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Introduction

What it's all about - Welcome to the second edition of TimeLords, the rok
playing game of the past, present, fulure, and everyvihing else. In TimeLords, youor
characters can wander throogh probability, as well as Bime and space, and there are
soviral versions of this game that can be played, The fiest involves the players running
charscters that represent themselves, with their own attributes and skills, accidentally
theown from world o world by a strange device they found,  Eventually they may gain
enauph skill with it to retam, but by thenewill tey want 07 The second pame invalves
the players playing members of the Time Patrol, going through tme o siraighicn oot
kirks in the tme lines caused by people fooom the ficst game, ofganizations trying o alter
lime to their own ends, interdimensiong] crime, ¢le. There is a third possibility also. This
pame i5 butlt around the wdea of ume and dimension ravel, This necessanly involves a
character gencration and combat system that can handle both modern and archaic
characters and weapons equally well, and at the same gme. You may Gind that
TimeLords is a systom where you can fake aay character or group off to any continupm
you dezire, play an extended campaign there, and relurn back o wherever they call
‘home", Quite literally, any place your characters desire (o go 15 now within their grasp,
a5 15 anywhere you have wanted w send them. IF vou had a really inleresting campaign
e, but conldn't find a system o use with if, try TimeLords, It's the most realistic
wniversal system available,

Designer's Notes - This is the “new and improved" version of TimeLords,
pazsibly the original time ravelfany genre role playving game, and probably the most
spceesslul tme travelfalernate dimengion BPG, since most of the others o date have
gone helly-up for various reasons (oot a good sign for the genre, one must admit),
However, TimeLords has been a success, and as a result you now hold the 2nd edidon
rulebook, The basic system has been slighdy altered from the Ust edigon, It has been
sircamlined, crganized and made even more realiztic, thanks o lows of research and no
lirtle statistical consulting on the combat system, In addition, there is 3 small bt vocal
core of TimeLords players who over the vears have made comments and suggestions, all
filed away, waiting, Their contributions arg less obvious, but no less important.

I am & fiem believer in realistic rules, and [ oy to design what [ preach. In the
never-crdding baitle between realism and playability, 1 have chosen the realism zide, with
the following caveat: IF you don't like a rule, don't use it. [ have never been a lan of
rules et in stone, and 1 feel that gamers should play at a level they enjoy. For those who
like o play "killes” campaigns, the damage system bas a buill in way o increass or
decrease the effects of any weapon or effect, so the effects can run from realistically
brutal o easily survivable, however vou like o play it. Most of these minor rules
changes are also available in WarpWorld, the fantasy version of the TimeLords BPG
system, o it elaborates on many of e more low-tech aspects of adveniurng that are
ooly given basic coverage in TimeLords,

A lot of rules in TimeLords will only be used by die-hord rules fanatics, This is
okay., Once you know Uee basic rules, most of the informaten you will need w know will
be on the characier sheet and aid sheet, For those that feel intimidated by large amounts
of rubes, cerlain sections have been simplified Thers are now basic and sdvanced varants
for the more complex mile topics, and sidebars to provide background and elaboration on
questions relevant to that section of rules, or nodes on runnimg the game in general.

TimeLords is different from most other EPGs in that it has a deal character
generation system, The game was designed mainly o be played by characters represent-
ing the players (gt in7), but also by characiers representing members of a Time Farol,
Flaying "you" is the Primary Game, and other charpeter generation is under the Second-
ary Game, which is also vsed for creating characters for other genres you wish o play in.

While many paris of TimeLords will be familiar to veteran role-players, there ans
some differences. The bipgest dilference between TimeLords and most other games is
the abandonment of two antiquated concepts: Straight additions and subtractions for "o
hit” or skill modifiers, and a fixed nomber of Hit Points that you can ake in damage, In
addition, most of the rules have a congisient core that gives the game an overall "solid”
feel, and makes unofficial expansion and addition by GM's a Iof easier.  Have fun!

Abgul the BTRC - The BTREC was
conceived in June 1982, as a result of
dizsatisfaction with te currenty exist-
ing crop of BEPG's (the same reason that
many other BPGs are designed). The
object was a realistic sot of rules that
could intcgrare all forms of combat
(melee and guns), bad realistic skill
modifiers that worked for both novices
and expens, avoided the pitfulls of con-
ventional damage systems, had o range
of stats and skills appropriate @ any cra
or ype of campaign, and allowed
playces 10 generate characlers repre-
senting themselves, In September 1982
the first draft of TimeLords was ready,
and proved popular, bur stll very rough,

To make a long story short, it got
polished over the nest fow years, sent
oul o lots of game companies, and
ultimately rejected by same (again the
reason many other game companics
started up). 5o, the BTREC was born in
19835, and TimeLords was [inally pub-
lished in 1987, and reprinted in 1988,

But it wasn't perfect. Good enough
perhaps, bul there 15 always room for
improvement, 5o, after a lot of work,
the revised edition you now hold

TimeLords is the core game of o
trilogy of RPG's, the other two being
apaceTime and WarpWorld, respect-
ively the science fiction and famiasy
versions of the system.

TimeéLords is the "core”, but the
other two games esch have specialized
rules nol included i the others, How-
ever, all overlap 1o the extent of charse-
ter generation, skills and combar. 5o, if
you know one system, you know all
three, except for the genre-specilic ules
each specializes in,

The BTRC i3 alwayz looking for
new maierial, for TimeLords, or any of
our other products. If this game inspires
you to wrile your own epic adveniures,
and you want 1o share them, writs the
BTRC and ask for a submission form
and guidelines (please enclose a self-
addressed, stamped envelope). We
make no guaraniees, bot the people who
play games today are the ones who will
be designing them womormow, and we'd
Jjust az =000 have you on our side. The
BTRC needs your support, and the best
way o get it is through a quality
prodiuct, We hope you like it
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Background - In the Beginning was the End, and at the
end were the Designers, The Designers were the Last race in the
univarse (o develop imelligence, and they came by it very late.
The universe was a cold and lonely place by the time they
looked wp from their cryogenic seas in self-awareness. Most of
the stars bad gone oul, no new ones were forming, and cvery
other intelligent race had been extinet for millions of years.

Despite this Late star, they still developed an awesome
level of technology., Very slowly, for they were careful, and
wasted nothing, for they had nothing to spare, They developed
interstellar ravel, and journeyed the galaxy, but found nothing
but the bones of long-dead cultures, and races vanished in
antiquity, They quantificd all the lows of nature, and unified the
seiences into equations known as the Grand Descroiptive,  Bul
this only guve them the capability of predicing how long before
their feeble sun finally expired, and how long they could survive
on their fusion fuels until the Final Might came,

Some few gave up, and ended their lives in despair, bot
not many, for the Designers were above all, patient and stoic,
They continued to work, 0 advance their knowledge, simply for
the sake of doing so. Their Grand Descriptive predicted the
exisienee of a finite number of discontinuities, produced during
the Big Bang, and subsequently zeatiered throoghout the cosmaos,
Uzing massive hyperdrives as nels, they captured some of these
for theoretical study, and through experimentation found that
they could be shifted nearly insiantanepusly from one
containment feld w the next, And, the more they captured, the
easier it was io bring new ones into the vicmity. This was more
an intellectial curiosity than anything else..until the day when
an cxperiment wenl wrong,  One of the discontinuities
disappearad, and took a large part of the experimental apparstus
with it, The cotire mechanism appeared some ome later, at an
entirely different location on the planet,  Enough of the
machinery survived the fall to the surface o recover the data of
the wrip. It showed that different amounts of time had passed for
the equipment and the rest of the oniverse. 0ok some time for
the Designers to realize they had an exit from their trap at the
end of the universe, With the Discontinuities, they could go
back in tme, 1o 8 universe with a limidess supply of energy.

Bring cautions and thoroogh, their first experiments were
unmanneéd probes, seol 1w remole, emply regions of the galaxy,
ennugh o prove that it could be done. As the work progressed,
they became more bold, sending manned temporal scout ships (o
s=arch for a new location o move the rce, The eguipment, once
entire ships of superadvanced gear, was placed within the space-
bending confines of te Discontinuities themselves, and cradled
firmly in the cores of their hyperdrives. Each of these super-
condensed devices wis known as a Matrix.

Eventually, they risked all, Gambling the sure fate of
their race ppainst the prodigious energy expenditure of the final
ecxperiment, they Mowved, Their eofire solar system was
transported back in tme approximately 15 billion years, in the
most massive feat of engineering in all of history, They phased
intey one of the spiral arms of the Milky Way, and zet up shop.

For generations, things continued much as they always
had. They had limitless energy, but their racial conservatism did
ncd let them explodt it w iz fullezt,. They explored all the star

systems within a reasonable radius, but having no more need lor
time wavel, simply stopped vsing it. The Matrices in their star-
ships were used only for travel through space, not time, To do
otherwise wis unthinkable. [t had been decreed. But gradually,
things began to change. A new generation of Designers chaled
at the bit. They had never known the hardship of their clders,
and were frustrmted by (e plodding pace of their life, especially
when even the most cxtravagant or impractical projects could be
hazarded with impunity.

Some of the younger Designers finally got approval to
create a living monument 1o Designer science, an impractical
waste of time and energy that would have been unthinkable a
few generations before. They took semi-intelligent lifeforms
from nearby systems, and made them into demigods, the first of
which became known as ihe Desiroyer.  An alien, somewhat
humanoid, they made him totally sufficient unto himself. Buoil-
in links to all the Designer knowledge repositories, his biosystem
wtally reworked, strengthencd and enhanced, a wide vasiety of
psionic, technical and scientific equipment packed into the
remaining space, and the whole system powered by the outpat
from a single Matrix in his skull, The Destroyer was 10 be the
crowning achicvement of their science, 4 lasting monument, 4
strong and benevalent demigod 1o do their bidding, He was also
a murderons psychoputh, The Designers were fairly néw 10 bio-
engingering, having had little to work with before they moved,
and something went hoeribly wrong. The Destroyer waited, and
fit the kind and gentle mald they had planned for him, until the
time was right. Then, he struck, The Designers had litle need
for security. They all conformed to the laws and rules of their
government, and Lo acl in an anlisocial manner was a concepl
they could not even grasp. The Destroyer ook them totally by
surprise. Their global network of Al's was destroyed instantly.
He killed millions more with psionic blasts, and used their own
equipment to shater the crust of the homeworld. Mo cries for
help escaped. Then, in a megalomaniac display of power, he
forced their small red sun to go nova, incinerating all waces that
they had ever been. Aftcrwards, he used his Matrix to scck out
the rescarch colonies, and obliterated them one by one,
destroying the minds of the inhabitants a few at a ime o further
gavor the destruction, One of these small colonics was doing
research on anather captured primitive species, oo sapiens. A
lone human, raised by the Designers and wrained to its full
potential, was undergoing field testing with a specially locked
Matrix. When the Destroyer began o psionically blast the
planet, & dying Designer deactivated the locks, and the scared
hominid was free, The Matrix sensed his fear, and interpreted it
a5 a desire 10 go elsewhere.

And he wag gone. The Destroyer sensed the jump, and
thwarted, vaporized the entire planct.  But the human was free.
Alone and naked on an inhospitable world in a mndom place and
time, he did what he had always dons, He survived., His
implants and augments were nowhere near Appolyon's, but he
still had a vast swre of knowledge at his disposal.  With this
knowledge he bepan to fashion the framework for his
existence. . revenge. He called himself the Lightbearer, In other
places and times, he would eventually be known as Lucifier.
Physically immortal, he had plenty of time. Over decades he
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recruited fine minds and bodies from throughout the fulure
hiztories of his planct, and staged daring raids onto the long-dead
pesearch colonies o recover more Matrices, Thus equipped, he
and his followers wsed the foest echoology o tack down e
Destroyer. He bad Glled his years with paranoid deswuction,
levelling voung civilzations, destroving all waces of mtelligent
life, and even sterilizing planets on the off=chance that intelligent
lifz might someday evolve there and Uireaten him.

