military Science, Small Unit Tactics Vi
Security Procedures
Concealment v
Disguise v
Stealth v
Surveillance Vi
Vehicle Operation, Ground Vehides IV
Verbal Interaction,
Negotiation/Diplomacy v
Notes:

Replicas appear to be completely
human, and do not contain built-in
weapons. They have greater autonomy,
and hence more skills, than ordinary
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AXOS

Attributes

sTR — Level VI cHA — Level lll
eEno — Level VI MnT —Level VI
pEX — Level Il mn —Level Il
Combat Siatistics

AP 8

Armed Combat, Whip Tentacle Level V
Unarmed Combat

Grappling Level iV

Brawling Level IV
Significant Skills Level
Life Sciences, All Vi
Medical Sciences,

Psychology, Human v
Security Procedures, Disguise Vit
Space Sciences, Navigation vi
Technology, Astronautics v
Temporal Science vi
Noteas:

Axos Monsters are all partof the
group antity Axos. Any of these creatures
can assume a perfectly humanoid form,
including the exact appearance of any
particular human.

History
Axos made only one attempt to
conquer the Earth. The Master, a captive
aboard the living spaceship, tried o help it
achieve its goal of destroying the Earth's

P T L U ey
life forms, not only because he himself
wanted it, but also because it was the only
way to could achieve his own freedom. The
Doctor succeeded in throwing Axos into
the time loop.

Thus, Axos was effectively removed
from the space-time continuum, as if it had
never existed, [tis believed o be no longer
a threat, but appearances can be
deceiving. A Time Lord of the Master's
qualifications could very probably calcu-
late a way to penetrate the Time Loop and
free Axos, if he so desired. in return, Axos
would likely be grateful enough to cooper-
ate at least temporarily with new plans
aimed at Earth. However, it is unlikely that
The Master would attempt such a plan
save in desperation (for he knows he
cannot trust Axos for fong), and so the
situation is not likely to arise.

Physical Characteristics

Axos is a gigantic living thing that
takes the form of an organic spaceship
capable of faster-than-light travel. Within
Axos, numerous smaller extensions of its
being can be manufactured at will. These
units can operate away from their main
body for extended periods of time, and can
adopt almost any shape. All of the compo-
nents of Axos are actually a single living
entity,

Axos is a star-ravelling parasite,
invading planetary ‘hosts' to feed. ltcan
absorb any kind of energy, from biological
1o solar to nuclear. To do so, it needs to
infiltrate parts of itself on the host planet
and then initiate its feeding cycle within 72
hours. After that, its energy reserves will
be depleted.

A common tactic used by Axos is to
pretend to come in friendship, offering as a
gift "Axonite’, a miracle substance capable
of greatly expanding a planet's food and
energy reserves. When the gullible natives
have spread the Axonite to strategic
points all around the world, the feading
cycleis initiated.

The Axon units that are tormed and
dissolved at will can take many shapes. It
is a vaguely humanoid creature, its body
resembling a mass of tangled vines or
tentacles that can lash out to ranges of
over ten meters and cause energy
discharges — explosions —where they
touch. Axos can also cause its minions lo
take on a generally human appearance. In
doing so, however, the Axons usually
adopt a sufficiently alien appearancs to
lend credence to their claim to be friendly
spacefarers.

Manner

Axos is very skilled in deceit, being
clever in its use of lies and half-truths to
spark the greed of its intended victims. As
asingle entity, all that Axos does is
channelled toward a single goal, butits
thinking can be compartmentalizedto
carry out numerous tasks simultaneously.
When engaged in such tasks, Axos
sometimes seems o literally be talking to
itself. It is cold, calculating, greedy, and
shows litfle understanding of any emotion
beyond enlightened self interest.

KRONOVORES

Attributes:

sTR — Level Vit cHA — Level VI
enD — Level VII MNT — Level Vi
pEX — Level IV ™ — Level VI
Combat Statistics:

AP: 7
Unarmed Combat, Grappling  Level VI}
Significant Skills Level
Temporal Science Vil
Notes:

Kronovores have vast powers, They
can control the weather, destroy mortals
without a touch, slow the effects of aging,
and change a mortal's attributes or ap-
pearance merely by willing it. In their own
plane of existence, they are even more
powerful. The gamemaster is wamed that
Kronovores do not make easy opponents,
and may unbalance a game situation, Only
the Crystal of Kronos can hold a Krono-
vore, and that has been destroyed
(although a new crystal could conceivably
be created through block transfer
computations).

History

These strange creatures existin the
Time Vortex, and (as their name implies)
are quite literally "time eaters”. They have
many strange powers, but rarely venture
into the space-time continuum of the
known universe. Whenever they do, they
are considered gods.
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One Kronovore, called Kronos, was
centrolled for a time by the priests of
Minoan Aflantis, who used a dimensionally
transcendental crystal cailed the Crystal
of Kronos to harness the powers of the
Kronovors. For a time, they enjoyed extra
harvests and the blessings of their tamed
god, but Kronos caused as muchill as
good, and eventually escaped back into
the Time Vortex,

Over 3,000 years later, The Master
discovered a shard of the Crystal of
Kronos and incorporated it into his TOM-
TIT machine, using it to lure Kronos into his
fragment of the Crystal. However, without
the complete crystal, The Master's control
over the time monster was imperfect, He
raveled back to Atlantis and seized the
Crystal, unleashing the Kronovere to cover
his escape —an act that brought about the
fall of the Minoan Atlantis. Thanks to The
Doctor, however, the Kronovore escaped.,

Kronos and the entire Kronovore race
are not to be considered definite enemies
of The Master. They are unlikely to take
action against him on their own, but further
acts by him against their race will certainly
lead to retaliation. The Master is not likely
to defiberately provoke a Kronovore, but
thera is always the chance that one of his
experiments could accidentally reawaken
their feud.

Physical Characteristics

Kronovores are capable of assuming
many forms In our dimension, but the one
favored by Kronos is that of a humanoid
bird of prey, white and deadly. In the
Kronovore's own dimension, The Doctor
percaived Kronos as the gigantic face of a
young woman. This was no doubt merely a
form adopted by the Kronovore to avoid
overloading the limited sensory capa-
bilities of dwellers in the 'normal’ space-
time continuum.

Manner
Like the Daemons, the Kronovores

cannot really be considered 'good’ or 'avil’.
They are utterly amoral, pursuing their own
ends without caring much whom they hurt,
but they are also capable of mercy and
compassion when it suits tham. Imprison-
ment angers the Kronovores, who are
accustomed to ranging freely through time
and space. They can become ravening
horrors capable of vast destructionas a
result of being held {but only something
like the Crystal of Kronos can do this, and
so itdoes not happen often). Kronovores
can also be capricious and cruel, When
mortals seek the help of their god-ike
powers, Kronovores can be very literal in
their interpretation of requests. When the
Kronovore heard a plea for bull-like
strength, he turned the supplicant into the
Minotaur, a strong man with the head ot a
buil and a bestial intelligence.



——

OGRONS

Namea: TYPICAL OGRON
SOLDIER

Attributes:

sTR — Level V
eno —Level V
DEx — Level IV

cHa — Levalll
MNT — Leveill
TN — Levelll

Combat Statistics:
AP! 7
Armed Combat
Disruptor Rifle Level IV
Club Level V
Unarmed Combat
Brawling Level ViI
Grappling Level IV

Significant Skills Level
Military Sciences
Small Unit Tactics ]
Trap Discovery v
Security Procedures
Concealment v
Stealth i
Vehicle Operation
Ground Vehicles 1}
Spacecraft lit
Wildemess Survival v

Note On Ogron Natural History

Itis amusing to note that the history of
the Ogrons’ origins has become muddled,
owing {o the interfarence of The Master,
The Doctor, and the Daieks. Some
Gallifrayan anthropologists theorize thata
gorilla-like creature mutatedinto the
almost humanoid Ogron. Other observers
believe that only fimited evolution from
some base stock cocurred in the Ogrons'
past.

History

The Ogrons evolved on a planet near
the edge of Mutter's Spiral, a bleak and
harsh world dominated by huge,
camivorous lizards and savage ¢limatic
conditions. Though qualifying as the most
intelligent race on the planet, the Ogrons
were bright only by comparison to the
lizards, whosa brains resembled those of
Earth’s dinosaurs. Ogrons were, in fact,
quite stupid, and would never have
amounted to much if their world had not
been found by the Daleks.

The Daleks saw the Ogrons as useful
servants, immensely strong, more mobile
than a Dalek, and too stupid to become
ambitious enough to threaten Dalek
supremacy. Ultimately, of course, the
Ogrons could be exterminated after their
usafulness was at an end. Meanwhile, the
brutish cave-dwellers were armed with
energy weapons and put to work as shock
troops by the Daleks.

In the 26th century, The Master made
an alliance with the Daleks, and received
Ogron assistance in carrying out a scheme
to start a galaxy-wide war between the
Empires of Draconia and Earth. He
developed a certain liking for the brutes as
guards and servants, Though stupid and
slow, they are obedient and determined,
The Master began bringing Ogron soldiers
to his base even before the end of the
Draconian operation, and has continued to
do so since that time.

4 Physical Characteristics
Ogrons are tall and massive, quite

humanoid, but with features more apelike
than human. Their skin is black, their faces
hairless, but their bodies are covered with
long, thin, brownish hair. Their foreheads
are high, accentuated more by the
absence of hair on top of the head (though
they do wear long hair around the sides
and back of the head). However, their
skulls are much thicker and more massive
than are those of humans or Gallifreyans,
and brain capacity is much more limited.
Ogrons in the service of the Daleks wear
black tunics and trousers with a brown
harness fastened around the waist and
over one shoulder. Those employed by The
Master make use of the same general
uniform type, with some variations.

Manner

Ogrons are not very bright. They
think, speak, move, and act slowly and
deliberately, and know nothing of finesse.
Though armed with disruptor weapons on
the Dalek model, Ogrons are generally as
apt to bludgeon an enemy as to shoot him.
Their vocabulary is limited and stilted, and
the same can be said for their manners and
morals.

An Ogron is easy to trick, but
extramely faithful to its masters. They are
very good at carrying out simple orders,
and make excellent shock troops. Their
two greatest fears are the giantlizards of
their homeworld, and the wrath of the
Daleks who made them slaves. The
Masler’s Ogrons are equally in awe of him,
and uttery loyal to his cause.
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KAMELION ROBOTS

Attributes:

STR — Level VI CHA — Lovel V
EnD — Level VI MNT— Level VI
DEX — Level V IT™N — Levell

Combat Statistics:
AP 9

Significant Skills Level
Technology
Computer Systems Vi
Cybemetics vil
Electronics Wi
Verbal Interaction
Negotiation/Diplomacy Vi

Notes:

These statistics can be used for any
Kamelion-class robot. In addition, the
robot can telepathically assume any Skill
Levels of the character who actively
controls it. If ordered to do so, the robot
can also duplicate any Skil Level held by
any character within ten feet, but such
skills are generally given only temporary
storage in the robot's comparatively limited
memory.

History

During the wars between the Vardon
and Kosnax peoples, a variety of
sophisticated weapons and stratagems
were used. One of the most advanced
technological achievements was the
creation of a class of robots generally
known as Kamelion-type automatons, after
the one member of their class to be
employed in modem times. Builtin the
distant past (and no one is quits sure by
which side in the struggle), these Kamelion
robols were intended for espienage and
commando operations. Possessed of
artificial intelligence and a telepathic
faculty, the robots could operate
independently for long periods of time, but
could also be thought-controlied by an
operator of sufficiently strong will.

The mostimportant aspect of this
type of robot, however, is a highly-
advanced hypnotic disguise circuit. Simitar
in principle to The Master's famous
hypnosound device, this circuitry allows
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the Kamelion robot to adopt the features
(at least from the point of view of other
people} of any humanoid being. The
telepathic faculty also allows the
Kamelions to reproduce mental images
drawn from beings around them, orto
create images imposed upon them by their
telepathic controllers. All details -
appearance, voice, mannarisms, even the
major elements of personality — could be
fully reproduced in this manner, making the
robots ideal as spies or as combat troops
sent to disrupt an enemy’s front lines.

The only Kamelion robots to survive
o modem times did 50 on the planet
Xerophas, that major battfeground of the
Vardon-Kosnax war. During the last days
of the war, both sides built up large stocks
of equipment and munitions in special
supply caches shielded by stasis domes,
time-retardant fields that protected the
contents from all interaction with the world
outside. A few of these stasis domes
survived long after the war was over. At
least one was found when The Master
amived on Xerophas, carried by the power
of the Xeraphin Consciousness.

The Master located this dome in his
search for a method of repairing his sev-
erely-damaged TARDIS. As it happened,
the stasis field was poweredby a
crystalline core that could duplicate (on a
limited basis) many of the functions of the
damaged dynomorphic systems. The end
result was more SIDRAT than a TARDIS,
but it served to get The Master back to his
base intact. In the process of cannibali-
zing the stasis dome projection equipment
and the other usable equipmentin the
dome, The Master discovered a number of
Kamelion-type robots and tock them
aboard.

The Master saw in the shape-
changing abilities of these robots an ideal
tocl for historical manipulation, and he
soon set out with one of them (the robot
actually named Kamelion) to experiment
with the new possibilities of his find. He
soon discovered the one key weakness fo
the Kamelion class, the fact that they are
capable of making their own moral and
ethical judgements when out of direct
telepathic control. This limits their
usefulness, though The Master has found
ways to maintain fighter control.