Monetheless, he was sweprised by the arrival of
Lightbearcr and his flest of time fghters. Lighthearer's troops
only suffered 50% casualties as a resuolf, and were forced o
refreat after inflicting minor injuries io the Destroyver,

There followed a ime of reorganization, Lighthearer lost
many of his finest people in the combat, and many more o
desertion alierwards, Only a few remained loval, The rest
gimply took their Matrices and left, The Destroyer realized for
the first trme in his existence that e could actually be hun, and
strove toomake for himself & hiding place immune to such
ravaging energees, This he did, by [mding loopholes in the
universs where a Matrix could nog go. This was his undoing, for
whilis 1t made him safe from surprise, most of his powers were
Mazriz-bazed, and useless inside as well,

Lighibearer, who had cautiously tracked the Destroyer
through the decades since the attack, noticed his disappenrnce,
and dediced the cause. Coulious explomtion confirmed this, and
wilh thiz new knowledge, he sought out the siher TimeLords and
made a plan. Thousands of low-tech soldiers were recruited
under religious banners thronghout history, taken theough tme
and praingd with modern weapons. The next tme the Destroyer
wsed his secret hiding place, they strock, A massive
conventional assault was made on te computerized defenses of
his sanctuary, Thousands of Fanatical followers were slainin the
firgr fow minutes by Appolyon's robot defenses, but this
provided sulficient diversion for most of the TimeLords w make
it through, Once inside the dimensional wormbols, & quick and
grisly battle was fought. A handful of power-armored
TimeLords, any one of which could have won WWIL, fought
apainst the weakeped Destrover, In the end, the Destroyer
slumped to the ground, unconscious. Lighthearer personally
ripped out most of Appolvon's augments, and sealed him in an
impenetrable force bubble, With his nearly sclf-contained
metabolism, it would ke the Dezirover some soosands of years
to die of thirst and starvation in his invisible prizon, and he
would be alive and aware of iU every second.  Lightbearer
thought it was fitting punishment, and they lefi,

With no coherent goal (o hold them wgether, the originnd
TimeLords went their separate ways. Lighthearer was
evenigally killed by his protegd, Zhanken the Snoke, and another
TimeLord named Axazelo has been hunting him for thousands of
years, seeking revenge. Many of the ociginal TimeLords have
found cther Matrices, and with their knowledge, reprogrammed
them for human use. As these TimeLords died or retired, the
Matrices passed into other hands. Some are found by accident.
Others are revered as religioos artifacts with sirange powers, a
few are o the hands of modern societies, which have iried
{largely unsuccesslully) 1w set vp temporal police organiztions,
Zhanken regolarly scavenges old Mairices, imprinis them with
iz memal pattern and 218 them opon onknowing individueals,
who find themzelves suddenly wransported w0 new Umes and
places. Azazelo cannot distingwish these jumps from Zhanken's
until the new owners impeint the Motax theoogh their own gss,
In this way, Zhanken has stayed several jumps ahead of Azozelo
for millennia.

Mozl TimeLords in existence are third or lowrcth-
generation, Lightbearer was the first, his followers were (the
second. Those trained by his followers were the third, and those
who stumble across Matricez left by careless (that is, dead) thind-
generation TimeLords are the fourth. With each generation, the
exact knowledge of how to use a Matrix is lost, and more and
more i replaced by nstinct, and the knowledge residing in the
Matriz computers becomes more and more attuned tw humans,
Some TimeLords claim to talk to their Matrices, others claim it
can't be done, Both are right.

This iz the Background your characiess will be in.
Accidentally dropped into random placez, tmes and probabilities
by an artifact of unknown origin and power, They must survive
long encugh o learn W uze their Matrix, but in order to leam,
they most use it to jump inlo the unknown, By the time they
[earm enough 1o get home, odds are they won't even want io,
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Things you will need - Before vou get into character
creation, you will need several items besides these rules, Among
them are pencils, paper, perhaps a calcolator, and dice, For those
of vou who have just started role-plaving, the following section
will help explain what you will be getting into,

What is Role-Playing? - For those of you embarking
on the adventore of role-playving Lor the ficzt dme, TimeLords is
ong of a large number of games that fall under the heading of
Fantasy Fole Playing, or FEP. Delined simply, 1015 escapism
through imagination, As a Gamemaster, you orele the world,
the framework in which the players adventore,  Yours is the
challenge of creating a belicvable, interesting world for the
plaverz, As a plaver, you sit around plaving a characier, who
cxplores, batides, overcomes challenges, lives with defeat, and
generally adveniures in ways that are nod possible for most of us,
Even if it were possible for us, a lot would rather stay bhome
anyway than risk our necks ot in the great unkonown. Face it, if
given o choe between the stus quo, or being dropped in a
strange country with only the clothes on your back, 520 and the
knowledpe that there is no one in the world who cares whether
v live or die (that is, o " 1sr level characeer™), most of us would
choose the status quo. Some few of vs would relizh the
challenge, bot not many. I your character digs, it huris, but you
can ereale a new o 1 vou buy i it i usually more permaneni.
What you do when you are role-playing is writing chapters in a
book, or ad-libbing on adventure movie, Yoo don't have a scripl.
You have o think on yoor feet, relving on your wils and the
abilitics of your character, How interesting and exciling it is
depends heavily on both the GM and players. At the close of
el adventure, another chapter ends, but the story never does,
Even if wour charscter dies, others will take their place, and 2
new plot will emesge,

The Gamemaster - The Gamemasier (or GM) scis the
slage for this story, The GM sets up the scenery and the plot,
and lets the characlees ke it Trom there, The GM does all the
supporting roles, speaks for all the non-player characters (MPC's)
in the group, and keeps track of the larger things that the
characters cither don't know, or take for granted, like weather,
umelines, and plows the characters have yvel o stumble across.
The meazure of how well any game plays is on the shoulders of
the GM. A good GM can make almosr any game Tun, while &
bad GM can ruin cven the best of games. It is very important
Uat the players be of the zame guality as the GM. 1T the GM
overostimales the players, things the characters need o find oot
may be oo subtly hidden, conflicts may be overwhelming, and
the characters may never gel anywhere,  If the GM
underestimates the plavers, they may not have enough of a
challenge o enjoy the game. The balance point is where the
characters dhink they koow what 5 going on, but you actually
know beter, Style is important alse. I the players are heavily
ik relizsm and asking why and how things happen, they will
need a GM that can Geld their questions, Bealism gamess are
probably the most brotal, If their gun can't hit someone and they
tunk it should, they will want 1w koow why. IF 2 satizlociory
angwer ("Because the rules say s0" is not sufficicnt) can't be

given, they may get petulant and threaten to wring your neck.
Om the other side, if the players are just out for some "hack and
slash” and don't care how it is done, a realistic GM may get
frostrated by the cavalier attitude of their players. The point is
that the GM and players should be well matched. This comes
theough familinrity and expericnce.

Things to remember:

Atmosphere - The GM is the senses of the characters, If
there is an impression you want to get across, a "feel” for a sit-
ation that is important, you need the characters o be aware of il.

For instance, a group of charsciers has been dropped into
a post-hologanst setting, 3 world where WWIII took place.
Meeding supplies and eager 1o get any form of useful cquipment,
they venture into the basement of an old building. If the GM
simply savs, "I1's cool and dark, and it smells old”, that docsn’
provide much of an atmosphere, or give a feel for what is (o7
might be) there, A berter description would be, "You step inside.
Temporarily blinded while your eyes adjust, yoo feel the cool
darkness, dnged with the smell of decay. Mo cool breeze walts
across your face, just a stagnant chill unshated by tendsils of
warm air [rom ouiside. As your cyes adjust, you sce the [loor 1z
covered with a thin layer of slime. Broken pipes and conduits
hang from the ruined ceiling, some of them stll dripping water
froan an unknown soarce ahove.”

What does this say? The characters are temporarily
blinded while their eyes adjust.  Smart characiers will realize
they could easily have been ambushed and will take precautions
against this in the future. There i= no breeze, so there is probably
no ather opening to the surface, a feeling which is confirmed by
the dead, stagnant air. There are pipes dripping water from
above, so there are probably levels w explore overhead, and the
slime means that any perishable items in here have probably
done a0, and the foor will be slick besides. This wlls the players
a ot about where they are exploring, and gives them the
information they need to ask ntellipent questions.

Rewards - Players uspally want one of thres things
intellectual puzzles to solve, physical challenges 1o overcome.
and rewards for their efforis. Bringing up hints of thess i3 a
rood way o gel the atiention of the players, wo trap them in their
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own vices, or lead them further inte whatever web you have
spun for them, especially i characters have different desires or
grals, Howewer, the goal is ko (o pit characiers/players against
each other.

For example: Yoo know that the characiers have been on
short rations. 5o, you provide some "bait”. “The basement was
& todnl loss, After making vour way up the fire siairs, you comea
acrose what might have besn a snack bar. Crumbling plastic
furniture litters the sagging fMoor, and sceaps of meldy acoustic
tilz drape over a wall of vending machines, some of which
undoubiedly contain canned food or drinks,”

What you haven't told the characters is that the foor over
there iz unstable, You've hintzd at i by saying the (oor zags in
apots. While it will probably support the weight of single
persom, a growp might cause a eollapse, as would any significant
movement of the 400kg vending machines,

Yoo have an intellectual challenge "How do we get these
out and how do we pry them open?®, physical risk *Yoo dont
want them W full throvgh the floor on you!”, and rewards for
siccess "Junk food for everyone!”

Intrigue - Try (o ooithink the players. While it is fun o
cutsmant them, or leave tem with only part of the answers they
are: loaking for, this is not what is meant. Try (o anticipate what
they zre going i ask vou., IF you drop them into a new world
that will have immediate hazards, describe everything else firsr,
"The flashing lights cansed by temporal eelocation subside Goster
than the chuming in your stomach and head. Leaning up against
a rock for support you see that it 5 carly evening...wherever you
are. On top of a grassy knoll, the clear sky gives you a perfeon
view of the wooded hills all around. The smell of woodsmoke
draws your attention i the camplices and gaily colored wnts on
the plain below yow, and the sight of a dozen armead horsemen
mpidly headed your way." You've gotten all the descriptive
information oot of the way, and given the claracters all the
knowledge they will need (maybe) w make their next decision.,
IF youw had described the horsemen Tics, you would have trouble
describing the rest af the scene, bocause evervone would be
fixated on the potential threat,

The Player - The plaver is the person who sits ar home
while their alter cgo (i, character) goes adventuring throughout
the warld the GM has created. The character is the puppet of the
plaver, although many characters will scem o develop a life of
their own, The player determines the responses of the characier
when confronted with what the GM says is happening. In many
games, the player koows many things beyond the knowledge of
the character they are playing, This is less of 8 problem in
TimeLurds, since the characters are the players. I playing a
Time Patrol character, te characiers will have knowledge of all
sorts of skills the players have no experience in. Either way, the
GM needs w lay dewn groond miles for using real-world knowl-
edge in the game, One of the benefits of role-playing is that it
lets vou wse your knowledpe in new and creative ways., The
interaction of several players with difledng Gelds of knowledge
provides insights for all, and a good game should give you the
fecling that you know more going out than you did going in.
Mow, if only your classes could be made this enjoyable..,

The Character - The characier exisis only in the
imagination of the plavers and the GM. The characier does all of
the actual work in the game. It is the character who gels sore
muzcles, stabbed, shot, beaten, and bruized, Unfocunately, it is
only the chamcter who gets 1w see sights never seen before, gain
untold rniches, and travel o exotic placez. So it balances out in
the end, [ guess. The character iz defined by the parameters of
their atrributes, skills, and perzonality. The first two are shown
on the character sheet, and the last is determined in one form or
another by the player, whether written down or played from a
conception in memory. In most mole-playing games, the
characier doesn't necessarily mirror the personality of the player
falthough it does in TimeLords).

Some playvers like the challenge of making a character’s
persomality different from their own, like male/Temale,
weak/strong, poodfevil, elc. and vice versa, Like the player, the
character has much knowledge that 15 unknown, Few players
outside the 5CA, Markland or other medieval recreation groups
will have any knowledge of swordplay other than poorly
chorcopraphed movie fights, Likewise, smugglers, mercenaries
and wizards all have their own secret knowledge, Face it, if any
of you knew how (o cast spells in the real world, you prohably
wiould bave better things w do than play this game, The GM
necds o take this into account, If a character has an expert
level of Climbing skill, asking most players the exact sequence
of actions the character will take is pointless. The player does
not have the proper knowledpge, The character does, which iz
reflected in their skill rating,  Howewver, it would not be
inappropriate for a GM omake a plaver read up on the skills
their character knows, just 5o they can discuss what the character
does inan intelligent manner, High levels of character skill are
never A substitute for plaver common sense,

The NPC's - These are all the inhabitants of the world
that aren't represented by the plavers, The GM controls most of
the WPC's, althoogh trusted henchmen and the like may
occasionally be controlled by a player. It s verv important to
remember that WPCs are people oo, While many are nameless,
faceless nobodies, there o be killed, or haggled with, or 1o serve
you drinks in a bar, they are stll mare than once-dimensional
cutonts with labels like "Good” or "Evil” stenciled on their
foreheads. Inieraction with NPC's is at the heart of many
sdventures, and the more like a "real” person an NPC iz, the
more lkely interesting and unprediciable things are likely o
happen. The closer an NPCs will be to charscters, the more
detail is needed. For instance, the characters hire sn NPC guide,
nidt knowing that he has been wld to lead the characters into an
ambush. This iz a simple setup, with few options available, But
what if the guide i5 only doing it becanze his family was
threatened if he didnt? Or what if he has gqualms about how he
ig going to avoid being in the crossfire? If the GM sets up a
situntion where the characters save the life of the guide, then he
will be tom between fear for his family, and pratinede to the
characters, leaving open the possibilitics for the characiers
helping to save the guide's family, avoiding the ambush, and
making an enemy of a local faction, on top of trying 1 ge
wherever they needed a guide wo reach in the first place, Throw
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in a relative of (he guide who is a member of (kat faction, and 15
willing 1o risk trouble for relatives, and the situation becomes
remarkably more complex than the simple "lead the characicrs
into an ambush” plot

While many NPC's arc simply used up and thrown away,
MPC's that will be imporiant 1o an adventure should have basic
personality notes on what motivates them, and where their
interests lie, Out guide might be: religious, devoted w family,
sense of honor and fairness. These theee ftems are the major
faceds of his personality. Maturally, he wants to make a decent
living, but the pucsnit of moncy is not an ohsession., I it were,
we might add greedy or miserly. IT he went on regular binges,
we might call him debavched or alcoholic. But, he isn't, so the
fact that he gets drunk on oceasion and just wants to make o
decent living iz subsumed under his more visible personality
traitz, The world is full of WPCs, and each one has a story 1o
tell, and a part o play.

The Rules - The world is governed by physical laws
that determine how (or how well} certain things work, The rules
try 1o quantily these so their effects can be determined by dice
rolls and comparisons. This allows everyons Involved in the
pame 10 make the judgments and comparisons that their
character’s lives depend on, like "Am 1 really good enough with
o sword 10 beat this guy fairly, or should T just hose him with my
M-107" BEwery last contingency cannot be included in the rules,
but they should be flexible enough to allow modifications.
Theoretically, a role-plaving game negds no rules at all, The
GM has enough knowledge to adjodicate siluations, and the
players know their character’s abilities well enough 1o accumtely
Judge what they can and canpotf do, Sometimes this is the case.
You can have an extremely challenging evening and never open
arole book or roll a single die. Bules are for siluations where
you cannaot do this, guidelines on simulating reality in the game
framework the GM has created. Motice that they are guidelines,
not mandatory crders, A GM docs not have to exactly follow
these milea. gnd departures are encouraged. Yoo will no doobt
fimd situations that aren't covered, or coversd in o way that you
disagres with. Modify the rules, chenge the rules. The main
point of gaming is to have fon, and if you find that a given rule
decreases vour enjovment of the game, by all means do
something about it. 'We might not agree with your rules or your
reasaning, but it 1% yeur game, and 20 there would be no logic in
irying to stifle your imagination.

There are also silvations in gaming where the
gonsequences are determined more by words instead of actions.
The friznds and enemies the chacacters make through their
travels may save or cost them their lives at some later date, That
hegrar you just insulied might be an assassin in disguise, and he
might remember to return the favor someday. While these
situatinns are just as imporiant, not as many rules are included,
[or they are best left @ the personalities of those involved, and
the specific circumstances of the encounter.  Perscaality is
something that can't be plaved in terms of numbers on g
character sheet, or levels of skill or experience. This is
something that comes from the players, and interpreted by the
G an context of the situation the characiers are i,

Conventions - Before you get into the details of time
travel and character generation, you should familiarize yourself
gome terms that will be used frequently in the rules, The most
comman ones are below. Whenever a die roll is indicated has a
suimber in frant of it, ke 1d4, it means to rodl that number of the
given die and add the results together, like 206 means 1o mil_ 1_1.|.r.:.
G-sided dice and add the resulis, If the die type has an addition
ar subtraction after it like 1d6+1, it means to add or subtract that
ammount to the final tal. These can be combined, like 2d6+1,
which would be the sum of two 6-sided dice, plus L.

Term BMMeaning

d2  Roll 1d6, 1-3 equals 1, 4-6 equals 2.

d3  Roll 1d6, 1-2 equals 1, 3-4 equals 2, and 5-6 equals 3.

dd A d-gided die,

dé A cobical G-sided die.

d3  An B-gided diz.

d1d A 20 or 10-sided die with the numbers 1-10, or more
commaonly, 0-9, where (0 counts as 140.

d20 A 20-sided die with numbers 1-20, or roll 1d6 and
1d10. On the d&, 1-3 means 0, and 4-6 means sdéd 10,
This is the most common die used in e game.

dsn  Roll as d% and divide izns digit by 20d).

d% Roll 2410, The first die is the ens digit, and the
gecond is the ones digit. This generates numbers
from 1-100 (00 counts as 100).

{u)  Round up. Round the number up 1o the nearest digit
indicated. If none is indicated, round to the nearest
ones digil,

{d)  Round down. As round wp, but numbers round down
firsreed,

{n) Round nearest. As above, but round 1o the nearest
digit. .5 or larger rounds up.

m Meigrs, lm egquals 38,37 mches

Sgurg melers.

Maters per second. Lm/sec is 2.2mph or 3.6kph.

Kilometers. 1km cquals 1000m or 5/8 of a mile.

Kilometers per hour.  1kph is about 5/8mph.

Kilograms. 1kg eqoals 2.2 pounds,

Ome hex on the Combat Display. 1 hex iz 1m across

from side to side, and has an anea of .75m?

Baody Points, The amount of lethal damage a

character cun take, o5 a funciion of their mass.

Damage Level, This is a resnlt showing the severity

of a wound, a5 a [raction of a character's total BP, in

5% inceermnents {DL2 is 10% of BP, cic. L.

DV Damage Value. A value representing the potential of
an attack for damaging characters or cquipment.

AY  Armor Value. The defense of an object, genesally the
amoont of damage it can ake before suffering
penelrabion or struciural damage

Other terms will be introduced in specific rules sections
where they are necessary, but the terms above arc wsed
commonly thronghout the game, and you should become
familiar with them if this iz your first experience with role-
playing games, as many are wsed in other RPG's as well.
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Time Travel - Time ravel has been eaplained in many
witys by many people, but for game purposes one consisient way
iz needed, and the rubes are hased on the following cxplanation.

First, imagine & point. MNow attach a straight line going
aut 4o infinity. That point is the beginning of time (say the Big
Bang), and the line is the path the onivers: would have taken had
nothing ever happened. Call it Limbo. Whenever anything
happens, a branch appears on this line, and from that point on
becomes an independent universe, Some early lines led nowhere
and became miner versions of Limbo. Some of the lines
developed life, and one of them was ours. There is a
multidimensional spherical wavelront of probabilities extending
from the beginning of time out to infinity. All the probabilities
that existed, cxist, or might exist are within that volume. What
we call the passage of tme is the second by second movement
ouiward on that ling, On the grand scale, what happens w the
Earih is not poing 10 affect the universal ling veey much, soowe
go 1o a more local scale, nomely the volume of space invelving
the Earth and the solar sysicm, With billions of people and
countless minor life forms, our tny section of the ling is
constantly changing and sprouting new lines as each event and
itz outcones microscopically change the overall picture, Rather
than consider this as billions of slightly different worlds, it 15
betier o Jump all similar worlds ineo the same spaceftime arca,
wilh a gray area around the "edpes” where main-events (evenls
ihat significanty change worlds) con occur,  So, for similar
worlds, you can say that they are nearly identical overlapping
consinuwme, with the non-overlapping parts the anly means of
disiinguishing them,
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Mot events that significantly change a wordline are
going 10 be in the gray arca, A significant enongh event will
bend the time line enough 10 create a nes continoum,  Oace
again, there iz g matter of scale. A small event can be very
significant 1 a persoq, but be insignificant on 3 worldwide scale,
The death of an individual 15 very sigmificant to that person, bat
unless that person {or their descendants) is very imponant o the
overall scheme of things, the significance of the death may be
small from & global standpoint, and have no measurable cifect,

For bookkeeping purposes, there iz & construct called
Event Clazz. Thizs iz g numerical desipnation of how important
an cvent is, Examples are below,

Event
Class Meaning
1] Mo significance to event and its ramifications.
1 Mo significance (o event for TOO,DCEL K years,
2 A above, but 10,000,000 years,
3 As above, but 1,000,000 vears,
4 As above, but 100,000 yearz,
5 Ag abowe, but 10,10 years,
& A pbove, but 1000 years,
7 Ag above, but 100 vears,
4 As above, but 10 vears,
G As ahove, but 1 yeur,
10 As above, but .1 year (36 days)
11 Az above, but 01 year (3.0 days)
12 As above, but 01 year (8 hr, 45min)
13 Az above, but 01 year (33 min

14 Az abowe, bot 00001 year (5 min)
] Ag above, but OO year (30 zec)
16 As above, but OO00001 year (3 sec)
17 As ahowve, bul inslanianeois

Here are some cxamples of vamous Event Classes:

Event Class 0 - 1% variation in the number of crickeiz
chirping in an uninhabdied area,

Event Class 5 - Small asteroid npdged into collizion orbit
with Earth, impact in 10,000 veurs,

Event Class @ - World leader is assassinated.

Event Class 10 - Outbreak of virulent new disease.

Event Class 14 - Muclear war stars.

The Event Clazss iz dependent on the stale involved. The
listed scale is for the Earth. IF the President was assassinated, o
him it would be Event Class 17, but o the litle green octopoids
from Betelgeuse, the significance wonld be very small. In
general, the scale shows the importance of the act as perceived
by the culture being influcnced, It also depends on the speed of
communications. For instance, it ok decades for the Plagoe o
spread across Europe, based on foot travel. What about now?

Az more than an scademiz construct, Event Class is wseful
if g GM sets up a campaign with a Lmited oumber of aliemate
worlds to adventore between,  As @ result, chasaciers will be
vigiting the same worlds repeatedly, at different points in their
respective histories, and BEvent Clasz can be used by the GM 1o
chart the effect of previous visits on the future of that history,
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Example - The characiers, through their actions, canse a
cerlmin religious leader w fade into obscurity. The GM says this
was an Bvent Class 7 event in that world, So, the charscters
make another visit to that world a hundred years later, and find
that things are radically different since Mohammed never made
Islam into & major force. 'What major change 1ok place a5 a
result? Were there any Crusades? Did this affect the spread of
the Arabic number system? ‘Would the magnificent library at
Alexandria have been burned?