Though Kamelion was later
destroyed, The Master has other robots of

this type in reserve, making it quite
possible that Kamelion automatons may be
encountered in connection with other
schemes hatched by the renegade. The
fac that all possess the same basic
programming as the original Kamelion may
lead o others rebelling from his service,
possibly to join the ranks of The Master's
enemies.

Physical Characteristics

In their normal form, Kamelion-type
robots are silvery, humanoid figures with
lean limbs and an elongated, rounded
head. Their movements are stiff and
mechanical, but their voices are rich and
melodic.

A hypnotic generator built into the
robot alfows it to appear in any humanoid
guise. There is no possible resistance to
this disguise, unless the observer exerts
his or her own mind tc override the robot's
telepathic control circuits, forcing it to
adopt anather appearance. Changes from
one form to another are accompanied by a
shimmering effect over the whole of tha
robot's body.

Menner

These robots are designed to be
servile and obsequious, but they are stil
guite intelligent and do have some
independence of judgment and action.
They are, however, weak-willed, and can
be totally dominated by the individual with
the strongest will within a radius of ten
feet. Beyond that, some form of psionic
amplification is needed to maintain control
against the robot's own wishes. The robot
will continue to obey telepathicaly-
programmed orders while outside that
radius if those orders do not conflict with
its own basic desires or ethics.

When it adopts a disquise, the rabot
can adopt all the character traits of the
subject being impersonated. Kamelions
can also take their disguises from the
subconscious memories of people around
them, appearing as a loved one or friend of
a person they have contacted
telepathically. Again, a radius of ten feet
is the maximum for such a reading

Special Knowledge/Powers

The Kamelion robot is controfled by
one established source of authonity {the
person who activates it or has
successfully mastered it) until and unless
such authority is challenged by another. At
this time, the challenging character and
the previously established authority match
their cHA scores on the Interaction Matrix
(with modifiers applied as the gamemaster
sees fit, say, for the robot's own
preferences in the matier). Normal rolis
against the target number are then made,
Any time the exact target number is rolled,
neither side gains control of the robot,
which can then do nothing whatscever until
a clear-cut winner emerges, Characters
cannot take any other action while vying
for control of a Kamelion robot, and any
distraction causes the character to lose
automatically.

For all intents and purposes,
Kamelion robots are characters (though
they are not recommended as player
characters). Attributes are constant, but
skills can shift according to the person
being impersonated. The skills listed for
the sample character are constant, andin
addition 1o the variable skilis.
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VIRNDOFFA

Name: TYPICAL VIRNDOFFA
CLANSMAN

Aftributes:
$TR — levelll cHa — Levellll
END — Level Hi MNT — Levelll]
pex — Lavel lli I™N — LeveilV
Combat Statistics:
AP 6
Armed Combat
Polearms Level IV
Crossbow Level IV
Unarmed Combat, Brawling Level V
Signilicant Skills Level
Leadership tH]
Military Sciences
Small Unit Tactics v
Trap Discovery v
Security Procedures
Concealment v
Stealth -
Surveillance v
Wildemess Survival vi
History

These inhabitants of the ice-Jocked
planet Rostenes were, like human beings,
guided into the path of civilization ages
ago by the Daemons. Their world, always

cold by terrestrial standards, slid into an
ice age after the Daemoen Anztor withdrew
to await the flowering of the Virndoffa
culture. As a result, the blossoming
civilization sufered a severe setback. The
race adapted to the new conditions, but
only at the cost of most of the technology
they had painfully assembled.

For several thousand years, the
pattem of life on Rostenes remained much
the same. A semi-nomadic culture depend-
ing on hunting for survival, the Vimdoffa
roamed the ice-shrouded surface in the
equatorial climes. Division into extended
clans and sects tended to promole a
degree of distrust toward outsiders.
Retigious traditions from the pre-glaciation
times and of the Daemon era, were kept
alive, one of the few common links among
all clans. In theory, the chief of the V'nirta
clan, who owned the so-called Ring of
Power (a Ring of Shaitan left by the
Daemons), had precedence over other
clan leaders. This meantlitfie as the ice
age continued and traditions of past unity
became dim.

Rostenes attracled unwanted
attention from the lce Warriors and from
The Master at about the same time. The
natives were forced o unite against the
ice Warrior threat, and The Masler’s quest
for controt of the Daemon Anztor ended in
failure, so the Virndoffa were able to
survive. Looked upon as nuisances by
The Master, the nalives of Rostenes naver
had the power or the inclination to be either
a serious threat or a viable ally of the
renegade.

Physical Characterislics
See the chapter on The Master's
Targels for a description both of the
world Rostenes and the Vimdoifa
themselves.

Manner

Distrusttul of outsiders, the Virndoffa
are secrelive and unfriendly. They are
also, for the most part, fanatically devoted
to their religion, whesa prime tenet
involves belief that a two-legged being will
lead them fo paradise through the Ring of
Power. Strangers able to play upon their
religious beliefs can win the cooperation
and friendship of the clans through luck
and careful manipulation of foyalties.

R

KAMRETH

Name: TYPICAL KAMRETH
GUERRILLA

Attributes:
sTR — Levell cHa — level VY
EnD — Level 1l MNT — Level IV
oex — Level iV TN — LevelV
Combat Stalistics:
AP: 7
Armad Combat
Knives Level IV
Firearms Level i
Unarmed Combat, Martial Ats  Level V
Significant Skills Level
Leadership v
Military Sciences
Crdinance Construction/
Repair i
Small Unit Tactics v
Trap Discovery v
Trap/Crdinance Disarmament v
Security Procedures
Conceatment v
Stealth \
Surveillance v
Verbal Interaction
Haggling 1l
Negotiation/Diplomacy v

History

The avian Kamreth evolved a fairly
high eulture at about the time the Pyramids
were being raised on Earth, reaching the
point of interplanetary travel and tairly
sophisticated computers before disaster
struck them. This disaster was the
discovery and subjugation of their planet,
Radirr, by the Rutans, who needed the
world as an advanced base against the
Sontarans.

Over the centuries, Radirr changed
hands many time, and the Kamreth were all
but exterminated. Small bands of Kamreth
wera able to get by as guerillas in the hills
and forests, some collaborating with one
side or the other, and some striking
against any alien —or each other — guite in-
discriminately. The fact that bands tended
to change allegiance as circumstances
warranted, and that the Rutans and the
Sontarans in turn exploited their allies
among the natives as seemed useful, kept
the race thoroughly disorganized most of
the time

The Sontarans eventually wrested
control of Kamreth, only to be driven out
several centuries later by the Draconians.
Later still, Kamreth joined the Federation.

AATNTY
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Physical Characteristics

The Kamreth are an avian race, with
six limbs {ams, wings, and leet). They are
oniy vaguely humanoid, their upright
posture distorted by the massive torsos
needed to anchor their wings. Their taces
end in muzzles, not beaks, and they have
sharp carnivore teeth. Despite their size,
they are very light i weight and not
particularly strong, because their bone
structure is much lighter and more brittle
than a human's,

Manner

Like the Virndoffa, the Kamreth are
highly xenophobic, though they will often
cooperale with strangers who demonstrate
sufficient power or a dislike for the ene-
mies of the war band. They are also
ruthless, opportunistic, and merciless to
their enemies, but some groups also
maintain an underlying spark of honor and
courage that makes them noble as friend
and foe alike.
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THE GREAT ONE

Attributes:

sTR —None cHAa—Llevel VI
eno —None  MNT—Level VI
pEX —None N —Levsl Vil

Combat Statistics:

AP (o}

Significant Skills Level
Earth Sciences, All Vi
Leadership v
Life Sciences, All Vil

Medical Sciences, All Vi
Physical Sciences, All vil

Social Sciences, All Vil

Space Sciences, All Vi

Verbal Interaction, All Vv
Notes:

These statistics refer to the Great
Cne as a disembodied mind, Though
possessed of almost infinite knowledge,
the Great One lacks the physical ability to
put any of that knowledge to use. She
does, however, have the special ability of
hypnosis with a range of 4.5 meters (3
squares) from any pisce of blue crystal
from her crystal web, and a total score of
40 for purposes of computing the strength
ofher power.

History

The Great One was originally the most
powerful of the Spiders of Metebelis 3, an
immense and powerful being who dom-
inated both the lesser spiders and the
human colonists of the planet. Her powsr
derived from the energies emitted by the
blue crystals in her lair deep in the
mountains. The Great One conceived as
her purpose the construction of a great
wab of blue crystals that, when complete,
would magnify the powers of her mind to
the point of total omnipotence.

Her quest for the crystals brought her
into contact with The Doctor, who removed
from the planet a shard of crystal that later
proved essential for the completion ot the
Great One's web. Ultimately, The Doctor
defeated her by sumendering the crystal,
which did indeed amplify the Great One's
mental powers to the point where her
physical body and her mind could no longer
stand the strain. The Great One and the
other spiders of Melebelis 3 all died. The
Doctor's third incarnation was likewise
oversirained by the power of the crystal
web, forcing his regeneration.

Though the Great One perished, her
crippled mind lived on in disembodied
agony, closely tied to the mass of crystals
that had been her web (before her death
agonies brought down her mountain cave).
The Great One was helpless and alons,
able to think and perceive, but notto actin
any way...until The Master appeared.
Searching for the crystals as a way of
amplifying his own mental capacities, The
Master's mind was ensnared by The Great
One, and it took alt of The Doctor's cunning
and skill to free him from her influence.
Even after the escape of the two Time
Lords and their human Companions, the
Great One's mind lived on. It permeates
the blue crystals of Metebslis 3in away
that prevents their use unless the user's
mind is possessed by the malignant evil of
the Great Cne.

Physical Characteristics

As a disembodied mind, the Great
One has no physical form, only a con-
sdousness thatis bound to the blue
crystals of her half-collapsed cave.

Manner
The Great One is cold, arrogant, and
extramely greedy for power. She is also
now in constant torment. Her actions are
completely unpredictable and totally
directed toward increasing her power.

XERAPHIN

Attributes:

stR — levellV cHa — Level VI
END — Levellli MnNT — LlLevelV
pex — LlevelV mw — Level Vil

Combat Statistics:
AP; g

Significant Skills Level

Science, Any 3 Specialties Vi

Verbal Interaction,
Negotiation/Diplomacy v

Notes:

Individual Xeraphin should receive two
Special Powers rolis. Collectively, the
Xeraphin Consciousness has virtually
unlimited power, though intemal divisions
may limit its application.

History

QOver 140 million years agoe, the
Xeraphin civilization flourished on the
planet Xerophas in Mutter's Spiral, A
peaceful, contemplative culture, the
Xeraphin looked inward to the powers of
the mind rather than cutward to technology
and sophisticated mechanization. Though
they understood the principles of space
travel, they were content with their own
world.

Unfortunately, the same could not be
said for their neighbors. The Vardons and
the Kosnax each had advanced tech-
nology and sizable interstellar empires,
with peaceful Xerophas lying between
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them. The strategic planet became a
battleground, until finally nuclear missiles
devastated the world.

The Xeraphin fled by forming a
coliective mind, only to crash-land on
prehistoric Earth. The Master discovered
them there, and briefly harnessed the
power of tha Xeraphin Consciousness o
control his TARDIS. But some of the
components of the group mind rebelled.
Having moved forward in time to a point
where Xerophas was no longer devas-
tated, they carried both The Master and his
TARDIS off to their home planet, resumed
their carnate forms, and rebuilt their
civilization.

The Xeraphin remained divided in their
faelings about The Master. The faction fed
by Anithon hates him, and would gladly see
him destroyed. A second group, who follow
Zarak, see in The Master a new future in
which the Xeraphin can attain great power.
The two groups are roughly equal in
strength, and so neither can win a clear-
cut victory. Thus, The Master escaped
from Xerophas, but was unable to subdue
the Xeraphin.

Some members of the Xeraphin race
may wish to join The Master, while others
may act against him. The majority are too

ROLE PLAYING GAME

busy rebuilding their civilization lo become
involved either way. The Master has not
given up hope of controlling this ancient
race, but it will take more than a few
followers to create the kind of power he
needs to make his TARDIS the most
versatile instrument of time and space
travel ever invented.

Physical Caracleristics

Incarnate, the Xeraphin are slim
humanoids with delicate features and
slightly efongated heads. They have
various psychic powers, but are probably
not as capable individually as, say, the
Daemons. Howsver, they do have the
power to dissolve their physical bodies and
concentrate into a single organism
resembling a gigantic human brain. While
in this form, the massed minds of the
Xeraphin ara capable of vast powers of
perceptual induction, and can cause
protein agglomerations called Plasmatons
to assemble from random particles in the
atmosphere. Harnessed to the core of a
TARDIS, their powers (and those of its
operator) would be even more awesome.

Manner
The Xeraphin are quite like humans,

each a unique personality. They tend
toward contemplation rather than action,
and formerly were complete pacifists. After
the evil that befell their planet, and al the
temptation of The Master, a few have
become much more aggressive and
hostile.
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GALLIFREYANS

Since the time of the Prydonian
Academy revolution, many Time
Lords have at one time or another
sarved The Master's cause. They
remain on Gallifrey, hidden agents of
the renegade's ambitions. Through
them, The Master has frequently
been able to slip into and out of the
capital as he pleases, and has man-
aged on several cccasions to tap into
secret files
and high-secu-
rity computer
banks.

The Master
has noreal
organization
of Gallifreyan
agents,merely
sympathizers
or dupes who
can serve his
purposes as
the need
arises. Some
are not even
aware that
they serve
The Master,
while others
remain ded-
icated to the
cause he
preached be-
fore the
rebellion.

The
Master's
highest-
ranking agent
among the
Time Lords
was Goth, the
Chancelior.
Goth was origi-
nally opposed
to The
Master's

desire for i )
historical intervention and universai

manipulation, but became embittered

when the Lord President passed him
over for the succession.

Crippled and dying at the snd of
his twelfth incarnation, The Master
learned of Goth's disaffection
through a lesser agent, and

contacted him. The renegade prom-
ised the Chancellor aid in gaining the
presidency. The Master considered
Goth merely a pawn in his plans to
acguire the Sash of Rassilon, gain
access to the Eye of Harmony, and
to tap the vast power needed to start
a new cycle of regenerations. His
plan would have destroyed ali of
Gallifrey, which Goth would have
fought had he realized the enormity
of The Master's scheming.

As it was, Goth provided The
Master with free access to the APC
Net, the Matrix, and other Time Lord
files. Then The Master cut the
exhausted Chancellor's links to the
APC net before Goth could fully
withdraw his mind. Thus weakened,
Goth died as a result of mental battle
with The Doctor.

ROLE PLAYING GAME

Other Gallifreyan servants of
The Master have been treated
somewhat better, especially those
dedicated to his cause, but The
Master considers any of them to be
expendable, There are agents of The
Master in almost every Gallifreyan
institution, including the Parliament,
the Citadel Guard, and the ClA itseff.

Physical Characteristics
See the Sourcebook For
Field Agents for physiological
details on the Gallifreyans.

Manner
The Master's agents generally

remain well-hidden behind a facade of
Gallifreyan respectability. Their work
for the renegade is done covertly,

2 while publicly they
maintain unim-
peachable
reputations.
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THE RANI

Race: Gallifreyan
Sex.Female
Professior:. Time Lady

Afttributes

st — Levellll cHa — Level Vi
eno — LevellV MNT — Level VI
pex — LevelV TN — Levetili

Combat Statistics

AP: 9
Significant Skilis Level
Administration ]
Engingering, Chemical Vi
Leadership v
Life Sciences

Botany v

Exobiology v
Medical Sciences

General Medicine, Gallifreyan v

General Medicine, Human v

Pharmaceology Vil
Military Sciences,

Ordinance Construction/Repair Y
Physical Sciences, Chemistry Vil
Security Procedures

Concealment Y

Disguise v

Stealth v

Surveillance Vv
Social Sciences

History, Earth \'
Technology

Electronics v

TARDIS Systems v
Temporal Science v
Vehicle Operation

Temporal Vehicle v
Verbal Interaction

Haggling Y

Negotiation/Diplomacy A
Appearance;

Height. Average
Buitet Average
Looks: Strking

Apparent Age: Young adult

Actual Age: 750+

Recognition Handle; Dark hair,
haughty demeanor, sharp tongue.

History:

A renegade Time Lady, the Raniwas a
classmate of both The Doctor and The
Master, gaining considerable fame in her
work in biclogical and chemical research
on Gallifrey. She was generally considered
to be one of the finest scientists in recent
Time Lord history, but her genius was
matched by an utterly amoral streak that
the Time Lords found appalling and
callous.,

Long before The Master's Prydonian
Academy revolution, the Ranl began
covert experiments on live, intelligent
subjects, altempting 1o artificially increase
their awareness and sensory functions.,
Condemning this vivisection as both
unnecessarily cruel and as intervention in
the affairs of other species, the Time Lords
exiled the Rani from Gallifrey. The Lord
President confimmed the decision after a
mouse fransformed into a vicious monster
ate his cat and took a bite cut of his leg.
Buton the way info exile, she managed to
hijack the TARDIS, and escaped into time
and space.
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Eventually, she wound up on
Miasymia Goria, a world whose humanoid
inhabitants suited her experiments quite
well. the Rani seized power on the planet,
transforming it inlo a gigantic 'living labora-
tory' where her experimentation could
proceed without ocutside interference.

Soon, however, problems cropped up.

in heightening the awareness of her aliens,
the Rani upset their normal sleep cycles,
which caused hyperactive brain functions
and increased aggression. In attempting to
solve this problem, she discovered that

the only corrective chemical compound
that could be processed and handled
without undue difficulty was contained, in
very minute quantities, within the brains of
human beings from the planet Earth. The
Rani therefore began journeys to Earth to
cbtain her chemical serum. Unfortunately,
in extracting this chemical from the brains
of humans, she created in them the same
accidental side effects she sought to
comect in her aliens — extreme aggressive-
ness, inability to rest, and a vast capacity
for violence.

The Rani needed to hide her activities
from the eyes of Gallifrey, so she began
making her visits to Earth under cover of
the great periods of turmoil in the planet's
history. She has admitted to being respon-
sible for the start of, or atleast the intensifi-
cation of, the Trojan War, the turbulence of
the Dark Ages, and the American War of
independence, among others. So suc-
cessful was her camouflage that the Time
Lords never suspected her culpability. On
at least one occasion, however, The
Doclor witnessed her handiwork (the
Trojan War) without realizing that his
former schoolmate was involved.

The Master and the Rani first teamed
up while both were in early Industrial Era
England on Earth. Initially, the Rani was
forced to cooperate with The Master
becauss he stole a vial of her much-
needed chemical. Later, the Rani's partici-
pation became a matter of willing alliance
when she realized that The Doctor would
probably try to keep her from finishing her
experiments on Earth. However, relations
between the allies wera never good, and
after several fiascoes and constant
bickering, the Rani abandoned The Master
and went her own way once more. She
continued her activities clandestinely,
despite ClA interference in her operations.

Distinguishing Physical
Characteristics:

In her currentincamation (neone is
sure how many regenerations the Rani has
used, as much of her life has been spent
as an exile under cover), the Rani appears
as a strikingly attractive woman with
shoulder-length brown hair, grey eyes, and
fine-chiseled features. Her expression is

f:
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habitually aloof and cormmmanding, and she
displays an athletic, catlike grace.

The Rani's customary garb is a multi-
hued, metallic-mesh tunic, belted ight at
the waist, and black, form-fitting pants.
However, like The Master, she is very
partial to the use of disguise, particufarly
when working on Earth. Her favorite is that
of a stooped, grey-haired old woman,
swathed in heavy clothes and a hooded
cloak.

Personality:
Motivations/Desires/Goals

The Raniis a scientist, and attempts
to maintain a scientist's detachment from
those around her. She Is totally wrapped
up in her own work, ignoring with studious
intensity anything that does not affect it.
She cares nothing for power, save where
power can give her the ability to extend her
own knowledge, and openly scorns The
Master's goal of universal dominion.

Her main goal is to produce a supericr
race of alien beings, toward which she
strives with all her many talents and
abilities. Only when something threatens
her goals will the Rani take direct action,
invariably swift and efficient. She has no
time for The Doctor's humanitarian
concerns, viewing all non-Gallifreyans as
lower species who exist only to fili the
needs of superior beings like herself. But
she is not particularly sympathetic toward
The Master, either, She views the ongoing
feud between the two Time Lords as
something that makes no difference to her
except when it directly inconveniences her
work. She wouid cheerfully kill The Doctor,
The Master, or anyone else who threatens
her succass.

The fact that The Doctor now knows of
her experiments among the humans makes
him a greater danger to her than The
Master couild ever be. Though notindlined
toward revenge for its own sake, The Rani
is quite likely to find it necessary to put
The Doctor out of her way. The same would
hold for any other Time Lord who threat-
ened her securily. For this reason, an
uneasy alliance with The Masteris very

possible.

Manner

The Raniis a cold and calculating
female whose every word and action has a
purpose. She is haughty and aloof, openly
contemptuous of lesser breeds, and
equally disdaintul of those wha display
excessive stupidity or sentimentality, Her
tone can be very sarcastic, especially
foward those who, like The Master or The
Docter, tend to be pompous or domineering
themselves. She regards The Doctoras a
meddiing, sentimental busybody. As for
The Master, she claims that he "would get
dizzy watking a straight line", with his
overly complex plots and schemes.

Special Knowledge/Powers

The Rani is a master of chemistry and
chemical engineering, and has a wide
arsenal of biologically-oriented weapons.
Though not an expert hypnotist, she has
developed a parasitic worm impregnated
with a derivative of her tranquilizer drug
that permits her to totally control any living
being in a way The Master's hypnotism
could never allow. She also shares The
Master's ability to control her regensration
process.
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THE WAR CHIEF

Race: Gallifreyan
Sex. Male
Professior: Time Lord

Altributes:
sTR — Level iV

Enp — Levei Vi

cHA — LevelV
MNT — Level V

pEx — Level V TN — Level iV

Combat Statistics:

AP: 9

Armed Combat, Stunner Level IV
Unarmed Combat, Brawling Level il
Significant Skills Level
Administration v
Engineering, Electrical v
Leadership HE
Medical Sciences, v

Psychology, Human

Military Sciences, Small Unit Tactics IV
Securnity Procedures

Stealth v
Surveillance i
Saocial Sciences, Earth History vi
Technology, TARDIS Systems Vv
Temporal Science Vi

Vehicle Operation, Temporal Vehicle VI
Verbal interaction,
Negotiation/Diplomacy Vi

Appearance:
Height Tall
Build: Average
Looks: Average
Apparent Age: Mature adult
Actual Age: 750+
Regenerations Used Atleast 1
Recognition Handle. Dark hair,
biack uniform with red and silver trim.

History:

Known only as the War Chief, this
renegade Time Lord was associated with
The Master at the time of the Prydonian
Academy revolution, and fled in the wake
of its suppression. He eventually wound up
on the planet of the War Lords, a highly
militaristic race with ambitions of galactic
conquest. Using his Gallifreyan knowledge
and talents, he rose to become right-hand
man 1o the leader War Lord, and adopted
the titte War Chief.

The War Chief was kilied in the con-
fusion preceding the fall of the War Lords,
executed when his schemes for doing
away with the other War Lords were dis-
covered. His fatal mistake was actually
caused by The Master, who ordered him to
lure The Doctor into the conspiracy with
the intention of trapping him...a trap that
failed. The War Lord stood trial on
Gallifrey, and he and his henchmen were
condemned to a time loop, never fo rouble
the universe again,

Though the War Chiefwas believed

killed, he is a time Lord, and not at the end
of his cycle of regenerations. In the
confusion that surrounded this turbulent
situation, the War Chief made good his
escape in a SIDRAT, reaching his own
TARDIS and taking refuge in a safe haven
while he regenerated.

The War Chief and The Master later
came into contact again, and cooperated
for a short time before they were again
defeated. True to form, the War Chief
attempted to betray The Master to their
enemies, and ended up flesing with both
sides against him. He subsequently
avoided attention untii after The Master's
fall.

Distinguishing Physical
Characteristics:

The War Chief is a tall man of average
build, with dark hair and an air of fanatic
determination about him. As War Chiefof
the War Lords, he wore a black uniform
with red and silver trim, standard attire tor
high-ranking members of the War Lord
hierarchy. As he can control his regenera-
tions. the War Chief's appearance after the
War Games incident remained much the
same.

Personality:
Motivations/Geals/Desires
The War Chief, like The Master, is

supremely ambitious. Corrupted years ago
by The Master's promises of god-ike
power for all Time Lords, he seeks to have
a share in the control of all of time and
space. To this end, he will use anyone and
everyone. Indeed, though a disciple of The
Master before the revolution, the War Chief
probably intended yet another double-
cross to keep The Master from sharing in
his dreams of power. The fact thatthe War
Chief sought an alliance with The Doctor,
sugges's his duplicity against the remote
but mere powerful Master,

\

ROLE PLAYING GAME

The devious War Chiefis a consum-
mate politician, who can hide the most
deep-seated hatreds, if it serves his
purpose. Since the fall of the War Lords,
ha has almost certainly been seeking a
chance for vengeance against both The
Doctor and The Master, though he has not
yet had a chance to lock homs with either
on advantageous terms. it would ba quite
like him o wait untit the two old enemies
were caught up in one of their confronta-
tions, and then strike in a way that would
eliminate both. He would also willingly align
with one to destroy the other it it seemed
the best possible course of action.