Event Class allows you 1o charl changes characters may
make in a continuum, in case you wish 1o have them visit icat a
later time, perhaps ta clean up afler their own actions, or from a
Time Patrol standpoint, 1w know how far back a break in the
normal flow of history occurred, or how moch time iz left o
make a repuir. Mormally, an action of an equal Event Class is
necded o sot things right, if done immediately, Obviously, the
lower the Event Class, the casicr this is. For each 10 percent of
the time clapsed from the event 10 when the ramifications ocoor,
the Event Class necded to right things increases by one, Take
the case of the nudged aseroid. The closer the time 1o impact,
the more energy is required to divert il from its course. The
Innper you wail 10 contain the oatbreak of a new disease, the
moee difficuln it gets to control. This can alzo be done in reverse,
e could go back o a time well before the event occurred, and
create a minor event that would oullily the problem before i
occwrred, This is generally not a gond idea. While it iz casy (o
gee the causes of an event gfter 1L happens, it i nol 50 e3asy 10
predict all the resulis of an event bafore it ocours. By stopping
(e assassin before he kills o head of suie by preventing his
birth, you don't know what that leader would do with the rest of
theie carcer, They might stact & major war, Or a scientizt whose
work was funded by that leader's successor might not develop
the wonder drog that saves mankind from a plagoe 100 years
[rom now. Stick with hindsight unless there 15 no other way.,

Mow, as far as ume ravel goes, all the probabilities are
oul there, but for practical purposes the major area of non-events
is rol worth visiting, because you are already there, What you
need 1o do 18 o go back, find 2 gray arca, where a major branch
appeare, like a decisive point in history, and then go forward
along = different line.  This iz how probability ravel works,
From any point in the present, there is only one past, only one sel
of events that produced things exacly as they are, Yoo just siay
on your 0wn ling 1o visit your own past. However, the future has
infinile possibilidies, any number of events or evenis that might
happen if other events occurred first. The majority creale the
wigldling perceived. The rest make up the gray area, Now, once
in the past, 10 you it is the present, and all those infinite
poasthilities that never occurred are once again reachable, if you
lake the right path back forward. A branching point in time is
called & pexus, I you go off the main worldhine Gar encugh, any
prveability {or improbability) con show up, This means that if
you can imagine it, somehow, somewhere, somewhen, it exisis.

Changing history izn't that hard. Lets szay you are &t a
nexus and that if you repeated the key event 10 times, 9 out of 10
times it woold happen again, and the 10th time it would take
gnother branch, This could be due w random faciors influsncing
that avent, like the weather, Look at the fgures below,
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Aliernace A - WWIT happens as wa remember it

Allernaze B - WWIT has different outcome

Paint © « Canvergent listory, whers different pases combine o
furm an identical present

The rightmost A is where A barely happened, and the
leftmost is where it easily happened. To change histery, all you
peed to do is hurt A or help B, Afier you do this, the diagram
might look like the above figure,

There are still probabilities with A, but il you were from
the fifth A and went home, it would be a B in all respects, and no
ane there except you would have any memory of A. The farther
back you go, the smaller the Event Class needed to change the
same fature, but also the lese control of the catcome.

The Time Patral in its various incamations has its work
cut out for it. Usually operating from a temparally stable area,
they have o po back whenever someone or something changes
the past, and change it back. The more an event is changed back
and forth, the more likely it will stay where it was, s a sorl of
damper on probabilistic whiplash, So, if wemporal temonsts
change history, and the Time Patrol changes it back, the less
likely they will be able to do it again at that point, o the TT's
will probably abandon that area and try again somewhere else

Paradoxes - Seoncr or later, something will show up 1o
throw a king-size monkey wrench in the tempord works, Going
around killing your ancestors is a good one for staners. 1t dont
work., You'll still be around, because all that has been done i3
create a large series of continuuems where you were never bom,
Since there is an infinite number of probabilities, there is always
at least one continoum where youo were bom, so your actuzl
existence is never jeopardized. However, going home may be a
problem, for most continuums where you came from no longer
have you a5 a parl. 'When you return, the only people who will
kmow you are your fellow ravelers.

Your driver’s license, crodit cards, ete, will be useless,
They will still exist, but are now only clever forgeries.

Another problem is meeting yourself. The universe will
only tolerate so much abuse. You can never exist in the same
universa in two places at the same time, You can assume that &l
characters come from the gray area of major events, becaunse as
time ravelers they can have a profound influence on things, and
50 as an event of significance, they are not duplicated endlessly

I
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in the normal infinite probabilities that weave the normal
worldline, Also, since Matrices exist outside the framewark of
normal space and time, they are no duplicated endlessly among
the alizrnate worlds., OF all the versions of you that could
possibly exist, only one has a Mawrix. Among the other
ramifications of wmporal exclusion, this means that a character
cannol travel o a time where they are alive (before they star
time traveling. but after they were hom). Also, they can only
vigit a place if they have not been there before at the tme they
meke the visit, There iz no problem in leaving 1990, poing for a
§ month trip into the past, and coming back the instant after you
left. Should your characters wish 1o tempt fate by going to a
time right before they were actually there, and then waiting, bad
things will happen. They might drop out of existence all
together. ‘They might also be frozen in time, or catapulted o
where they were previously, or someplace entirely random. L is
up o the whim of the GM. Characters may also have the chance
0 run into near copies of themselves, in a “what i kind of
stigation, What if Germany had won WWII, and you were still
bom, You wouldn't be the same person as you are mow, but you
would be very close in many witys.

Ag any two examples of a person get closer together,

prohability shifts to keep them apart. The car you are traveling
in may break down unexpecizdly. A flash flood may wipe cut a
bridge you had to cross. A swarm of lomadoes decides to sit in
your puth, Eventually a critical improbability level will be
teached, Depending on how alike the people are (build, history,
personality, etc.) this can range from a kilometer o moie fo
acmal contact. ‘The less alike they are, the closer the distance,
At this point, the fabric of space/flime will rip and all people
involved will be precipitated 1-1000 years away from each other,
in intally different continuoms. Bummer. However, this doesn't
siop you from esing the phone to call yourself up.

Alizring the future is a real pain, The saying "you can
mever go home" can be too true, 1F killing your ancestors is had,
deliberately altering your own future can really foal things up.
Uniil 2 good measure of control is gained with the Matrix, this
fsn't tpo muoch of a problem, Accidental problems may still
pecar, Later on, when the players siart opening bank accounts
for themselves before they were bom, then you get iobd trouble,
Maney is nice, but smart characters will eventually get morc
{han they know what to do with, 50 much so that simply
transporting it in usable form can be a burden. An expericnced
TimeLord can wreck the cconaomy of any world, given enough
practice, like taking synthetic diamonds 1o 8 waorld where they
can’t 1zl the difference, or going out and collecting a few
hundred Cullinan Diamonds, or raiding Fort Knox and dumping
it all on the market at once (a difficult feat, adminedly).

On the other hand, if you open a bank account for
yourself, finding that one bank in all the infinile conlinumns
might be like finding a needle in a haystack. As far as
repercussions go, would the characters ever have found the
Matrix if they were filthy rich? And then again, simply being
high-profile wealthy has its disadvaniages, like kidnapping,
bisckmail, high powered enemies, etc. There are all sons of

strange things that can foul you up if you try 1o anticipate your
Tutre actions to your advantage using time travel.

The Matrix - The Matrix is the name of the device the
characters will use on their adventures o get from one
space/timefprobability to another. The Martrix iz a featureless
metallic dodecahedron, looking amazingly like a metal 20-sided
die, but for some reazon it iz generally referred w oas the "Cube”,
Although it is the same size as a 420, it 18 quile massive,
weighing in at half a kile. 1t is moch bigger inside than it is on
the outside, containing the massive amouwnts of machinery
needed to hold and peeak the captive temporon singularily af the
center,  This inner volume in inaccessible w characters.
Presumably, the Desigoers knew how 1w bridge the spatial
distortion caused by the singularity, but that knowledge was lost
with their demise, Despite its complexity, a Mairix is quite
indestructible. The outer surface 15 much thicker than it appears,
and made of the toughest energy reinforced materials the
Deesigners were capable of producing. However, nuclear blasts
and the like will sull end w amish it

As far as the charscters know, iU's just "the Cobe”, Iis
history is scanty, but it is most likely the artifact of an extremely
advanced civilization. From the future or past? Our future or
ancther? Who knows? You do, but not the characters, The
version the characters will get 15 best described a5 a "tourist”
Matrix. It has an unreliable bor distressingly frequent tendency
to put the charscters at key points in whatever continuum it is
directed af, or relatively near o another Matmix which has besn
satic for any length of ume. This usually means excitement, and
soponer of later, violence, or at least the potential for it

Matrix Operation - The basic Matrix will generate a
spherical field 6 meters in digmeter. All contents of the sphere
are moved by the Matrix along the lingz of space, time, and
probability. This travel is instantaneous,  All infections micro-
organisms, viruses, elc., that could be remotely harmiul o the
inhabitants of the destination area are killed by the Geld 1o pre-
venl aecidental interdimensional plagues. The field is operaced
by pressing or uching cenain combinations of the facets of the
Matrix while thinking about the destination chosen, The Matrix
"reads” the minds of the operators, performing the necessary cal-
culationz and correlations, and deciphering the destination
information from all the other extrancous thoughts and feclings
going on at the time, The operators are aware of this mental
probing, but only dimly. These calculations will take 1 Combal
Turn {10 seconds), at the end of which the fizld pops in. The
Field staris as @ reddish glow around the Matrix, which rapidly
acoelerates through violet, followed by expansion of the glow w
the radiuz of the ficld and transport o the destination, The glow
seen 15 a small fraction of the emizsions of the Muatox, which
covers most of the clectromagnetic specirum during the boildup
of the ficld, Anyone secing a Matnx appear at its destination
will see a brilliant blue-white fash ot the feld boundary, dissi-
pating almost immediately to reveal the objects transported.
This flash also ocours over most of the electromagnetic spectrum
alzo, and can momentarly distupt communications for several
kilometers, Mon-living objects will be cut off at the ficld
boundary. Living objects (animals or other intelligent creatures)
will stay on the side of the field that has the greater portion of
their mass (vicious GM's can simply cut ofl everyiking at the
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field boundary). Whatever is at the new location will be trans-
ported back 1o the space previously cccupied by the party. D
w0 constant changes in history, reusing the same combination of
facets will not get you to the same location. The ability 1o delib-
arately determine a destination comes intuitively with pracuce.

Characiers can perform other feats with a Matrix, if they
have the dme and inclination to experiment. While the defaolt
method of transport is a sphere, there are other options.

The first of these is the time door. A circular opening can
be created to afford two-way transport to another place and time,
It has all the properties of the basic field, but you can see the
destination ahead of tme. And, the sire can be vared, The hase
door is 6 melers across, and lases for 10 seconds. If the size 8
doubled, the time is quartered, and vice versa. This is useful for
transporling vehicles from one continuum 1o the next

The second of these is the space hop. You move only in
space, rather than time. This is useful for quick transport from
paint A to point B, and may be combined with the time doar,

The third of these is the Matrix charge. A charged Matrix
may be directly discharged into another, making it instantly
ready for use, but draining the first in the process, This is good
if you have a better chance to operate one than the other.

The last is the Matrix program. You can proe-program a
Matrix destination or series of destinations, if you are good
enough (-5 modifier to roll for consecutive jumps).

All of thege options require a successiul Matrix skill roll
by the wser before the destination skill roll 15 made.