Manner
The War Chiet is a smooth and

persuasive speaker, capabie of com-
pletely suppressing his own point of view in
order to win over others to his cause. He is
a master of skilled lies and devious prop-
aganda. In many ways, he is far more
dangerous than The Master, being much
less predictable. Changeable and sneaky,
his patience and his ability to conceal his
true intent make him an untrustworthy ally
and a dangerous foe.
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CARDINAL ARKENDO

Race: Gallitrayan
Sex: Male
Profession. Time Lord Cardinal

Attributes:

STR — Level IV CHA — Level V
END — Level V MNT — Level V
pex — Level IV TN — LevelV

Combat Statistics:
AP: 7
Armed Combat, Staser Pistol  Level IV
Unarmed Combat, Brawling LevellV

Significant Skills Leve}
Administration Vi
Artistic Expression, Light Sculpture v
Carousing vl
Gambling v
Leadership v
Medical Sciences,

Psychology, Gallifreyan vi
Pysical Sciences,

Computer Science v
Public Performance v
Social Sciences

Economics, Gallifreyan Vi

Law, Gallifreyan Vi

History, Gallifrayan v
Streetwise Vi
Apperance;

Height. Short

Build, Stout

Looks: Attractive

Apparent Age: Mature Adult

Actual Age: 500+

Regenerations Used. 2

Recognition Handle. White hair,
cherubic appearance, and wears
loose flowing robes

History:

With the demise of Chancellor Goth,
Cardinal Arkendalirunahain of the Arcalian
Academy became the highest-ranking
Time Lord in the service of The Master.
One of the youngest Time Lords ever to sit
in the Parliament, Cardinal Arkendo was
one of the first members of the Time Lord
government to speak out in favor of The
Master's early pleas for intervention as a
responsibilily, rather than a right, of Time
Lord power. When the other Time Lords
failed to respond favorably, Arkendo se-
cretly backed and financed The Master's
Prydonian Academy rebellion, planning to
use it as an excuse to make his own bid to
seize power on Gallifrey,

When the Carndinal discovered that
The Doctor had betrayed The Master's
intention {o the Inner Council, he ordered
that some of The Master's followers kili
most of The Doctor's family. Arkendo then
took charge of the government to put down
the rebellion, going over the head of the
Castellan. Through the entire crisis, his
connection with the rebellion was never
detected, and he gained considerable
power and statura from the entire affair.

Naturally, Arkendo's actions alienated
The Master, who found out too fate that he
was being used. Several years later, The
Master was in a position to retaliate. He
had thorough records of the years leading
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up to the revolution, documented proof

of Arkendo's role. While on a raid of the
computer files on the Doomsday Weapon
during one of his periodic visits to
Gallifrey, The Master contacted Arkendo.
He informed the treacherous Cardinal that
complete documents now residedin a
special file of the APC Net, a file that The
Master could unlock remotely at any time.

Now wealthy, powerful, and living ona
reputation as the loyal Arcalian who saved
Gallifrey from the Prydonian coup,
Arkendo could not aftord to have this
evidence released. He gave in lo The
Master's blackmail, keeping him informed
on court politics and government
decisions. Although The Master never
really trusted him, Arkendo became a very
useful tool. It was Arkendo whe informed
The Master of Goth's disappointment and
frustration, leading to the assassination of
the Lord President in 101,198 TL.
Arkendo’s behind-the-scenes influence
was also largely responsible for the
Gallifreyan decision to have The Doctor
killed during the second Omega crisis. He
perceived it as a chance to so impress The
Master that the renegade would release his
hold on the Cardinal once and for all. The
Doclor, of course, avsided the trap, and
blame was neatly shifted to others within
the Time Lord hierarchy.

The Cardinal's influence (at the bid-
ding of The Master) was responsible for the
conflict between the Time Lords and the
Shobogons in 101,215. Consummate
politician that he is, Atkendo neatly shitted
the blame to others when the plot was
defeated. Arkendo also participated, very
unwillingly, in the second rebellion by The
Master's followers, in which he was
stasered by Acting-President Flavia
herself.

Distinguishing Physical
Characteristics:

Now in his third incarnation, the young
Cardinal is a short, heavy-setman, with
chubby features and bright blue eyes. His
hair is white, and he has a cherubic
appearance that makes many people
underestimate him. Arkendo's voice is
meliow and languid. He maintains a facade
ofindolence and extravagance, and so
many of his fellow Time Lords view himas a
hera gone to seed. However, this political
survivor is as keen-witted and intelligent
as ever.

Cardinal Arkendo generally dresses in
loose, flowing clothes, usually traditional
Callifreyan robes from the days of
Rassilon. On state occasions, of course,
he wears the green Parliamentary garb of a
cardinal.

ROLE PLAYING GAME

Personalliy:
Motivations/Goals/Desires

Arkendo's main goal is {o continue o
enjoy the power base and privileges he has
built up over the years. To achieve this. he
must for the moment cooperate with The
Master, for he cannot afford to have his
partin the revolution revealed. (The Master
has certainly not forgiven the treacherous
Cardinal, but is willing to postpone
vengeance in favor of the Cardinal's
potential usefulness.} He thus tends to
concentrate on building and maintaining a
solid power base.

Manner

The Cardinal seems perpetually
cheerful and jolly, addicted o the good
things in life and apt to sneer at reminders
ot his more aclivist regenerations. Though
young by Time Lord standards {no more
than 600 years), Cardinal Arkendo now
simply reeks of staid conservatism and
isolationism,

The Cardinal has many friends, and
there are many more in Time Lord govern-
ment who owe him favors. He is considered
the dominant figure in Arcalian politics and
the leader of the Lord President's loyal
opposition, a voice of logic and straight
dealing in a sea of Prydonian deviousness.
In fact, Arkendo puts the Prydonians to
shame when it comes to double-dealing.

For the sake of appearances, as well
as true personal feefing, Arkendo has
made several public denunciations of The
Master, He also had the bad taste to vole
for the demateriatization of The Doctor
during his trial, following the War Lord
episode,
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COMMANDER
RONSORD

Race; Gallifreyan

Sex; Male

Profession; Citadel Guard

Officer

Attributes
sTR — Level VI cHa — Levellll
enD — Level VI MNT — Level iV
pex — Level VIl ™ — Levelll

Combat Statistics

AP: 13
Armed Combat, Staser Pistol  Level VI
Unarmed Combat, Brawling Level VH

Significant Skiliz Level
Administration v
Carousing vi
Gambling vi
Gaming, Military Simulations Vi
Leadership Vi
Military Sciences
Ordinance Construction/Repair Vi
Small Unit Tactics vil
Security Procedures, Stealth Vil
Surveillance vii
Appearance:
Height Tall
Build Average
Looks: Average

Apparent Age. Young adult

Actual Age. 120+

Regenerations Used. 2

Recognition Handle: Brooding,
wears Guard's uniform.

History:

Commander Ronserd is not himself a
Time Lord, but his position as one of the
five top officers of Gallifreyan Security
makes him quite important to The Master.
Tha son of one of the Prydonian students
who rose against the inner Counci in the
revolution, Ronsord was lucky enough to
escape the reprisals, but lost all hope of
being selected to become a Time Lord.
Moreover, his father’s part in the revolution
was not forgotten later when promotions
were passed out within the Guard. Ron-
sord has watched a number of men rise
through the officer's ranks to become
higher-ranking commanders, even Castel-
ians, while he continues to languish in the
same job.

Stifl, Ronsord does have a position of
importance, and is obviously well-trusted.
He stands a regular watch supervising
Capital security, which includes responsi-
bility for keeping an eye on the trans-
duction barrier and on the arrival and
departure of various TARDISes. Itis with
his connivance that The Master comes and
goes from Gallifrey almost as he pleases,
and itis Ronsord who has arranged the
disappearance of several new-model
TARDIS capsules that have wound up in
The Master's service.

Ronsord was recruited early, soon
after the rebellion failed, while ho was stilla
junior officer. As the years have passed,
his responsibilities have increased (both
for Gallifrey and for The Master). He
aspires 1o become Castellan, a rank he
would have reached had Goth become
President.

Ronsord was heavily involved in the
conflict with the Shobogons on Gallifrey,
and was ultimately killed by Leela in the

fighting.

Distinguishing Physical
Characteristics:

Ronsord is a rangy Gallifreyan of
average height, blond and blue-eyed, with
a square jaw and a face The Doctor once
described as a “living recruitment poster”,
His carriage is erect and military, his
uniform always impeccably tumed out. The
only non-uniform touch he permits himself
is a fancy staser pistol with a jewelied grip.

Personality :
Motivations/Desiras/Goals

Commander Ronsord strongly dislikes
the Time Lords, though he hides it well, He
finds their elitist attitudes disgusting and
their ‘persecution’ of himself and his family
unforgivable. He came very close lo flee-
ing the Capital and becoming a Shobogan
in the wilderness after his father died. He
decided o join the Citade! Guards instead,
hoping someday to kil a young officer
named Maxil who was responsible for his
father's death. Maxil is now a senior
commander, but Ronsord awaits the day
when The Master returns to take venge-
ance on all the people responsible for the
rebellion’s defeat.

Aside from revenge, Ronsord also
wants position. He hopes to become
Castellan, responsibla for all Time Lord
security, so that he can then use that
position for his private ends. If Ronsord
had his way, Gallifrey would become a
military dictatorship under his total
domination.

The commander believes that The
Master will someday return from exile and
lead the new revolution. He accepts none
of the stories of The Master's evil pur-
poses. To him, The Master is the hero who
was cast out by jealous Time Lord foes,
not a criminal at all. The Master has been
careful to foster this feeling, as
Commander Ronsord is certainly one of the
most useful agents he could possibly have
on Gallifrey.

Mannar

Ronsord has always been withdrawn,
the sort of individual without friends or
confidantes. He Is rigid in adhering to his
duty, and brooks no familiarity or flippancy
from his subordinates or charges. Com-
pletely humoriess, he is both unimagin-
ative and overbearing. However, his
efficiency has won high marks from his
supenors {though The Doctor, in his short
term as Lord President, found Ronsord "a
dutl chap with his mind in his boots").

Because he has erected such awall
of stiffness and military formality around
himself, Ronsord has never been in danger
of suspicion for his motives or actions.

ROLE PLAYING GAME
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JONURA

Race: Gallireyan

Sex: Male

Profession; Time Lord
Positiorr. CIA Operative

Attributes:
sThR — LevellV

END — LevellV

cHA — Level VI
MNT — Level IV

pEX — LevelV ™ — Level IV
Combat Statistics:

AP: 9
Armed Combat, Sword Level V

Unarmed Combal, Brawling Level VI

Significant Skills Level
Security Procedures, Lockpicking Vi

Accused of excessive involvementin
the affairs of a time-unaware civilization,
Jonura was taken out of the field and
assigned to coordinate CIA operations
around Temporal Nexus Point Earth. It
was soon after this that The Master,
through the Time Lord Rozinel, contacted
the young Time Lord, who began feeding
his old mentor information of great import-
anca, guite unwittingly. Jonura believed
he was merely answering the questions of
an inquisitive friend. Little of the informa-
tion was actuaily secret, but much of it
was highly sensitive. He was involvedin
both the Shobogon conflict and the
Sacond Rebellion, when he leamed the
truth about The Master.

Distinguishing Physical
Characleristics:

Jonura is tall and thin, with a youthtut
appearance and an unruly shock of

——)

i he thinks at all about The Master, it
is with a faint regret that a valued teacher
should have been forced into exile. He
quite honestly feels that the rebellion was
some kind of horrible misunderstanding.
Though he regrets it, and feels sorry for
the friends he lostin the uprising, he
blames neither The Master, The Doctor,
nor the government for the tragedy,

Jonura has a genuine fiking for hu-
mans, and, if anything, is too sentiment-
aily attached to them. it he had his way, all
the difficulties and crises of human history
would be carefully eliminated, and the
human race tumed into a bastion of the
new universal order (under the carg and
protection of the Time Lords, of course)
Indeed, Jonura's deep interest in Tellunan
history has led him to compile data on
many of the crucial nexus points and
historical developments of Earth's past,
which The Master has then used for his

Social Sciences reddish-brown hair. Like many Time Lords B——
Poiitical Science, Earth Vi who have spent oo much time on Earth, )
History, Earth Vil he wears a peculiar combination of clothes MAspEE
Technology from several eras, notably khaki shorts or JehuEsETe A e R E RS
Computer Systems Vil trousers, penny loafers, a sweatshirt A TIRE L. KR d!wh B AERETR
TARDIS Systems Vi (often with some slogan or phrase across th i rg DAl A e haal. Bisiadl
Temporal Science Vi the chest), and an Australian bush hat makes him the butt of maﬂ- aiika b
Vehicle Operation, Temporal Vehicle V| against inclement weather, Sl s herbRead T-Y JL rd 4 d
Verbal Interaction, Haggling vii it L i Sk
Wildarnass Sarviiat Vil Personality: ?}e feels keenly his reassignment from
Mo tiva!‘ions}Goal ibasins field work to a console job. Allin all he is
Appearance: Jonura is sincerely committed fo the gllggzl:]e y?:g %r?datgir eiian?ﬁ}:gt &;g&?
Height. Tall goals of the CIA, He still befieves, how- o )
Build: Thin ever, that even the Time Lords in the CIA ¥ y

Locks: Attractive

are avoiding their true responsibility of

dangerous renegade intends.

Apparent Age: Young adult

Actual Age: 120+

Regenerations Used. 0

Recognition Handle: Red hair,
mix of Earth coloring

aiding the masses. He takes quite
seriously the argument that the Time
Lords, with their god-like powers, shouid
learn to work for the good of all rather than
refreat behind artificial walls and the
strictures of unfeeling laws.

History:

A Tims Lord operating with the CIA,
Jonuratanandrusa (or “Joe", as most of
his human Companions have called him} is
ancther of The Master's agents. Jonurais
a Prydonian who was actuaily in sympathy
with the rebel goals at the ime of the
revolution. As he was not on Gallifrey at
the time of the uprising, Jonura escaped
the turmoil and recriminations that
followed. He was dismayed at the events
that blackened the Academy's honor, but
honestly believed that some mistake had
been made. The Master was an honored
{eacher, not a criminal and a rebel, and
Jonura refused to be shaken from that
belief in the years that followed.

When the ClA was formed, Jonura
was eager to become involved. His whole
philosophy was, after all, buiit on The
Master's teachings. He firmly believedin
the value of intervention. Jonura alse
believed in the principle of helping history
aiong', improving the urfiverse by intro-
ducing small but cumulative manipulations
along the way, again according to The
Master's creed. Jonura had few oppor-
tunities to try this in his early years with
the CIA, for he was assigned to work with
more senior Time Lords who were cautious
in their intervention, On his first (and last)
field assignment, the young Time Lord
single-handedly rallied the forces of Rome
in a battle with neighboring cities. Jonura
and his human Companion were taken for
gods, and the divine intervention at Lake
Regulus became a solid part of Roman
tradition thereafter.

ROLE PLAYING GAME
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THE COLONEL

Race: Gallifreyan
Sex. Male

Profession: Time Lord
Position. CIA Agent

Altributes
sTR — Levellil cHa — Level VI
eno — Level il MmNt — Level Vil
0EX — Level IV N — Level IV
Combat Statistica:
AP; 7
Armed Combat
Sword Levelll
Stunner Pistol Level IV
Unarmed Combat
La Savate Level IV
Significant Skills Level
Artistic Expression
Sleight of Hand vi
Carousing v
Leadership Vit
Medical Sciences

General Medicine, Gallitreyan t

General Medicine, Human 1l
Military Science, Small Unit Tactics [l
Pysical Sciences,

Computler Science v
Public Performance v
Security Procedures

Concealment v
Lockpicking v
Stealth Y
Surveiliance vi
Saocial Sciences
History, Earth v
History, Galactic v
Sports
Crickef It
Swimming It
Technology
Cybernetics Vi
Computer Systems v
Electronics v
TARDIS Systems v
Temporal Science v
Trivia
Earth Military History Vv
Career of The Master Vv
Vehicle Operation
Air Vehicles M
Ground Vehicles ]
Temporal Vehicles v
Verbal Interaction
Haggling v
Negotiation/Diplomacy Vil
Appearance:
Herl'gh!: Tall
Build: Average
Looks: Striking

Apparent Age: Middle-aged adult

Actual Age: 800+

Regenerations Used: 4 .

Racognition Handle: Grey hair,
slight limp, walking stick, evening dress
and top hat.

History:

A renegade Time Lord tumed regular
CiA operative, The Colonel has spenta
considerable portion of his long Gallifreyan
life studying The Master, in order to putan
end to his evil career once and for all.
Once a Prydonian Cardinal, the Colonel
resigned his post and left Gallifrey after
his son came out in favor of The Master's
rebellion and was killed in the fighting that
foliowed. He left behind everything, even
his name, and took refuge on Earth, posing
as a retired military officer residing in the
wastern United States in the late 20th
century. His daughter Leora remained his
one link with Gallifrey. 1t was she who first
brought him to Earth (where he lived
without benefit of a TARDIS or other
reminders of his old life), and it was she
who told him of the formation of the CIA
and of the growth of ClAinterestin The
Master. The Colonef came out of his self-
imposed retirement to work with the new
organization.

Having seen the success that at-
tended The Doclor's association with the
British branch of UNIT, the ClA suggested
that The Colonel might wish to work in
similar fashion with the North American
branch of that human agency. Witha
TARDIS from the CIA, The Colonel began
to actively work with UNIT/NA, especially
aher The Master attempted to bring off a
few coups in that area, following rebuffs at
the hands of The Doctor in England.

The Colonel considers himself to be
The Master's greatest enemy, though of
course The Master reserves that position
for The Doctor. Itis The Colonel's chief
wish that The Master be caplured and
returned to Gallifrey and Time Lord justice.
As a result the two Time Lords have
clashed, albeit inconclusively, on several
occasions.

Distinguishing Physical
Characteristics:

Now in his fourth incarnatien, The
Colonel appears as a middie-aged man, talt
and slightly stooped, with iron-grey hair
and a severe military moustache. He
speaks with a pronounced aristocratic
British accent, owing to early years
researching Temran affairs in Britain.

In keeping with this image, The
Colonel wears formal evening dress
almost alf the ime. Although he walks with
a slight limp and carries a walking stick, he
is spry enough when necessary. The
Colonet is considerably stronger and more
agila than he looks.

Personality:
Motivations/Goals/Desires

The Master is something of an obses-
sion with The Colonel. Since learning that
the renegade was still alive and plaguing
the universe, The Colonel has setout to
capture him so that he could be tried
before the Time Lords. This single-minded-
nass can be a problem, as The Colonel has
been known to abandon a full-blown crisis
inorder o follow up some trivial rumor that
might or might not lead to his elusive
quarry. The Colonel’s daughter is the only
one who can hold him on an even keel. Her
motivations, compassion, and concern are
the trua stuff of CIA operatives.

The Colonel also dislikes The Doctor,
as he does anyone who may stand
between him and his hunt for The Master.
Itis The Colonel's contention that The
Doctor has passed up too many chances
to catch The Master, and indeed has
connived at the renegade’s escape atime
ortwo, There is no love lost between these
two wha should, on the face of it, be allies.

Manner

The Colenel is a crusty, abrupt man,
accustomed to quick obedience to his
commands. He is quite decisive in a crisis,
but prone to fits of brooding and lethargy
when he has nothing immediate to occupy
his attention. He has a tendency to lake
complete charge of his suroundings. One
Gallifreyan has said that The Colonel
makes the first incarnation of The Doctor
look like a “sweet-tempered psalm-singer”.

The Colonel has a soft spot in his
heart for his daughter, the Lady Lecra. On
the other hand, The Master can bring outa
ruthlessness in him that even she cannot
entirely control.

ROLE PLAYING GAME

Friends And Foes 47




ad

—

TAMOZAR
Race. Gallifreyan
Sex. Male
Profassion: Shobogan (ex-
Time Lord)
Attributes
s$TR — Level i} CHa — Level Vi
END — Level IV MNT — Level IV
pEx — Level I me — Level Vit
Combat Statistics:
AP 6
Significant Skiils Level
Artistic Expression
Painting v
Poetry v
Leadership v
Life Sciences
Botany v
Ecology vV
Medical Sciences
General Medicine, Gallifreyan Vi
Psychology, Gallifreyan vl
Surgery, Gallifreyan Vi
Veternary Medicine vi
Security Procedures
Concealment 1Y
Stealth vi
Temporal Scienca v
Verbal interaction
Haggling v
Negotiation/Diplomacy v
Wilderness Survival v
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Appearance:
Height, Average
Build: Thin
Looks: Average
Apparent Age: Elderly
Actual Age: 2000+
Regenerations Used 4
Recognition Handle: Lined
face, wise eyes, thin, half-starved frame.

Brief Personal Hislory:

Another victim of the Prydonian
Academy revolution, The Time Lord
Tamozarudaco lost several family mem-
bers in the fighting. Like The Celonel, he
sought solacs in a withdrawal from his
pecple. Where The Colonel fled to Earth,
Tamaozar sought the wildemess of
Gallifrey, becoming a Shobogan hermit,

Tamozar has kept o himself in the
years since his flight from the Capital. He
is willing to turn his knowledge and talents
to the aid of any Shobogons who need his
help, and has eamed a reputation among
them as a healer and a wise man. Most of
his fime, though, is spentin solitary medi-
fation, and in perfecting the powers of his
mind. Like the renegade Time Lord Cho'je,
Tamozar's powers are far in advance of
most of his fellows.

Since the Shobogons and the popula-
tion of the Capital resumed contact.rumors
of Tamozar's abilities have circulated
among the Time Lords. The Master heard
some of these stories and was intrigued by
them. He remains quite interested in
tracking down the Shobogan Time Lord and
leaming Tamozar's mental powers.
Tamozar was the tocal point of The
Master's failed plot to stir up war between
the Time Lords and the Shobogens.

Distinguishing Physical
Characleristics:

Tamozar is short and sfight, his body
thin from deprivation and a hard hermit's
lite. His face is wrinkled, his hair white,
his beard iong and unkempt. His eyes,
however, remain sharp, clear, and com-
manding. The Shobogan Time Lord
prefers simple, coarse clothing. His voice
is surprisingly forceful.

Personality:
Motivations/Desires/Goals:

Tamozar wants only to be leftin
peace. He has retired from the world and
does not plan ever to retum. Now and
again his compassion prompts him to aid
the needy, but he does not wish to become
caught up in their affairs. He only does
whalt is absclulely necessary before with-
drawing once again.

The Shobogan Time Lord is bitter over
the loss of his family. He hates all the Time
Lords, especiaily The Master, but his
hatred is shown only in his complete
refusal to deal with them. Unfortunately,
Tamozar's advanced powers ultimately
made that contact necessary, thanks to
The Master's thirst for power.

Because he believes in peace, the
Shebogan will not harm others even to
protect himself. This made him vulnerable
to The Master, atleast for a time,

Manner;

Tamozar is quiet, soft-spoken, and
given to speaking in proverbs or other
words of wisdom. To Shobogons, and o
any non-Gallifreyan, he can be gentle and
kind. Time Lords find him much fess
hospitable, but he will never under any
circumstances react with violence or
force.
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ROZINEL

Race: Gallifreyan

Sex. Male

Profession: Renegade Time
Lord

Attributes
sTR — Level V

END —Level IV
DEX — Level iV

cHA — Level VI
MNT — Level V
TN — LeveliV

Special Ability: Rozinelis a skifled
hypnotist, but receives the power only to
ordinary game levels,

Combat Statistics:
AP 7
Armed Combat
Staser Pistol Level IV
Unarmed Combat
Craconian Sissraniss Level VI

Significant Skills Level
Leadership i
Physical Sciences,

Computer Science v

Security Procedures

Concealment v
Disguise i
Lockpicking I
Stealth v
Surveillance v
Social Sciences, Gallifreyan History 1V
Space Sciences, Navigation t

Sireetwise iV
Tachnology
TARDIS Systems v
Computer Systems Y
Cybernetics i
Temporal Science v
Vehicle Operations
Spacecraft il
Temporal Vehicles v

Verbal Interaction

Haggling v
Negotiation/Diplomacy Vi
Wilderness Survival v
Appearance:
Height. Tall
Buitd Slim

Looks: Average
Apparent Age: Mature adult
Actual Age: 400+
Regenerations Used 3
Recognition Handle: A tal,
gaunt man with piercing eyes.

Brief Personal History:

Lord Rozinelastorameth, another of
The Master's Prydonian students, is
notable for the fact that, though he partici-
pated in the Prydonian Academy Rebel-
lion, he lost neither his life nor his position
as aresult of that crisis. The intercession
of his uncle, Lord Deliavastud, won him a
reprieve from the harsh sentence passed
on the other rebels. During his years of
probation, Rozine! aided the commission
charged with sorting out the War Games
crisis, in which he was secretly helped by
The Master, who supplied information in
order to get Rozinel back in a position of
power, Rozinel's status was finally
reinstated, freeing him to act as a Time
Lord and an agent of the CIA. He even
survived the downiall of his uncle a few
years later,

Rozinel served as another of The
Master's agents on Gallifrey for many
years. He helped to stage phony
Shobogon attacks on the citadel prior to
the Shobogon confrontation, and helped
rescue The Master in the aftermath of that
failed operation.

Sometime later, Rezinel attempted to
hijack an experimental Model 86 TARDIS
engaged in the rescue of one of The
Doclor's former Companions, Adric, The
Master wanted both Adric and the TARDIS
as part of his plan to break down the
temporat bamrier, but Rozinel mis-timed his
move. Inthe confusion, the TARDIS was
biown into an alternate timeline. Rozinel
was captured by CIA operatives, but later
escaped and joined The Master. The
young renegade was appointed to run the
base at Merast.

In the final stages of the Secend
Rebellion, Rozinel was captured by The
Doctor, who used advanced hypnotic
technigues borrowed from The Master to
pry the whereabouts of the base from
Rozinel. The Master's chief disciple was
later executed by staser fire for his crimes
against Gallifrey.

Distinguishing Physical
Charactleristics:

Rozinel is a tall, gaunt individual. He
prefers to dress in subdued colors, and
generally wears a dark cape, often with a
hood. Like The Master, he Is a skilled
hypnotist (though not 50 good as his
mentor), and many have commented on his
piercing dark eyes.

Personality:

Motivations/Desires/Goals:

Lord Rozinel is entirely a creature of

The Master, sharing his goals. The
younger renegade hopes for honor and
power in The Master's new order. He
strongly dislikes Cardinal Arkendo, and
would gladly see the politician kifled, but
subordinates this desire to his Master's
wishes.

Manner:

Rozine! is urbane and polite, but there
is an underlying hardness about him that
some find frightening. While lacking the wit
ofhis teacher, he s is almost equally
devious and treacherous.

Notes:

The gamemaster may find Rozinel a
suitable substitute for The Master in some
adventures where the piayers are not
skilled enough (or their characters not
strong enough} fo deal with the more
formidable villain.
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VEROS
Race; Gallifreyan
Sex. Male
Profession: Time Lord
Attributes
sTR — Level il cHA — Level IV
eno — Level il MNT — Level Vi
pex — Level V TN — LevelV
Special Ability:

Veros is particularly knowledgeable in
the field of temporal physics and mathe-
matics. He is the foremost authority on the
design and operation of the Model 89
TARDIS, and also quite skilled as a
TARDIS pilot.