More - The Mawrix will not teleport the pany to an

instantly lethal arca, like a vacuum, or the floor of an active
voloano, A dormant voleano that will crupt the nest day, maybe,
The Matrix can accuratcly scan only the exact time and place the
party is going 1o, and may occasionally canse trouble by puiting
the party into situations that only become dangerous becanse of
the Matrix itsell. There seem to be recurring problems in forests.
The lower half of a tree will go back 10 where the party was, amd
the top half will fall among the party upon arrival, crushing
random equipment and wreaking all sorts of havoe. This is an
annoying bat useful way to take things away from the chamcters,
whenever they oversiep any bounds you have set lor them.
Perhaps this problem has to do with the way the minds of the
Designers worked, or they didn't have this problem. Alzo, the
Matrix will usually not transpon the party o a "time” {position
on the probability wavefront) ahead of their own, This doesnt
preclude civilizations that have become more advanced in the
samre amount of time, or someong from the foture using the
Matrix to transport the party forward, This may be a "bug” in
Matrix programming left by the Designers, Since they began at
the end of time, this would never have been a problem o then.

A useinl aptional trait is the ability to tempomnly imprint
languages on anyone passing through an active Matrix field.
Characters who are in the Matrix ficld will have knowledge of
any language used within 100km of the landing site. This will
be at a skill level of 10, and will decresse 1 per week. This is
implanted by the Matrix computer, and was a useful function for
the carly Designer explorers, who contacted several other races
before their extinction. The knowledge i5 semi-conscious at

hest, The characiers will think a word in their native tongue, but
the sound will be in another, What they hear will be annther
language, but when their brain is through processing it it will
sound like the language they have spoken all their lives, The
characters might not even notice this untl they wonder why their
lips are moving in an unfamiliar way, or what they hear isn'l
matching the lip movements of who they are listening . By
concentrating, the characters can consciously use any langunge
they want, perhaps to hold a secree conference in plain English,
in a place wherne it is unknown.

The Matrix has its own rengwable power source (3 Mairix
will stop neutrinos, if this helps), but it 1akes time o recharge
between uses, The number of hours this will take is roughly
equal to 30 x logp of the years jumped. The minimum recharge
period is 20 howrs, If probability jumping also, multiply the time
by 1+1d3. Base rocharge times are below.
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and so0 on... These times are generally long enough that a
group can leave firly soon should they want 1o, but kong enough
for the GM to get them in all kinds of trouble,

Anyone in possession of o Marrix can detect the use of
any time wravel device within (Mawrix skilt 5} km. This ability
iz snmewhat directional (30° arc) and is felt a8 4 momentary
flash of deja vu, with possible flashes of the stan andfor
destination locations, With repeated uses, rough triangulation is
possible, and distance can be gauged 1o within 10 percent.
Likewise, Matrix uscrs may be able 1o detect any other Matrix
users in the same area, when a Matrix is used. This ability is
also directional, Both of these effects relate to the Mairix using
human {or other) minds for some of its calculations. Anyone
used will have a dim awareness of the others used, go this is 2
Iwo-way strecl.
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Matrix Skill - Each time the Matrix is wsed, the skill
can be improved as any other skill. Most jumps will be a
successful wse of the skill, although the GM may find
circumstances which change this, Marrix Skill has no Governing
spmhite, wa difficulty modifier, and no Aptitude. It applies
only 10 & single Matrix. Any other Matriz found and used will
only be coumted a5 a Closely Related skill (p.16). With
improved skill, some determination of when/where you go can
ke made. To wse the Batrix mast efficienty, all characters ina
group should be in physical contact, and all should be
concentrating on the same destination. It need not be a place
they have been, but the more accurate and consistent the
description, the berter,

[estination Chaoices
Matrix Skill Time Location Probability
1-3 Mone Mone Mone
4-0 Forward/Back MNone Mone
75 Within 1000yr  Within 5000km  Mone
4-10 Within 200yt Within 1000km  Close
112 Within 50yvr  Within 200km  Close
13-14 Within 10yr  Within 50km  Different
15-16 Within 2yt Within 10%m Crilferent
17 Within 6mo Within 2km V. INfE.
18 Within 1mo Within 40m W.INIT.
19 Within 1wk Within 10m Birame
il Within 1 day  Within 2m Bizarre

Matrix skill lets you use all of the categories listed in that
row, 50 8 person with a skill of 12 could make & jump to within
50 years, 200km and 10 any close aliernate probability. Yoo
cannod specialize in this skill, but you can increase your effective
level in one area if the other two are lowered by the same
amaunt, in the previous example, say a 14 in one area, and 10 in
the ather two.

Any number of people may add their Matrix skill
topether, The operator of the Matax gets full skill, ond everyons
elze pets one-fourth(d} of their skill, All of them most remain in
contact for the entire Combat Turn of calculations ar the resules
will be entirely random, Only ope person in contact is
considersd o be operating the Matrix and will ger attempis o
improve their skill. 'With low or no shill, these destination limits
mean that early in the campaign, the GM casentially has ires
choice a5 o when and where the characiers go. Mote that the
characters will have zome say in their destiny as they get botier,
and the GM shoold be ready with an adventure should they go
exaclly where they want to. This iz best done by asking an
adveniure in advance what the players want, 20 you have some
ume w prepare. The very high skills necded for precision
raveling almost necessitate the cooperation of several charoters
o et anything done, I the characiors have a high enough skill
to get somewhere, but secretly try (o impose their personal
preferences on the destination, rather than an agreed upon groop
choice, the resulis of the jump may be skewed.,

Other uses of the Malrix - The Matrix is more than
just a time/space/dimension travel device. [t has other propertics
known in various conlinuums through experimentation or
gecidental discovery, Many of these will be left for you to
determine, while others may appear in funher adventures or
game supplements. One of them iz ag a power source. The
energy used for the actual jumps through time and space is hoge,
and cortain devices made by the Desipners can ap the fantastic
recharging power of the Matrix for mundane vse, Given one of
these, the Martrix is capable of a constant ootput of about a
megawalt withoot affectung the recharge rate. 1f the cube is wsed
at full capacity, the constant output is about len megawals
(about 14,000 horsepower), The item itself is nearly as inde-
siructible as the Matrix, and about the sze of o small loaf of
bread. Like the Matrix, these devices are highly prized items,
and very rare, Incredible lengths will be gone o, just on the
remote chance of oblaining one.

Dither devices are left (o your imagrination, bot sugpestions
include: Weapons (naturally), Matrix effect modifiers, psionic
powers, lemporal communications, or short range teleporting.
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Generating Yourself

The Primary Game - Yoo have now reached char-
acier generation for the Primary Game. In this game the players
play themselves, thrust into unknown worlds by a gizmo of some
gort, called the Matrix, that they have Litde or oo control over at
first. The characters will start off with what the players hive on
their persons, along with anything else that might get dragged
along (see The Matrix, p.9). So the characiers start with linle
equipment, useless (probably) money, and no idea of what is
roing on. In other words, they begin as “first level” charcters.

Mote - If yoo have not yet reached physical maturity or
have zome other reason oo to play yoorself, you would do beier
to play the Secondary Game or design your character from the
rules in that section, with any modifications the GM desires for
play balance {see notes on character points on page 33).

Generating Yourself - This RPG is different from
others in that you can play veurself. So, the characler generabion
system is designed not based on points, or random rolls, but on
ohjective or subjective tests of your abilities. This section is
desipned a5 guidelines. I you can find a better way o rale your
players or yourself, do so.

Your Arrributes will range from 1 to 20, in the following
categories:  Strength, Constitution, Ineelligence, Dexterity,
Willpower, Bravado, Appearance, Perception, Stamina, and
Power, These Attributes will also gencrate secondary stalistics,
and zecondary statistics may also be based on your height,
weight or other phyvsical parameisrs,

The Character Sheet - Your character is defined by
this piece of paper. Your current condition, attributes, skills, and
possessions should be listed on this sheet. Use only pencil on
the sheet, and don’t lose it You have permission 1o photocopy
the blank characier sheets as moch as vou need o for personal
uze, The major scctons are described below.

Character Mame - Simply your name, for purposes of keeping
track of whose character is whose,

Apge = Your current age.
Height - Your height in centimeters. 2.54cm equals 1 inch.
Weight - Your weight in kilograms. 1kg equals 2.2 pounds,

Race - Whatever race you are, This can unforanately be of
impartance in the Primary Game.

Background, etc. - A few words of background or dominant
physical or personality traits,

Physical/™Mental Speed - Your Speed, Leave blank for now.

Level/Apt/Bank - These represent your base attribute, any
adjusted value due o game cffects, your Attribute Bank
(mumber of points saved towards increazing that attribuie),
and your Aptitude, For most purposes, you will deal only
with the base Attribute and your Aplitude,

Primary Attributes - All characters will have 10 pri-
mary attributes: Strength, Constitution, Intelligence, Dexerity,
Willpower, Bravado, Appearance, Perception, Stamina and
Power. The last will be seldom wsed, however, The following
auidelines will let you determing each of these for yourself,
Place your score in the Base column for the appropriate
Attrabute,

The best way 1o do this is to write each person’s name on
a sheet of paper, along with each Atribute, Since many of the
12518 are subjective, everyone seerely mies everyone clse as the
GM lists off the catcgories in those atributes. Then, all the slips
are given to the GM, who secretly mllizs the totals.  This
provides a more honest {and sometimes unflattering) estimaie of
your abilities than a self-rating would. To compare your opinion
of yoursell to cveryone else's, rate yoursell before the GM
announces the final totals and see how far you were ofl,

This system is pot perfect, but if nothing elss, your scores
will rank you in proficiency within your group, so the
comparisons will be valid for your fellow players and this Gh's
caAmpign,
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Strength - A measure of how strong you are, naturally,
For pame purposes, i1 is axyumed thal muscle development in
vour armg gnd legs B proporiional, To delcrmine your Sweagih,
find the maximum weight you can hold straight out 10 one side
of your body with one arm for 5 seconds, Then consult the
following chart. If a weight se1 iz ot available, a large water-
tight container like milk jugs may be nsed. It may be helpful 1o
hang on 1o something with your free arm o counter the soress on
b lifting arm, but either all or none of the players should do
ihiz, It i5 best to start with 2 small weight and work your way up
o 1 larger ane, rather than risk straining yoursclf by trying too
gret an cifom.

Equivalent measure

Welght held Stremgih
kg Tl Liner 1
Zkg 2q42 liters 2
3kg Jquf3 liters 3
dkg 4 liners 4
Sk 5. 5at/5 Niters 5
fhg &.5q10 liters i
Tep BguT liters 7
kg 10U lilers B
10kg L gt/ 10 Litzrs 4
11kg 12qu01 liters ]
12kg 13q1/12 liters 11
kg 15.5q1/14 liters 12
ITkg 1#,5qt/17 liters I3
Zlkg 2391721 liters 14
ke 28.5q1/26 liters 15
iZkg 35qLf32 liters I
kg 4300739 fiters 17
4Tkg 515187 liters B
kg B 1 Sqf56 liners 19
bk T1AqU65 liters H)

Intelligence - A measure of your logical faculties, how
quick you are on you meolal feet, and how well you use
imformation presented (o you, There are several methods to use
for determining your Intelligence. I vou have taken an 10) test,
divide the result by o). 1f you have wken any intelligence test
that ranked you on a percentile basiz on & naticnal zcale, ses
Table 1. If you hove tken the SAT, see Table 2, If vou have
been a full-time college student for at least & year, multiply your
4 poant DCA by 4.5, IF a high school snedent, do the zame, Pick
the highest score if you can use several of these methods, IF
none of the above apply and you can figure out a logical,
accurale way of determining your Intelligence, vse it and add 1
for being resourceful,

Tests for "intelligence” are usvally based upon certain
norms, usoally being the socicty the test was made for, An
illieraie person could be a genips, bur would not rank on mest of
these measures, simply becavse they could not read the test. For
them, differcot dests would be necessary,  Keep culooral
differences in mind when doing any "inelligence” compansons.