Combat Statistics:
AP: 9
Armed Combat

Staser Pistol Level llI

Significant Skills Level
Engineering
Electrical Engineering v
Mechanical Engineering v
Physical Science
Mathematics v
Physics il
Technoiogy
Electronics ]
TARDIS Systems VI
Temporal Science vii
Vehicle Operation
Temporal Vehicles vi

Appearancae (12th incarnation):
Height. Tall
Build: Slim
Looks. Average
Apparent Age: Mature adult
Actual Age: 400+
Regenerations Used: 11
Recognition Handle: A tall,

gaunt man with piercing eyes.

Brief Personal History:

A protessor of Temporal Physics at
the Arcalian Academy, Lord Veros pub-
lished numerous avant garde theories in
his field for a period of over 300 years, and
was personally responsible for the develop-
ment of the Model 89 TARDIS. Hewas
also appointed head of Project Foresight,
an expenment in discovering the secrets
of the future temporal barrier that biocks alt
movement by time travelers into Gallifrey's
future. So delicate was the nature of this
project that it was not conducted on
Galiifrey, but rather on a deep-space
station in the intergalactic void.

Veros and his team were taken by
The Master, who wanted to gain acoess to
the unpublished portions of the professor's
theories. Later, Veros was freed, but
remained under The Master's hypnotic con-
trol. He hijacked one of the two Modei 89
TARDISes, butlost it — and his memory —in
the eruption of Mount St. Helens on Earth.
The Master recaptured Veros, but the Time
Lord scientist then was possessed by the
Great Intelligence. He was killed when the
Intelligence was defeated.

Distinguishing Physical
Characteristics:

in his thirteenth incarnation, Veros
appeared as an elderly, stooped man,
balding and rather feeble. The lastregen-
eration was flawed, and Veros never
enjoyed good health in his last centuries.

Personality:
Motivations/Desires/Goals:

A scientist, Lord Veros always seeks
new insights into the nature of Time. His
expernments focused for a time on the
problem of making contact with a Krono-
vore, until he read a transcript of The
Doctor's report on the Kronos incident.
Thereatter, his main interest iay in a better
understanding of the two temparal barders.
His last major published work developed
the theoretical basis for penetrating these
barriers, but it was never verified
expenmentally.

Manner;

Veros is a very single-minded man,
devoted to his work and nothing else. He
makes no effort to be pleasant, and
becomes furious if his work is interrupted.
His brilliance, however, is undeniable.
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LEORA

Race. Gallifreyan
Sex. Female
Profession. Time Lady

Atlribules

sTR — Levsl il cHa — Level VI
eno — Level lll MNT — Level V
pex — Level IV v — Level VI
Combal Statistics:

AP ]

Armed Combat, La Savate Level V

Significant Skills Level

Artistic Expression
Vocal Music

Carousing

Leadership

Public Performance

Security Procedures
Concealment
Steaith
Surveillance

Social Sciences, Earth History

Streatwise

Technology
Computer Systems
TARDIS Systems
Transmat Systems

Temporal Science

Vehicle Operations
Ground Vehicle
Temporal Vehicle

Verbal interaction
Haggling
Negetiation/Diplomacy

Appearance;
Height Short
Build Thin
Looks: Attractive
Apparent Age: Young adult
Actual Age: 170+
Regenerations Used. 2
Recognition Handle: Blonde,
very eccentric in dress and behavior,

Brief Personal History:

The Lady Leora is the daughter of the
Time Lord known as the Colonel. When
her brother sided with The Master in the
Prydonian Academy rebellion, Leorawas
oft Gallifrey on a routine monitoring mis-
sion. She retumedto find her brother
dead and her father a broken man. At his
request, she took her tather along on her
next voyage to 20th-century Earth. There
he abandoned his Time Lord ways and
settied down to the barbaric life of his
adopted home.

When The Master took a new interest
in Earth, the CIA became involved in moni-
toring his actions. They alerted several
agents or potential agents on Earth,
including The Doctor. They also offered
The Colonel a chance to actively fight The
Master, and used Leora as their link to the
bitter exile. Lecra thus became involvedin
many of her father's adventures, including
several that involved The Master.

Distinguishing Physical
Characteristics:

Leora's currentincarnationis as a
siender, petite Time Lady, much more
capable than she appears. Her blonde
hair, attractive features, and accentric
behavior have unsettled some of her
human Gompanions, who think ofheras a
‘dumb biende’. She likes to take advan-
tage of this as much as possible, often
adopting wildly inappropriate costumes
and speaking in complete non sequiturs.

Personality:
Motivations/Desires/Goals:
Lady Leora is thoroughly committed
to the principles of the ClA. Sheis com-
passionate toward the problems of the
downtrodden, and determined to preserve
known reality at any cost. Behind her
apparently carelree exterior, she cares
deeply for those who are unfortunate or
hurt, and she has a strong desire to make
things right where she can. Unlike less
stable Time Lords (such as The Doctor),

however, she also is intelligent enough fo
know when intervention is good and when it
will have consequences as bad as those it
was intended to correct.

Leora is notconsumed by hate, and
sc¢ is much better at making calm judge-
ments than her father. She often serves
as a sort of balance wheel to his impetuous
nature, steering him onto a path better for
everyone invoived. She does not always
succeed, however.

Leora's other driving motivation is her
lova for her father. When she cannot stop
him from a foolhardy actien, she is the first
to take his side and do her best for his
cause.

Manner:

Though she acts in an eccentric and
often scatter-brained tashion, no one can
ever be sure how much of this is an act and
how much is genuine. Leora frequently
seems totally lost to the world around her,
yet always seems one step ahead of her
opposition as well, 1t does notpayto
underestmate her talents, no malter how
strange her appearance or behavior,
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ADRIC

Race; Alzarian Humanoid
Sex; Male
Profession: Student/Adventurer

Attributes
sTR — Level il

enD — Level iV
pex — Level iV

cHa — LevellV
MNT — Level VI
N — Leveill

Combat Statistics:
AP 7

|

Significant Skills Level

Physical Science
Mathematics
Computer Science

Technolegy
Computer Systems
TARDIS Systems

Temporal Science

Security Procedures
Lockpicking

Appesarance;
Height Average
Build: Averags
Looks: Average
Apparent Age: Adolescent
Actual Age: 15
Recognition Handle: Abrash,
over-confident teenager given to sudden
shifts of mood

Vil

1
1

v

Brief Personal Hislory:

Bom on Altarius in E-Space, Adric
stowed away aboard the TARDIS carrying
The Doctor and the Lady Roemana during
their adventures in that altemate universe
He shared many adventures with The
Doctor, his mathematical skills proving
very useful on several occasions. Adric
also ran afoul of The Master on more than
one occasion.

Adric was separated from The Doctor
when Cybermen programmed an inter-
stellar freighter to go up in an antmatter
explosion over Earth. The freighter
accidentally wound up moving through time
{0 a point 65 millicn years in the past,
where its explosion was responsible for
wiping out the dinosaurs. Young Adric
stayed on the bridge of the ship, attempt-
ing to use his knowledge of advanced
mathematics to disarm the bomb. The
Doctor believed him to have been kilied in
the explosion.

In reality, Adric was rescued by the
experimental Mode! 88 TARDIS, but the
treachery of Rozinel caused the rescue {o
goawry. Adric eventually returned to
Gailifrey with a CIA rescue team, and
became a companion to the Lady Leora for
atime, but he was never able torejoin The
Doctor for more than a few brief reunions.
Eventually, Adric was returned to his

home in E-Space, where he joined Romana

and K-8 Mark i1

Distinguishing Physical
Characteristics:

Young and slender, Adric's most
obvious features are his dark hair and
fresh, open countenance, Priorto the
Cyberman encounter, he wore a badge of
merit for his mathematica! achievements
on the left breast of his ductene lumpsuit,
but this was shattered when he used it to
clog the chestplate of a Cyberman.

Personality:
Motivations/Desires/Goals:

Adric’s primary motivation is an in-
tense curiosity. He is constantly in search
of new knowledge. This has led him to leam
a great deal about the operation of
TARDISes, the intricacies of Block Trans-
fer Computations, and many other unusual
subjects. The youth is also extremely loyal
to his friends, especially to The Doctor,
Nyssa of Traken, and Tegan Jovanka,

Manner!

Adricis a confident, often brash
individual, given to over-estimating his own
abilities. He can be sullen and petulant
when treated like a boy, but at cther times
is frank, cheerful, and very gentle.
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THE MASTER'S EQUIPMENT
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The Master can be assumed to
have access to virually any type of
weaponty or gear normally available
to Time Lords. This section describes
various special items that he has
used, or might use in future, that are
either not covered elsewhere orare a
standard part of The Master’s usual
repertoire of tricks and gadgets.

The Master currently has, or has
access to, six working TARDISes. He
can also acquire others through
theft, blackmail, or the cooperation of
agents on Gallifrey. Model types and
capabilties vary considerably, from
an old Mcdel 40 to some that are
extremely modern and sophisticated.

SIDRATS

An anagram of TARDIS, the term
"SIDRAT™ was probably coined by
The Master to describe the primitive
temporai vehicles he and the War
Chief provided to the War Lords, Of-
ficially, the name is an abbreviation
of Space and Inter-Time Dimensional
Robot All-Purpose Transport.

SIDRATs duplicate most of the
functions of the Gallifreyan TARDIS.
They are, like TARDISes, dimension-
ally transcendental. Those used by
the War Lords could hold thousands
of soldiers being transported to and
from the battlefield. They also pos-
sess chameleon circuits, so that War
Lord officers could keep them at their
battlefield HQOs, coming and going
from the wargames as they pleased.
Many of the basic features of the
sidrat are virtually indistinguishable
from those found on a TARDIS.

SIDRAT systems, however, are
much more primitive than those
employed aboard even an out-dated
TARDIS. The focus of the dynomor-
phic projector in a TARDIS is a green
crystal found only on Gallifrey. The
crystal is essential to give the
TARDIS its semi-living, semi-sentient
core. In building the SIDRATs, The
Master and the War Chiet were forced
to substitute less sophisticated
materials. As a result, both the range
and service fife of the SIDRAT were
considerably shorter than those
available to the TARDIS. They were
prone to breakdowns, especially on
long-time trips, and the SIDRAT
cores rarely lasted for more than a
few weeks of apparent time.

Still, SIDRAT technology has
been very useful to The Master. He
originally foresaw the possibility of
using sidrats to launch an invasion of
Gailifrey with the War Chief's human
saldiers. Later, when his dynomor-
phic generator was all but destroyed
and he failed to harness the powers
of the Xeraphin in its place, The
Master made his way back to Merast
by turning his damaged TARDIS into
an improvised SIDRAT with gear
scavenged on Xerophas.
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WEAPONS

The Master is fond of weapons of
all kinds, and has an impressive
arsenal aboard each of his
TARDISes. Some of his favorite
weapons are discussed below,

TISSUE COMPRESSION
ELIMINATOR

This weapon has become The
Master's calling card. A perversion of
known principles of molecular
rearrangement technology, it was
first conceived and created by The
Master himself. lt is far in advance of
known technology, and proof of The
Master's brilliant but evil genius.

The Tissue Compression
Eliminator is a heavy black wand with
a bulbous head on one end. It is held
in one hand with the thumb resting
over the trigger mechanism. When
fired, the end opens up to produce a
glowing white ball, a boit from which
causes the molecular structure of the
target to collapse upon itself, com-
pressed tightly but preserving the
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original form. Soft, organic materials
are most compressible, Cloth,

plastic, and living tissue are reduced
o about one-tenth their normal size,
becoming thickened and rigid. Harder
materiails, such as metal or stone,

are less affected by the weapon, but
still suffer some damage. The pro-
cess of compression is normally fatal
to living things, and is quite painful.

Research into the principles of
the Tissue Compression Eliminator
has been banned on Gallifrey, but
The Master has adeqguate facilities
and materials to reproduce {and
sometimes improve) the weapon as
he desires. He has, in fact, done so
on many occasions. Fortunately, the
technology that permits this deadly
weapeon to function has so far not
beendiscovered by races such as
the Daleks, the Cybermen, orthe
Sontarans. it is bad enough inthe
hands of The Master.

The Master's weapon will com-
press and kill any living target that
suffers the full effect of the beam. No
damage determination is necessary.
Gamemasters should feel free to
allow a player character a Saving Roll
against his pex score, with success
meaning that the shot did not hit
solidly. Even a grazing hit, however,
will do Type A damage, which may kill
the target anyway.

ROLE PLAYING GAME

LASER GUN

The Master sometimes makes
use of a lightweight laser pistol of
26th-century Earth design.
Information on damage dons by this
laser weapon is given on the combat
charts. inthe Game Operations
Manual ofthe DOCTOR WHO
Role Playing Gama.

VOLATILIZER

Neot criginally a weapon, the
Volatilizer is a small but incredibly
powerful charge used by the
Xanthoid race in mining operations.
Normally set off by some form of
explosive detonation nearby, this
incredibly unstable charge can also
be set triggered by any sort of solid
impact, shock, or concussion wave.
A single, smali canister can cause an
explosion that will level averything
within a one-mile radius.

The Master has used the
Volatilizer as a booby trap, rigged to
fall to the floor and explode when a
door was opened. When dropped in
this fashion, an explosion can be
prevented if the Volatilizer can be
caught and cushioned from an abrupt
impact.

SATURNIAN SOLAR BOMB

This weapon was developed for
purposes of sabotageandas a
booby trap during the naticnal wars of
the 21st Century on Earth, ftwas
named after its use in the skirmishes
on Titan in 2068. The bomb is a globe
about 30 centimeters in diameter that
can be triggered in a number of ways.
Usually, it is placed in a locked box or
closet. Any tampering with the lock
will detonate the bomb.

The Saturnian Solar Bomb, cnce
activated, builds to a tremendous
output of pure heat, reaching full
power 15 seconds after activation.
The intenss heat will cause materials
immediately around it to burn within
five seconds of detonation. At full
intensity, the explosion reaches a
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temperaturs of over 1000 degrees C.,
enough to instantly consume every-
thing within a 10-15 meter radius.
Alter 15 seconds, the heat source is
burnt out.

The Master has used a Saturnian
Solar Bomb as an assassination
weapon.

SONTARAN FRAGMENTATION
GRENADE

A grenade originally invented by
the Sontarans, it is one of the most
deadly combat weapons in the
universe. The cylindrical grenade
explodes five seconds after being
detonated by a buttononone end. It
produces complete devastation
within ten meters of impact, causing
type-A damage to anyone up toten
more meters away {total rangs of 20
meters). Humans rarely are able to
throw the grenade far enough to
escape the blast effects, being
weaker than Sontarans. The Master
has a small slock of these grenades,
but uses them only when arming
expendable subordinates.

*
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BIO-CONVERSION MINES

This nasty weapon was invented
by The Rani. Resembling an ordinary
terrestrial land mine with a small
keypad on top, the bioconversion
mine is usually laid down in a defen-
sive pattern 1o deny access or o
serve as an effective trap.

The keypad is used 1o program
orders into the mine. Depending upon
the exact program used, the mine's
detonation (by contact with the
keypad) causes complete molecular
rearrangement above the disc-
shaped mine. Animal tissue can be
converted into some form of vege-
{able matter. Other programs
produce stons or other substances.
There is some evidence fo indicate
that the conversion is not instanta-
neous — the victim, in its new form,
may retain the power of limited

movement and some awareness fora
time. However, the process is not
reversible.

These mines are particularly
useful because their effects are
lethal, and they leave behind no
signs to aler later victims. Cne extra
stone will rarely be noticed by a party
venturing into an area mined with
these deadly weapons.

STASIS PROJECTOR

This is an exparimental weapon
developed during the galactic
Cyberwars. It projects acone-
shaped stasis field that blankets an
area 50 meters high and 100 meters
wide, Within that field, time stops
dead.

The projector is a bulky back-
pack device with a hand-held gun,
similar in size and appearance to an
earthly flamethrower. it was devel-
oped by the Cybermen, but fell into
hurnan hands and was one of the
decisive weapons in winning the war,
The Master obtained several of these
weapons on Victrix.

L% GENERAL
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TIME-SPACE TRACKER

This device is akin to the Time/
Space Visualizer of the Xeron race.
instead of producing images of
distant times or places, the Tracker
can be set to lock onto the mental
emanations of any individual in order
to track that person through time and
space. The Master acquired a
number of these in his travels, and is
known to have at least one perma-
nently locked onto The Doctor.

With the Time-Space Tracker,
The Master always knows the current
coordinates of any enemy upon
whom he has previously locked the
device. He must come within five
meters of atarget lo lock on the
tracker, butonce itis in place, even
regeneration cannet break the lock.
The Master is also capable of using
his Scanner to conduct long-range
surveillance of the subject.
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PORTABLE SCANNER

This is a small version of the
TARDIS viewscreen scanner system.
The Master's portable scanner is
worn on the wrist. It consists of a
screen five centimeters long by three
centimeters wide, plus a few simple
controi keys, all mounted con a feather
strap. The unit only functions within
about 10 meters of The Master's
TARDIS. Using the scanner, The
Master can view distant points in
space (but not time) through the
manipulation of electromagnetic
fields serving as lenses for the
scanner system. The TARDIS
computer converts the data to image
and sound. Locations viewed can be
avery long distance away from the
TARDIS. ltis also possible to shift
perspective, zocom in and outon a
particular point of interest, and other-
wise controf the picture received.

The Master has used the
portable scanner io keep an eye on
his enemies while he is outside the
TARDIS. He has also used the
scanner o maintain surveillance cver
his enemies.

L]

HYPNOSOUND DEVICE

A small, greyish box holding
several control knobs and switches,
the hypnosound device sefs up a
sonic field that stimulates the brain of
any humanoid species (although
Time Lords have proven resistant {o
its effects). A humming sound
heralds the activation of the device.
Thereatter, the victim's mind is
hypnotized tc falsely interpret
sensary data. Any person, being,
structure, or vessel not familiar to
him is perceived as that which the
victim fears most. As long asthe
sound continues, all victims of the
effect will continue to perceive this
distorted reality. Moreover, aiter the
eftects are completely gone, the
brain wilt stili insist on a distorted
memory of events. Anything that
conflicts with that perception will be
altered to fit.

Though basically working on a
deep, subconscious level to bring
forth that which is most feared, the
hypnoscund device can be adjusted
to some extent. Held prisoner by the
Ogrons, The Doctor was able to use a
slightly — adapted capture device to
make them believe that he was
actually a Dalek, and thus gain his

release,
[ e e e e e

PROCESSING MACHINE

Another hypnotic device, the
basic principles for the Processing
Machine were developed by The
Master, but improved upon by the
War Chief and by scientists of the
War Lords. The processing machine
is & large, bulky device that is con-
nected 1o a human subject by way of
a cowl or helmet. Processing takes
severai seconds, after which the
subject becomes extremely suggest-
ible. The victim's mind will percieve
reality according to interpretations
impressed upon it from an outside
source.

About five percent of all humans
are able to shake off processing,
sometimes quickly, other times only
with the aid of others. The devices
used by the War Lords were de-
stroyed, but The Master has adapted
the same principles to a machine
used on beings who work at his main
base. This machine programs them
with unguestioned loyalty, and allays
any fears caused by the strange
surroundings of the non-space where
the base is located.
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CONTROL PARASITE

Developed by the Rani, Control
Parasites are small {about 2.5 centi-
meters long), worm-like creatures
that have been impregnated with a
chemical tranquillizer drawn from
human brains. The parasites are
administered orally, and lodge in the
throat of the subject. Their chemical
cargo is released continuously into
the bloodstream, causing the victim
1o bacome extremely suggestible.
From that time on, he will follow any
orders given him, to the letter.

Parasite victims have absolutely
nothing in the way of personal initia-
tive, except as it helps them carry
out general orders. The parasites
also heighten the subject’s receptive-
ness to lelepathic command, making
the victim respond to orders given by
his master some distance away.

Finally, it should be noted that
the Control Parasites are extremely
sensitive to centain particular sound
frequencies, weli outside the normal
human or Galfifreyan range. if ex-
posed to these frequencies, the
parasites die instantly, releasing a
flood of toxic material into the vic-
tim's bloodstream. A red mark, per-
fectly circular, will appear on the
victim's neck, and he will die almost
immediately. This discolaration has
been relerred 1o as the "mark of
Rani".

Victims of the parasites show no
signs of possession, save only when
the parasites are first administered.
At this time, an unearthly green glow
can be seen in the subject’s eyes. I
quickly fades, however, and only by
his actions (if then) will the subject
betray himself. The parasites work
equally well on any humanoid sub-
ject, even Gallifreyans.

The Master is known to have
acquired a number of the parasite
worms, but cnly the Rani is able to
replace them,

REMOTE SECURITY SYSTEM

A standard part of The Master's
various TARDISes is a security
system to prevent unauthorized
tampering. Each TARDIS main door is
{itted with al least one electronic eye,
an internal scanner system, and
several tanks of various types of
nerve gas. These are remotely-
controlled from a small device kept
constantly on The Master's person.

The device is roughly the size
and shape of an Earthwoman's
compact. it holds a monitor screen
and controls for the TARDIS de-
fenses. f an intruder disturbs the
electronic eye on board, an alarm
goes off in the device. The screen
can be used to discover the nature of
the intrusion, followed by the release
of various types of gas on command.
Both lethal and non-lethal gas types
are available.

The range of the device is
comparatively limited (to roughly line-
of-sight between the device and the
TARDIS), which may explain why The
Master uses it only occasionally.

DISGUISE KIT

This is another trademark of The
Master's, a small kit worn under his
clothing in a place where it will be
difficutt to find by a casual search.
The kit contains a holographic scan-
nerthat can analyze and reproduce
tacial features within a minute. This
can be hooked up to a thin, flat
synthoflesh dispenser, which pro-
duces highly lifelike masks based on
the data provided. Colors and other
oddments are also contained in the
kit to complete its arsenal of disguise
gimmicks.

Using the disguise kit, The
Master can quickly produce very
effective and life-like masks of
anyone's features. He most often
uses the kit to create masks in the
image of his own face, which can
then be slipped onto a hypnotized
victim to buy The Mastertime to
make good an escape. This tactic
has worked on several occasions.

IMPLANT MONITOR

This is a small audio/visual
beacon that can be planted on any
individual, turning him into a perfect
spy. The implant monitor is placed
under the skin by an air injector. ltis
not actually a transmitter, but rather
it is a homing beacon that aids in the
focusing of The Master's scanner
system. The scanner can be locked
onto the beacon at will, even in
situations where it would normally be
impossible to focus the scanner
properly (shielded areas, a TARDIS in
the Time Vortex, and so forth).

Once placed, there is littie out-
ward sign of the implant menitor, just
a slight, reddish bump on the skin.
Though it would be detected during
any thorough medical exam, the
bump is more likely to be dismissed
as an insect bite or a smali bruise.

TRICOPHENYLALDEHYDE
A neural inhibitor drug, trico-

phenylaldehyde was generally used
in early terrestrial experiments with
suspended animation for early long-
range deep-space probes. An
injection of tricophenylaldehyde,
however, can also produce the
appearance of death. The Master has
used it on occasion as a means of
faking his own demise. An injection of
ons standard dose causes an appar-
ent cease in the body’s functioning
for a period of one to three hours. For
longer durations, a regular flow
system is set up directly into the
bloodstream.
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HIGH FREQUENCY
SIGNALLER

This small devics, oval-shaped
with a hand grip below and in back, is
the Rani's weapoen for disposing of
parasite-controlled servants, The
high frequency sound waves it proi-
ects kill any parasite in the narrow
line of fire, without harming others in
the same general arsa. Turned to
maximum power, it can also actas a
crude but usable sonic disrupter.

On at least one occasion, the
Rani has used the signalier to broad-
cast its high frequency sound
through a scanner link-up to a remote
location, killing a servant out of line-
of-sight. Normally, however, the
device is limited to ranges equivalent
to those of a sonic disrupter pistal.
Damage is also the same, except
that a parasite subject is killed
outright if hit.

MOLECULAR EXCITER

The Master's version of a sonic
screwdriver, this palm-sized, disc-
shaped device focuses twin beams
of ultrasonic radiation on a point a
stated distance from the end of the
unit. Its range is adjustable from a
few centimeters up to a meter, It also
has various intensity setlings. Where
the beams come together, a force
field is generated that interacts with
other substances according to the
intensity used. Lower powers create
an invisible but tangible ‘point’ that
can be manipulated to move objects
that cannot be reached (such as bars
locking a door, the tumbler mecha-
nisms of a lock, and so forth).

Heat is produced by the inter-
action of the two beams, and higher
seitings cause the exciter to function
like a laser cutting torch. The Master
finds the tool useful for tasks such
as gaining ilficit entry. The device
can also serve as aweapon if the
need arises (though it is definitely
limited to close ranges).
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COMPUTER TAP

A small (briefcase-sized), port-
able computer terminal, the tap con-
tains a sophisticated mini-computer
programmed to analyze computer
circuitry and to feed in various input
codes at high speed. When con-
nected to another computer system,
it can be used to do a rapid series of
code feeds, searching for proper
security clearances, secret file
names, and so forth, The computer
tap was produced by the same tech-
nology that produced the Kamelion
rabets. Though it is non-sentient, it
can be of tremendous value in
breaking into computer systems of
all kinds. Once activated, there is no
further need to supervise its prog-
ress.lts use is considered equivalent
te a character with a Proficiency
Level VHlin Computer Systems
Technology, as it can work
independently of the character who
set it up.

PSIONIC AMPLIFIER

A device designed and built by
The Master, this helmet-like unit
slightly amplifies the wearer's will and
the range over which his psionic
powers can reach (by a factor of
1000). The amplifier was specifically
developed to enable The Masterto
take control of the robot Kamelion
after the renegade was accidentally
miniaturized. Using the amplilier, The
Master was able to bend Kamelion to
his will even while the robot was still
aboard The Doctor's TARDIS, though
his control was sometimes erratic.

A similar device, the telepathic
amplifier disk, is a mechanism that
causes a person wearing it to receive
telepathic impressions more
strongly, and thus can be used to
control victims through telepathy.