PRt N g
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Don't worry if your initial Srength izn't that high. It will
improve naturally as your chamcter gaing experience.

Constitution - This sums up your resistance o discase
and poizons. how fast you heal, your ability o fight off infection,
and the regenerative proceszes of your body in gencral, Thizisa
il more general than Strength. Find the mange you fall into
and roll 1d3 o delerming the actual number, adding the rezull o
the loweest number in the range,

Constitulion Deseription
5B Poor - Your immune svstem has serious
flaws and you catch a lot of colds, A, and
oher annoying diseases,
B-11 Average - You catch a few colds a year,

Y ou consider yoursell about average and
caught 1 ar 2 of the normal childhood
dizeases like chickenpox or the measles.
1i<14 Abowve Averaie - Yoo rarely catch any
digease of any type, and have never caught
anylhing serious,
14-17 Excellent - Mot been sick a day in your life.

Table 1 Table 2
Percentile Intelligence SAT Intellipence

| | 0040 1

2 2 410-425 2
a4 3 430459 3
57 4 460494 4
g-12 5 S0-529 3
13-18 £ 530-5359 f
19-26 7 Se0-5590 7
27-34 8 (0-649 B
35-43 b G30-699 9
44-36 10 TO0-TT74 10
57-65 11 TT3-3449 11
54573 12 BE0-924 12
T4-81 13 025000 I3
B2-87 14 100- 1074 14
Hy-92 15 1075-1140 15
93.05 16 1150-11599 Ifi
Ch-4T 17 1206)-1324 17
B 18 1325-1399 18
0-99 5 19 1400- 1499 19
05 54 20 1500 LK) 20
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Dexterity - A direct measure of your manual skill,
balance, eye-hand coordination, and the shility to coordinate the
varinus paris of your body, Maost combat skills will default to a
fraction of your Dexterity, Evervone starts with a base of 10,
altered up or down according to any of the following additons or
subiractions that apply.

Amount Reason
22 You admit that you're a klutz.
1d2 Haold your arms out and spin in place a
least 30 imes in a5 many scconds, and
then stop abroptly and close your eyes. If
you cannot balance for 10 seconds withoat
shifting cither foot. you get this minus,

+1d2+] You are the best in the area at any arcade
game, (Either this or next modifier is used)
+1d2 You stay in the top 10 in the area at any
arcade game.
Special You can juggle. Add the number of items

vou can jugele for 30 seconds, and subtract 2,
Mazimum of +3.

+1d3 You are 4 tghtrope walker, race dover,
ballzt damcer or member of any profession
that requires constant use of Dexterity in
order to be good in that profession,

+1d2 It i= agreed that you can do something thiat
requires above avernge Desierity and has not
already been mentioned,

Willpower - This is a measuse of your mental fortilude,
and is gencrally used 1o determine your reactions afier being
struck or damage, like being stunned or knocked unconscious,

It may also apply to resisting the effecis of cernam drugs,

interrogation, overcoming, psychological limitations or magical
or psionic powers. As with Dexterity, everyone starls with a
base of 10, with additions and subtractions for the following
conditons.

Amount Heason
-2d2 The sight of blood or gore makes you dizxy or ill.
1d2 You feel ill or find it difficult to eat while someons
relates to you graphic details of a new horror film,
gccident, elc.
-1d2 You can't stay on & diet, exércise, of siudy
program, mo matler how hisd you ey,
2+ You ars a combat veleran,
+1d2 You are in a profession where pain s a way of
life. (college stwdent docsn't count, but graduate
student might},
+1 You can constantly do something that is

uncomfortable or perform well under
physically demanding conditions {see above).
+1 You have you tecth drilled without anesthesia
(unless it is because you hate hypodermic needles),
+1d2 It iz agreed that you can have experience or trining
in something that requires or gives above average
Willpower, and has not already been covered.

Bravado - Guis, chutzpah. This shows how well you
gan fake it, or deal with unfamiliar andfor unpleasant situations,
It is a measure of self-image and confidence, and i5 a mixtuse of
courage, ego and lack of wisdom. Again, everyone will stanl
with a base of 10, and add or subtract any of the following items
that apply.

Amaouni Reason
-14d2 You are a bomn sucker,
=142 People can read vou like a book
-1d2 Yiou are gullible or always downgrading yourself,
=1d2 The way you play other characters shows a

severe lack in the risk taking department.
+1d2 You are voted 1o have a good poker face.
+1 per You have talked your way out of getting o

legitimale speeding ticket. Maximum of +3.
+1d2 You can lic through your i2eth,

+] You are voted 1o be totally unpredictable.
+1d2 ¥ou have a demonstratable lack of respeat
fior anthuority.
+1d2 Tt ig agreed that you have pulled off something

ned already coversd that requires more Brivado
than the averife person.

Wote - Don't incrminate yoursell in front of anyone you
ddon'L trust.

Appearance - This is a combination ol manner and
looks, & measure of how you carry yoursell, and how you act in
your dealings with other people. It is ot a measure of low
polite you are, as you can be brusque and still well liked, or ol
vour character, as you could have a high Appearance, bul still be
a depraved psychopath. Everyone stans with a 10, and it is
modificd as follows.

Amount Henson
-1d2 Person is voted o be below average in
physical appearance for SOME TEAS0M.
+1d2 Person is voted 1o be above average in
physical sppearance for s0Mme reason.
=142 Person tends o got on your nerves af limes.
+1 Person leaves a good first impression,
+] Person 13 a good conversationalist.
+1 Person can bland well into any group of
peaple.
12 Person draws o crowd at gatherings,
+1 Person is generally friendly and interesting

{nm necessarly pleasant) w be around.
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Perceplion - This attribute covers how observant you
are, It iz used for spotting hidden or concealed items, and is nsed
for all the senses of the character, 1L alzo covers inluition or
bunches, and the *1've got 4 bad feeling about this" syndrome.
Start with a basa of 10, and add or subtract the following.

Amonni Reason
1o -4 This is a iemporary minus o Perceplion due
i boss of glasses or contacis by a person
who neads them. Someone with good visian
should look throogh the glosses and giva a
rating of =1 to -4 For how moch the glasses
affect vision. In the caze of contacis, the
weprer shonld give an honest opinion.
12 Things that are obvious 0 everyone else
o unnoticed by you.
142 You aren't that perceplive because you
Just don'y ook,
142 You have over a 25% hearing loss,
| Yot have 20020 vision or cin hear the
high frequency whine of TV sats.
#l You are a conzistent wop 1) video game player.
+1 You abuse games by Onding loopholes in
the males,
+ You have a job where percepiion of subtle
cues is important (o being successful at L
#l You spol things before everyone clse, (At
best, & 13 of the group gets this)
#1 Yiou can prove above average Perceplion

by a8 means not already mentioned.

Stamina - The Staming a character has 15 a mepsure of
haw much physical exertion they are ¢apable of before
collzpsing from exhanstion. Stamina is used whenever a greater
than mormal exertion 15 made, or @ moderate excriion is
comtinued for an extended period. A strong person might not be
shle 10 keep going as long as a weaker one, if the weaker one
had g higher Stamina. Start with the base 10, and add or sulvract
a5 fallies,

Reason

Tighten your abdomen and grab a pisce

of flesh direstly above the navel, Sobiract

1 for every inch above the first that sticks out.
23 You smoke {anything) regularly.

- You smoke (anything) on occasion,

Amduant
Special

Special If you have quit smoking, add 1 for cach

I dyyears quit, with a maximum of the

amount that cancels your smoking losses.
Special Take the number of hours each week you spend

in physical activity. Muliply by the following:
%5 Walking, light activity
xl Backpacking, jopging, workouls
12 Deddicated athletics
Add the square root(d) of the total w0 your
Staming gnd subiract 2 from e result

Special +1 for every point of Sirength over 16.

Power - Characters will not nead this Atiribute unless
the GM wishes to allow the optional rules for mental powers
andfor magic. Everyone has a score of 1A{u) their BP (zze
below) in the Primary Game., If mental powers are used later i
play, chamcters may have a chance 1o improve this Attribute.

Matrix Lag - Jumping from continuum to continuwm
has a disoricnting effect on the nervous system, somewhat like
being torm o aoms and being put back wgether bt by bit with a
soldering iron, Typical reactions include dizziness, nansea,
muzscle cramps or partial unconsciousness. Each player should
mll 1d20 and place the result under Matrix Lag, This number is
the number of phazes (seconds) the character will be stunmed and
virtually unable 1o act after a jump. They will ke o minus 1o alf
rolls equal tiis roll, & minus which decreases by 1 per phase,

Example - A chamacter rolls an initial Matrix Lag of 13,
=0 after each jump, they start off with a -13 to all actions, Afer
% epconds, they are only 1aking o -8, and after 13 seconds, they
are aeling at no penalty.

Az the characters gain experience, they will learmn o
tolerate this better and the Culbe will slowly make adjesiments wy
decrease the discomfort as well. Matrnix Lag can eventually be
lowerad down to 1, bul no lower,
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Secondary Attributes - Each character will have
cerain characteristics bazed on their primary Altrbuotes or gther
character stats.

Speed - Physical Speed is the average of Strength and
Drexterity, rounded down., This avriboie iz imponant for combat
sequencing and determines how often yoo can act without a
minus, Each character will also have a Menial Speed, equal 1o
Intelligence. Thiz is used when performance of menial ations is
important, for ingtance in the use of psionic or *magic® powers.

Body Points - Your Body Points (or BP) are a measure
of how much damage vour body can absorh, Body Points are
not lost when you take damage. Rather, damage is taken as
cffects, and the severity of the effect is bazed on the percentage
of your BP that were done in a hit.

Example - If a character with 30BEP were 1w be hit for 10
poinis of damage, effects would be a1 the 335% level, bot a
character with 40BP would only 1ake effecis on the 25% level,
Subsequent hits of that amount wonld still be on the same whle.

==




Generating Yourself

16

Body Pomnts are a function of mess, and are roughly the
square roof of the mass in kilograms*3,.3u). A table o convert
your mass into BP 15 below,  This table or formula may also be
usedd for most creatures,

Mass  Body Points Mass  Body Points

10-11kg 11 Bi-Rekg K3 |
12-13kg 12 BY-Udkepe 12
14-16kg 13 D3-100ke 33
17-18kg 14 W01-106kg 34
19-21kg 13 107-112kg a5
22.24kg 16 113-118kg 36
25-27kz 17 119-125kg 37
28-30kg 18 126-132kg 38
31-23kg 1% 133-13%g a9
33Tk 20 140-146kg 40
384 1kg 2 147-153kg 41
42-45kg 12 154-161kg 42
ah-49kg 23 162-16Ekg 43
50-53kg 24 169-176kg 44
54-57kg 25 177-184kg 45
S3-02kg 24 185-192kg 46
63-6Tkg 27 193-201kg 47
68-72kg 28 200 2-209k g 4%
377k 29 210-218kg 49
TR-B2kg 30 219-229kg 50

Aptitude - All charpeters will have aptitede with certain
skills, In the AP column for an atribute, place 1/4(n} of the
altribute, This is vour seinimum skill in g skill based on that
attribute, If you have no raining in an area, thig is the level of
akill you are astumed o have by regson of natural @alent,

Example - An attribute of 9 will hove an aptiede of 2,
but a 10 will have a 3. This represents your inherent ability
Pecause of your level in the goveming attribute. A Strong person
wilh no raining can swing a sword better than a3 weak one,
simply becavse they can move it faster and with less efforl, A
more dexirous person who has never fired a pon will have an
advantage over a clumsy perzon, e, P

S

Skills - Everybody has skills in something, or sreas of
expertise that they are well informed about.  Skills in one area
uwsually apply o similar skills, and somewhal (o less related
skills. For example, knowing how to fly a light plane maans you
can protably fly any light plane. A Boeing 747, though far from
4 light plane, is still an aircraft, 50 you would stand 8 betier
chance 1o fly it than someone who couldn’t [y at all.  All
characters have a base skill, or Aptitude with & particular skill,
Aptitude may not be used muoltiple times on the same skill, bt
the charscter may use the highest Aptitode if more than onc
Attribute applies. Every skill falls into one of three areas as
regards other skills. These are Closely Eclated, Related, and
Unrelpted. If you use a skill that iz not rated, but is Closely
Felated to another, your chance of using it is half{u) the chance
afl using the main skill, bot is at lepst your Aptitude+1.