ROLE PLAYING GAME

SONIC WAVE SUPPRESSOR

A small, silver box, this device
very nearly destroyed the entire
universe. It emits a sound-canceilling
wave. Whetever it broadcasts, no
sound whatscever can be heard,
Seemingly harmless (but useful for
stealthy maneuvers or as a counter
to hypnosound), the device proved
disastrous when The Master used it
to stop all sound in Logopolis, thus
ending the spoken mathematical
calcuiations that were keeping
entropy at bay.

ELECTRO-MUSCULAR
CONSTRICTOR

Resembling a gold-inlaid bracelet,
the constrictor is a remote-controlied
device that converts electronic
commands inic neural impulses,
stimulating muscular action in a limb
connected to the unit. When placed
on a persen’s arm, for instance, that
limb is under the control of whomever
holds the control box. Ali voluntary
control over the limb in question can
be cancelled out, making the person
an unwilling but helpless agent of the
controller.

The bracelet is uncomfortably
tight, adjusting to any necessary
size that will allow full contact with
the nervous system. It can only be
released by a control on the box. An
operator is required to handle each
action required of the constrictor. It
cannot be programmed 10 operate
independently. Range of the device
is limited to line-of-sight.




SPECIAL
EQUIPMENT

The following equipment is unique,

rarely used, or specially-assembled
by The Master.

SASH OF RASSILON

An emblem of office of the Lord
President of Gallifrey, the Sash was
stolen by The Master and never re-
covered, It was created by Rassilon
in the years preceding his time travel
experiments as a means of absorb-
ing, converting, and harnessing the
energies found inside a black hole.
An individual wearing the Sash could
safely work in and around black
hotes, preserved from the effects of
gravity and radiation. Rassilon
proved his creation’s usefulness by
taming the Eye of Harmony, thus
creating the power of the Time Lords.

The Master endeavored to use
the Sash 1o tap the power of the Eye
himself, hoping to trigger a new cycle
of regenerations. He was prevented
from doing this, but made off with the
Sash afterward. It is presumably still
in his keeping. unless it was aban-
doned or lost somehow.

TARDIS REMOTE CONTROL

This is asignalling device
available to very few Time Lords.
Those journeying into particularly
hazardous situations are sometimes
given one (as was the Second Doctor
so that his TARDIS could be kept out
of the hands of Third Zone scientists
experimenting with time travel).
Otherwise they are almost never
seen. The Rani, however, does have
a remote control for her TARDIS, and
it enables her to summon the TARDIS
to her current location at the touch of
a button, Itis possible that The
Master will persuade her to provide
him with a similar tool.

TIME CONTOUR GENERATOR

Time contours are paths through
time, down which people or cbjects
who happen to aoccupy the contour
may be drawn. A time contour proj-
ects through time, but not space. It
can only move things from a partic-
ular point to the same point in a dif-
ferent time. It is thus similar to, but
far more limited than, the Gallifreyan
Timescoop.

The Master has used time con-
tour technology on mere than one
occasion. His TOM-TIT device was
capable of establishing time con-
tours, through which he was ableto
draw a medieval knight, aband of
Cromwell's soldiers, and a World War
il V-2 missite to harass a UNIT con-
voy, and so forth. He later improvised
atime contour generator in order to
hijack a Concerde SST and its pas-
sengers in his efforts to reach the
Xeraphin Consciousness.

The limitations of time contour
generators usually outweigh their
usefulness, but they are useful for
obtaining samples from out of the
past {without the need to personally
collect them).
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NULL-TIME FIELD
GENERATOR

Another devalopment of The
Master's TOM-TIT project, the null-
time field gensrator cpens up arentin
interstitial time. A doughnut about
100 meters in diameter centered on
the generator is affected by the
field. Within ten meters of the
generator, however, the fisld has no
effect.
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Fiald in Effect

No Field in Effect

The null-time field slows or even
stops the fiow of time within its bound-
aries. Slowing occurs at low powers.
Time Lords can still move fairly freely
{their reactions being ten times those
of humans), but lesser beings will find
themselves moving more and more
slowly as they penstrate the field. At
higher powers, the null-time field can
stop time entirely within its range,
freezing everything and everyone in
a complete suspension of the time
flow. It left or for more than an hour,
the null-time field will produce a perm-
anent gap in time, one that cannot be
shut down or broken through.

The null-time field was discov-
ered as an accidental side-effect of
TOM-TIT. The Master has since
adapted the principle 1o a defensive
system used to protect the control
complex of his main base. He could
also assemble one from TARDIS
parts and systems if the need arose.
Nuli-time can be cancelled out by the
Kronovores, but no other means of
overcoming it has been discovered.
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TOM-TIT

Short for Transmission Of Matter
Through Interstitial Time, this large
mechanism was built by The Master
as partof his attempt to capture a
Kronovore. The device had a number
of different powers and properties.

First, it could function as a short-
range transmat unit, crude and waste-
ful of power, but still effective. t was
this aspect of the system that was
used by The Master to win support for
the project from academic circles.
This was only a sidelight, however, to
the machine’s true purpose.

The TOM-TIT system cangener-
ate a time contour focused on any
point within a radius of several
hundred kilometers of the ganerator,
it was this aspect of the machine that
permitted The Master to summon
various peaple and things out of the
past to harass a UNIT convoy. By
applying addttional power, the Time
contour and transmat features could
be combined. The Master used this
aspect of the device to bring a priest
of Kronos from Minoan Atlantis to
20th-century England.

TOM-TIT also produced a null-
time field, which The Master later
harnessed separately from the
original machine. In addition, it had
the peculiar property of drastically
changing the flow of time within
certain segments of tha transmission
and receiving systems, so much so
that it could cause a man to age 50
yeats in a matter of seconds, or
reduce a mature aduttto aninfantina
similar amount of time.
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Finally, operation of the device
inevitably attracts the attention of
Kronovores. it can be considered a
lure that will bring a Kronovore to
investigate whenever it operates at
full power (as when it is used to move
objects through both space and
time.) This was how Kronos, the
Kronovore, was originally captured.

The TOM-TIT unit was focused
by a shard of the Crystal of Kronos.
Without the crystal, the nuli-time field
cannot be manipulated, nor cantime
contours be generated. Other func-
tions remain intact. Other focusing
devices, such as induction coils from
a TARDIS, can be substituted for the
crystal, but only the Crystal of
Kronos will trap and hold a Kronovore
attracted by the machine.

Since the time the original TOM-
TIT project was shut down, The
Master has not sought to duplicate
its full functions, fearing the possible
return of Kronos. He does, however,
retain the knowledge. On 20th-
century Earth, Dr. Ingram and Stuart
Hyde also know most of the basic
procedures for constructing such a
device, though their knowledge is
strictly empirical and they lack a
Crystal of Kronos. Moreover, after
thsir involvement with the first TOM-
TIT, they are not eager to have
further involvement with the machine
at least not voluntarily.

ROLE PLAYING GAME

MINIATURIZER

An outgrowth of the Tissue Com-
prassion Eliminator, the Miniaturizer
was discovered by The Master quite
by accident while he was endeav-
oring to improve the design of his
infamous weapon. While making
adjustments on a Tissue Compres-
sion Eliminator in his TARDIS labora-
tory, he accidentally triggered a
compression field that miniaturized
him as well as all the contents of his
workship by a factor of about 12.

The Miniaturizer, unlike the
Tissue Compression Eliminator, does
not merely crowd molecules closer
together in an object, but rather acts
directly on the atomic structure.
Everything is reduced at a constant
rate. For this reason, the miniaturizer
has an equal effect on both organic
and non-organic materials, and is not
necessarily fatal. The effectis
extremely painful, but The Master
survived it, without even the full
physical advantages of being a Time
Lord (since he was by this time using
a stolen body) to help him.

There is no known method of re-
versing the miniaturization process,
barring the use of numismaton gas or
the Sacred Flame of Karn to heal the
damage caused. Howaver, it should
be noted that a similar accident is
known o have happened once to the
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First Doctor, involving his entire
TARDIS and everyone and every-
thing in it. The reduction in this case
was by afactor of at least 72. Appar-
ently caused by a TARDIS malfunc-
tion, the miniatutization did prove
correctable in this instance. It is
possible that someone pursuing this
connection {which is not yet realized
by any of the principals invoived)
could discover a solution.

The Master, now restored to full
size, still has plans for the miniatur-
izer, and could build one any time. As
he lacks a sure method of counter-
acting the process, it remains more a
novelty than a practical device at the
moment. Though awars that The
Master suffered accidental minia-
{urization as a result of experiments
with the Tissue Compression
Eliminator, no other Time Lords know
the details of how the miniaturizer
works, ofr how to build one. The ban
on Tissue Compression technology
research makes it unlikely that
anyone will accidentally stumble onto
the secret for themselves.

CROSS-DIMENSIONAL
ROTATOR

This device is The Master's
means of carrying out an escape in a
fast-ditch situation. The rotatoris a
small, flat black box worn nextto the
skin, without any outward controls or
other features. The mechanism
inside will activate only in response
to the release of chemicals within a
Time Lord's body that herald the
beginning of a regeneration. Oncs
activated, the device will automatic-
ally cause all organic material in
contact with it to rotate right out of
the Universe, homing in on a signal
emanating from The Master's base.

The transition into this crack
between dimensions is nearly always
fatal (except when using a TARDIS or
sidrat with carefully pre-set co-
ordinates), and so this method of

escape is not something to be used
routinely. if, howaver, The Master
has already suffered afatal injury,
the rotator will return his body to the
safety of a permanent Zero Room at
his base, where he can regenerate in
safety. The shock of rotation slows
the regeneration process, but
recovery in the Zero Room makes up
for any trauma suffered.

While using the body of Consul
Tremas of Traken, The Master was
unable to regenerate, but kept the
escape device on his person any-
way. As most of his plans in that
period concentrataed on gaining a new
cycle of regenerations, he always
kept the rotator ready at hand. This
proved fortunate when he was burned
severaly in the numismaton gas on
Sarn. The gas triggered at least one
new regeneration, and activated the
device, rotating The Master back to
his base before the flames could
consume and destroy his body.

No one except The Master knows
of the existence of this device. To
others, his escape from certain
death at Sarn was nothing short of
miraculous.
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STAR OF RASSILON

Originally a part of Rassilon's
first TARDIS design, the Staris an
exceplionally large and powerful
variety of the green crystal used to
focus the dynomorphic projector that
runs these temporal vehicles. it was
used to make possible Rassilon's
journey into a biack hole to capture
the Eye of Harmony, tapping energy
from Omega's detonation of a super-
nova.

Tha crystal was lost on the
planet Radirr when the TARDIS it
controlled accidentally materialized
inside solid rock. Although the
TARDIS was destroyed, and allon
board were lost, the crystal evidently
survived by some fluke. It became a
holy relic of the Kamreth people.

Harnessed to modern technol-
ogy, the Star of Rassilon is the only
focusing device capable of preducing
the power needed to move a TARDIS
through one of the temporal barriers,
and then only with the proper combin-
ation of other equipment and knowl-
edge. The Star was crucial to one of
The Master's most {ar-reaching plots,
and wound up in his possession.
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RING OF SHAITAN

There are actually a number of
Rings of Shaitan (all of them known
by different names) on planets
throughout Mutter's Spiral. Engraved
with the symbol of the pentagram,
these Rings were a symbol of
Daemon authority and power. On
each world visited by Daemons, a
ring would be left behind at a point
many thousands of miles from the
resting place of the Daemon of that
world. The idea was that any culture
sufficiently unified to transport the
ring and sufficiently knowledgeable
to understand the Daemon legends
was a candidate for judgement by the
Daemon left behind. This was one of
the two mathods by which the
Daemon judgement process could be
activated. The owner of the Ring, if
he had sutficient mental powers,
could actually control the Daemon he
awakened.

The Ring of Shaitan on Earth was
the cause of some of the most bloody
conflicts in history, even after it was
stolen by The Master. Legends drove
people of the west and the east into
conflict, causing such clashes as the
Moslem invasions of Europe and the
Christian crusades. Inthose in-
stances, traditions were so distorted
that the parts played by the Ring and
the barrow at Devil's End in England
were forgotten entirely.

The Master stole Earth's Ring to
revive the Daemon on Rostenes. He
was stopped when CIA operatives
produced the real Ring belonging en
that world, which confused tha
Daemon and brought an end to the
threat.

\
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MODEL 89 TARDIS

The most advanced TARDIS
design ever produced, the Model 89
was designed by Lord Veros. lts
capabilities included atelepathic fink
between operator and machine, a
capacity for extremely delicate micro-
jumps, and the thecretical potential
{given proper mathematics, use of
two tandem TARDIS fields, and a
focusing agent such as the Star of
Rassilon) of penetrating the two
temporal barriers. Only two Model!
895 were produced. One was taken
by The Master during the Mount St.
Helens affair, while the other was
seriously damaged and later
scrapped, after the rescue of Adric.
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TIME FIELD PROJECTOR

When tied into a transmat
system, this bulky apparatus could
cause an entire planet to be envel-
oped in a field that wears away the
barriers separating times. While in
effect, the field allows gradual leak-
age of persons and things from one
era into another, Within 48 hours, the
planet will disappear utterly. The
world is then in a perpetual time loop,
within whose circle ali times seem to
exist simultaneously.

The Master designed this
apparatus from his earlier TOM-TIT
experiments, and attempted to use i
against the Earth.
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