Example - If you had a skill of 12 a1 driving cars and
triedl 1o drive a large delivery truck, the GM would probably say
il is 8 Closely Relawed skill, and give you a skill in that area of 6,
or hall wour skill with a car,

Related Skills are sill connecied 1o the original gkill, b
not as close, Using a Related Skill adds 1 1o your Aptitude for
that skill, if your skill iz at least iwice your Apiitude. Using ouor
driver of before, we put him behind the controls of a balldozer,
The GM would probably zay this is a Related Skill.  If the
characier had a Dexierity of 12, they would have an equivalent
Aptitude of 3, for a skall of 4 in operating the bulldozer.

Unselated Skills are just that, and the character only gets
thedr base Aptitude for that gkill,

Om the following chart, Related skills are enclosad by a
romded rectangle, and Closely Eelated ones by a reciangle,

Example - Crossbow and Rifle are Related, while Rapier
pndd Sword are Closely Belated.

Determining Initial Skill Ratings - 5kills are
cated on 4 non-linear 1 to 20 scale, where 1 15 no familioricy
whatsoever with the skill, and 20 is incredibly good. Skills of
higher than 20 are possible. This may be through a specific skill,
or knowledge of a skill thag iz almost specific by iself, Exireme-
Iv specialized professions are good examples of the lawer. An
example of this wonld be tightrope walking. A Skill rating of 5
s poor (mteductory), 10 aboat average (joumeyman), and 15 a
professional (licensed) level of skill, meaning that the person
could probably make a living off of it. Example: In academic
skills, a 14 represemza B.S., a 17a M5, and 18, aPh.D.. Inthe
realm of athletics, anything above a 17 i3 Olympic polential.

If yowur skill Fallz in & certain range, roll dice as indicated
o gat your Skill, Only mite skills that you feel are imporiant at
thiz point, starting with your best skills. Remember that a 1o of
the lovwer rated skills may be subsumed by the level you gel for
Closely Reluted and Related Skills, Skills in the same catzgory
in the Skill Listing are probably Closely Related or Related. For
large numbers of players, the [astest way to go through this
secton is o start at the beginning of the skill list and go through
them alond. If a player thinks they have a skill of 5 or beuer,
they should speak up when you mention the skill. They will be
rated, and then you continue to the next skill. When you get
through the skill lise, all players will have their skills,
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Skill Ratings Archaiz wpn loading | || Glider Arrospnce eng,
Hating Experience Educstion in Skill Auloweapon l}.lu“aJig:]u A.g,rl{'llJI:uml eag.
Aptitede  Littde or none Little or none E‘_“'-'l ]. Light aircralt Chegmical eng.
Apinsde+1  Used once or twice  Pre-high school ll . sledin firerett Ehyll e,
- - : - Heavy mochinegun], | | Heavy aireraft Commpibir engg,
Grld2 }I[:L:E‘m HOIES K tléf“:' schoal of up 1o 1 Light rockes Light helicopier Eleciricnl eng.
ifet ¥ ] savy helicop x
B2ld2 Used infrequently, Callege Freshman or up Eﬂ:ﬁ;r:::lm ::ﬁ;),{mhm =5 E::&liz:j:;g.
used acuively a few ton 2 years Heavy maket | Dhirigibde Mining eag.
tmes 4 year Archaic amillery Nuclear eng.
1041d2 Used often, used College Soph., Junior Modemn arill=y [Sm:l] saillsaal Oesanic eng.
actively a few times or 3-4 years Light mortar Medium saifbaoat
a monih Heavy moriar ||| Sail ship Art
12:1d2 Used constantly, used  College Senior or § years Powerbont Biology
actively at least once Fiow ) M-:?'n:u vacht l‘_."r-mpuu:.: o Tel
(Crossbow  }'|| Ship Ecomomics
R HEC - Sling Minisub Geology
442 Lzed prql:nfn:ssmnﬂlly, Bachelors Degres or G- Slingabat i History
used actively almost  years Shuriken Sen. man-powered | | Business law
cvery day Throwing knife .man-powered | | Criminal lnw
16+1d2  Used professionally, — Masters Degree or 8-9 Throwing axe Tnieenational law
ameng top 10% years Dhart Blacksmithing Linguistics
[ Lised professionally,  PhDv or 10-12 years Bola Burchering English
] amang top 1% Thrown speas Carpeniry Mililary science
2 Lized profzssionally 13-20) yours experiencs Boomerang Carlagraphes Musie
ameng wp . 1% Blowgun Cogking Philosaply
—: s stege weapon | | Drafiing Physics
I Important Note - The level for experience is meant for Med. sicgo weapon| | Electrician Pryclology
I the level of skill you have wsed over that period. Just because Mﬂ; Parmier EIg
St : Glasshlower Sociolopy
you have had & driver's license for 10 years dc.:ncs Mok MEaEn you e Jewaler Wiriling
have a =il of 19, YIZII-'II have 10 years of experience at 'HIIEIII?'-'T‘-I" Piliens Mzt
ikill Ievel you use in your average driving, A new drver Lo ] P e Veterinary med.
probably bas a skill of 3-5. An average driver with several years l shield Py Husas ied.
gapericnce might be a 6 or 7. Il you drive like a maniac, Rapier Potter First nid
constantly challenging your skill, you will be higher. Only the “Knife Seamdter
time spent using your skill g the limits of your ability counts for Club Eecretarial Rribery
El{'ll‘rillll-l.'ll on this tahile. Woar husnmmer Tamner Carfall
Sraff Weaver Acting
Specific Skills - Skill may be acquired specific (o a whup Wekler Disguise 1
cenin application of & skill, Skill with a rifle may be specific to R pRkicarecs g‘l"“ o
aceriain type or hrand of rifle, or driving s.]r:l[l miay be specilic 1o T s m;l;:i ok
the L'rlp: nFl_:n: you own. A pood r::u:_amplr: iz being a_ahlfz o May a B Drinking DR
gertuin musical instrament a5 a specific pant of Music Skill, or an Manial artz Fishing Rt
pdvanced depree being a specific aspect of a more general ﬁl:|_':|. Wrestling Gambling Fospery
| Specific skills should be described under the main skill Hunting Locksmithing
aplicable. Specific skill levels may not exceed the normial skill [ Demaolitions Mavigation Pickpocketing
in that area, so vou could not be fantastic with driving one Anarchy Running Prying
vehicle, snd a total Elute with all oihers, A specific skill 15 = . | Swimming Senrching
bouphi o5 a soparate skill, and added o the base skill when usad. Motoreyeke L | | Tracking Security systlems
Example - Joe Doe has a Skill of & with Pistols, and a | Autampdils T_':a.pging Seglih . :
Specific Skill of 3 with semi-automatic pistols, so when using a ||| Large truck Survval Wik || Torae/mienogerion
semi-automatic pistol, his skill s 6+3=9. Specific skills snata  ||([metoctcailer_J)) || Survival, ool Woanding
level af 0, and do not have Aptitude. If a character has a level of ?ﬂzn:lﬁﬂ:h EET:{ dn:nn
sill that should be divided betsrcen o base and specific skill, Fail ulﬁ:!n- Carﬂ;'li.nﬁl : J
make sure this is done. A reasonable split is 34 base skill, plus i
/4 specific skill, Specific skill may be bought or leamed to I Enowmobils Electrical repaic Hey:
mallify off-hand minuses. Each point of this skill negates 1 point op sled Electronic repair P:lmlu reluied skill
of pennlty for off-hand use, and applics to all weapons, Specilic [Beast riding Mechanical repair | [ Belated skill }
£kill plus normal skill may exceed 20, but may not exceed 40, Team handlin Hydrauilic repats Uirelated skill
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Weapon Skills

Skill Listing - The skill listing
follows. Skills are listed with all infor-
mation the players will need 10 use the
gkill. This includes, in ceder: The skill
name, an abbreviated form of the name,
the poverning auribute or giidbuates, the
difficulty eating (for Secondary Game,
see 0.37), and a brief description of the
skill, 'While large, this is not a
comprehensive skill listing.  Skills a
character may want might not be here.
Ivis up to the GM o design these skills
[or the player. This adds to the individ-
wality of your campaign, and once dong,
serves A5 a futore reference fior the ollier
players,

Combat Skills - All combal skills
are rated for use fn combal, You may
be @ great marksman, but wnless yon can
hit the target when the target is shocting
back, your skill is pretty much useless,
In non-combat or low siress situations,
¥ou can effectively double your skill
before modifiers, or automatically
succeed at tasks of a given difficulty,
S0, for cxample, a hunter shocting at an
unsuspecting deer 200m away would be
able 1o dowble their skill (before
madficrs], bul a sniper whose hiding
place is being peppered with encmy fire
would not. The same might apply to a
green soldier who has never killed
before, or a cold-blooded assassin on a
routing aEsignment. Sometimes this isa
GM call, and should be made taking
into account the personalities of the
characters involved., For instance, a
chargcter might have to make a Will-
power roll in order to get their full =kill
when performing an especially distaste-
ful act for the first time, or if they have
time o think about it in detail before
doing it

Likewise, non-combat skills are
generally rated for use in fow-siress
gituations, Tt would be perfectly
reasonible to halve such a skill if the
character was forced to use il in a
combat situation, Some skills are more
prone o this than others. For example,
running skill might be enhanced if yoo
were being shot at, but lockpicking
probably would not (although your
desire tn succeed cenainly would),

Modern Projectile Weapons

Archaic Weapon Loadingi AWPL)(DEX}-+0) - Thiz skill is the ability 1w load archaic
hand weapons such as flintocks, machlocks, and percussion weapons. The skill
must b rolled it the end of the standand reloading time, I the roll is failed, the
character i5 not done reloading, and must wait an eqoivalent time period befors
rolling again. Thiz continues until the weapon is successfully loaded, Characters
may fire archaic weapons using the modem version of the weapon skill, like using
Fistol for flintlock pistols, ete.

Automatic Weaponl AUTWHDEX)-1) - This skill allows the controlled vse of hand
fired auto weapons such as machine pistols, submachine guns or aoto rifles, This
skill is averaged{d} with the character's skill with the non-automatic version of the
weapon., Femember that the chardcter will have an Aptitude with this skill,

Pistol(FISTHDEX ) - This skill covers the operation of all modem pistols, including
single shot, revolvers, and semi-aulomatics.

Rifle(RIFL)DEX){+0} - This skill covers the operation of all rifles and shotguns,
including single shot, bolt-action, lever or pump action, and semi-automatic.
Heavy Machine Gun{HMG)DEX)(+0) - This skill covers the operation of automatic
wiapons designed o be vehicle, bipod, or idpod mounted. These weapons are

gencrally too large o be carried into combat by one persan,

Light Rocket(LREKT){DEXH+) - This skill covers the operation of man-portable rocket
launchers and recoilless rifles,

Grenade Launcher{GLCHWDEX)(+0) - This skill covers the operation of grenade
lnunchers used for explosive rounds and includes ffle grenades.

Flamethrower(FTHR){DEXH-2) - This skill covers the operation of all types of
flamethrowers, bul not incendiary rockets, which is Light Rocker skill,

Heavy Rocket(HRETHINTH+2) « This skill covers the use of metical battleficld rockels,
such as the modern Lance or Ploton, and rockets in this size range, generally up lo

100HHkeg. Larger rockels are beyond thiz game.

Archaic ArtilerWAARTHINT 0} - This skill covers the operation of muzsle foading
artillery of all types. In order w reload one of these weapons, the user must roll 3
bmes this skill or lezs in esch phase of the reloading, A failed roll means no
progress is made in the reloading.

Modern Artillery(MART)(INT(+2) - This skill covers the operation of modern artillery,
mcluding advinced indinect fire syslems.

Light Mortar(LMETHINT)(+0} - This skill covers operation of man-portable mortass,
nsually of leas than S0mm bore.

Heavy Mortar(HMET)(INTH+1) - This skill covers the operation of non-man-poniable
maortars and fin: control systems, usually of greater than 90mm bore.

Archaic Projectile Weapons

Bow(BOWNDEXMN+1) - This skdll covers the use of any tvpe of bow,

Crosshow{ CBOWHDEXH+{) - This skill covers the use of any type of crosshow,

Sling(SLNG) DEX)(+2) - This skill covers the use of simple slings,

Slingshot(SLSTHIIEX ) +0) - This skill covers the use of elastic powered weanons such
as slingshots and spearguns.

Shuriken(SHRE)(DEX)(+{) - This skill covers the use of shuriken and other penerally
useless weapons thil always strike blade first, such as the chakeam.

Throwing Knife{ THEN)DEX)(+2) - This skill covers the use of single bladed throwing
weapons that are evenly balanced,
Throwing Axe{THAX)DEX)(+1) - This skill covers the use of bladed throwing
weapons that have Lheir weight distribution heavily biased towards the blade,
Dart{DARTH(DEX K40 - This skill covers the use of any hand thrown dan or stabilized
thrown weapon,

Bola(BOLANDEX)+1) - This skill covers the use of the bola or similar entangling
WCApons,

Thrown Spear(TSPRYDEX)(+0) - This skill covers the use of thrown spears and simi-
lar weapons, Adl-all's or other force mutlipliers are a separate, Closely Related skill,
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BoomerangBMREGKDEX 2] - This skill covers the vse of boomerangs of all pypes.

Blowgun(BLGN)DEX)(+0) - This gkill covers the use of any type of blowgun,

Small Siepe WeaponiS8GW)INT)(+{) - This skill covers the use of small siege
catapals, balliste, sprengals, and the like,

Medinm Sicge Weapon(MSGW){INT)+1) - This skill covers the use of larger versions
oi 1he abowve weapons,

Larpe Sicge Weapon(L3GWI(INTH+2) - This skill covers the use of very large rock
theoowers such ae the rebocher, and applics also to sicge towers and ballening rams,

Melee Weapons

Ax[AXISTRDEX)(+0) - This skill covers the use of cleaving hand weapons less than
1 50cm long.

Polearm{PLEM}STR/DEX)+0) - This skill covers the use of long-hafed{150cm+)
culling or thrusting weapons.

Sword(S WRDMSTR/DEXM+M) - This skill covers the use of one or two-handed bladed
weapons 3lcm or more in length.

Shield(SHLD)STR/DEX)(+() - This is the skill used when vsing a shield 1w actively
ok melee blows, o opposed 1o just hiding behind it.

Rapber(RAPR)DEX)(+0) - This skill covers the use of one-handed thrusting weapons
[ike the cpes, generally in a fencing style, which may have specific mancuvers nof
Allowed o usess of Sword sKill (GM discrotion],

Enife{ KNFEWDEX)i+0) - This skill covers the use of one-handed bladed weapons less
tham 30cm Jong,

Club{CLURMSTR/DEX (40} - This skill covers the use of one or two-handed blunt
weapons that have no specific striking swrface, such as clubs or maces,

War HimmertWHMR NS TR/DEX Y+0) - This skill covers the use of ong or two-handed
hlunt or pointed insrruments that must b oriented properly for best effect,

StaffSTAFIS TR/DEX)(+0) - This skill covers the use of two-handed blunt instruments
like 0 quartersiadl or spear used in this manner,

Whip(WHIFIDEX}+1) - This skill covers the use of any toially flexible weapon.

FlaiFLAL S TR/DEX)(+1) - Thiz skill covers the use of articulated or partally flexible
weapons such as the moming star, chijiriki, or war fail,

Improvised Hand Weapons{IMHW)STR/DEX){+0) - This kill covers the use of
anything that would not normally be considered a weapon., Suoch items are
generally unbalanced, and not as durable as a normal weapon. Dinner plmes, beer
bottles, rocks and pool cues are examples of such weapons, Such weapons may
glzp be thrown with this skill, A regular weapon may be used with this skill,
counting it a3 a Belated skill.

Unarmed Combat Skills

Branling(BRWL)STR/DEX){+() - This skill covers general free-for-all infighting.
Hamds, Feer, 1eeth, knees and elbows may be used, It may not be used w block or
parry with,

Mie - All unarmed combat 2kills enly get half the off-hand minus o it

BoxingBOXGHSTR/DEX)(+1) - This skill covers the use of fists a5 WEApos In 3 more
controlled sening than is nsually found in a brawl. Boxing skill may be used 1o
Heek with,

Martial Arts{MRETSWDEX)(+2) - This skill covers the use of any martial ars form the
character wishes to leamn. Specialized forms will have different specific skills
aserciated with tem, like blocks, parmies, throws, elc, Characters with martial arts
may hlock or parry most attscks, A character with martial arts skill also gets a +2
modificr to their Strength for purposes of damage from their hands or feet per level
of skill. A black belt is roughly a skill lavel of 14, A L0th dan black beli is around
a 17 or 18.

WrestlingWRTS)(STR/DEX W+0) - This skill is like boxing, in that it is more a sport
than anything ¢lse, but it can be used 1o immobilize an opponent without hurting
them too much.

Mew SKills - You are nol restrcted
1o just this skill list. Yoo shoold feel
(ree o make up your own skill or skills
if there is a cerain field you feel = not
adequately covered, Howewver, remen-
ber that many "skills" are actually
combinations of separate knowledges,
For instance, g medieval armorer woold
know elemems of blacksmithing,
leatherworking, woodworking and a few
other trades. These combine @ give the
person an overall knowledge of how to
fit a person with comfonable armos, the
materials to make it with, and how o
prepare them. In proctice, an NPC
simply necds o have & cenain "overall”
expertize, bul a character might find the
separate skills vselul on cocasion.

Alzo, for new skills, node that many
can be related o existng skills, changed
only by Tech Level differences. For
example, Motor Yacht skill might be the
modem gquivalent of Large Man Pow-
ered Boat skill, while Machinist or
Welding could be modem counterpars
to Blacksmithing skill.

The TimeLords skill list is Fairy
complete, and should cover most of the
skills thut characiers or MPC's will need
for normal campaigning. Esoleric or
seldom-used skills are up o each
individual GM 1o determnine for their
particular game world,

General Modifiers - Some zkills
will have a list of modifiers (o go with
them. This is usually to make things
casicr for the GM, or to give a better
degree of accuracy with use of the skill,
For most skills, you can apply quick
peneral modifiers to (heir use;

Muodifier Amount
Extremely easy +20
Yery casy + 100
Easy +5
Average +H}
Hurd -5
Yery Hard =10
Extremely hard =20

Extremely ecasy tazks are those
where even 1al Incompelents can suc-
ceed fairly ofien, while extremely hard
ones are almost impossible, and usually
requine mitigating circumstances or luck
o succeed at,
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Combat Related Skills

Demaolitions(DEMONIMTI+0) - This skill is wzed in the
placement of explogives in constructing or removing
obstacles, The GM should make a roll for the chamcter 1o
determine how much explosive is needed. IF the roll 1=
failed, the amoont missed by 15 taken a2 a modifier (o the
amount nsed, Whether too muwch or too liite 15 mAndomly
determined. A roll should alzo be made when planting the
chiarge, If failed, the offect vs, the target gets a negative
modifier equal 10 the amount missed by, 2000t i possible
o use too much explogive and still pet the desred resolt
by accident

Anarchy(ARCYWINTH+3) - Thiz skill covers the constrisction
of dangerous items from houschold materials or easily
available legal substances. These range from explosives
W poisons to zipguns and anything else that can be
thought of, 1t does not cover the use of such items, If 3
character wishes o make something, it iz up to the GM
figure oul what the characier can do with what is avail-
able. 1f the roll is failed, the project does not work as
inteneded, and i€ a 20 is rolled, may qoite literally blow up
in Ui character's face,

Vehicle Skills, Land

This particular class of skills (vehicles in general) 15 very
useful, but vou need 1o koow the limitg of the skill, and how o
use it in play. Modifiers 1o vse of & vehicle (or riding) skill
depends largely on circumstance and (vpe of wvehicle. For
instance, e would be a severe modifier for a car, but no
modifier at all for a hovercrafl. For vehicles, yoo are generally
competent for public use of the skill with a level of 5 or beter,
glthough we have all encountered people who obviously have
less. You get positive modifiers for good conditions, and
traveling af less than the maximom sale speed, and negative
maodifiers (or the reverse. For instance, the US Inlerstate system
peed o have a speed Limit of T3mph, which was considered safe,
This meant that yon could actually drive safely on it at speeds
well over that, Mow, with a 535-65mph speed limdt, you would
gel a significant bonos W your roll in any emergency siluation,
because you are 20 far under the maximum safe speed for the
moad conditions. The low average skill iz olfzel by the skill
bonus and normally safe condition of the moads.

Antomobile{ AUTOWDEX)(+0) - This skill covers the operation
of vehicles that have 3 or more wheels, are self-propelied,
and weigh less than 3000kg,

Motorcycle(CYCL)DEX)(+1} - Thiz skill covers the operation
of any type of conveyance with 2 in-line wheels, such as
bicycles, mopeds, and motorcycles, although the GM may
wish 1o splic these skills if it is fell necessary,

Large Trock(LGTRYDEX)(+0) - Thiz skill covers the eperation
of any non-articulated vehicle weighing more than
300k, like a school bus o armored car.,

Tractor=-Trailler{TETENMDEXH+1} - This skill covers the
operation of articulated vehicles that weigh more than
3000kg. Mote that such a vehicle wirtkowur a trailer would
be counted as a large trock.

All Terrain Vehiclel ATVIDEX)+D) - This skill covers the
operation of any whezled vehicle designed for use in areas
impassgahle 1o other vehicles, such as swamp or mud.

Tracked Vehicle{TRKVDEX)+0) - This skill covers the
operation of any wacked wvehicle, such as tanks and
bulldosers and some types of ATV'E

Rail Vehicle(BATLYINTH+0) - This skill covers the operation
of mail viehicles, such as traing and related equipment.

HovererallHYCRWDEX H+0) - This skill covers the operabion
of any type of air-cushion or surface effect vehicle. Grav
vehicles may wse this gkill on the groend, buc must ose the
approprinte aircraft skill when airbome,

Enowmaobilel SNMBHDEX)+0) - This skill covers the operation
of self-powered vehicles designed for operation only in
SOCR.

Animal Handling Skills

Dog SlediDGSDIDEX(+0) - This skill covers the operation of
sleds polled by animals for operation in Snow,

Beast Riding{BSRDN(DEX)(+0) - This skill covers the riding
and controlling of horéss and other creawres used for
transpartation. A skill of 1 is sofficient o stay on a
walking horse, 3 for a trot, 5 for a canter, 7 for & gallop,
and # for a full mun, For flying beasts, an aircraft skill
must be booght or a specific skill for that creafure 15
needed,

Mote - The ability 1w ride one beast may only count 25 a
related skall for ether beasts, An example of this would be
horses and camels,

Team Handling{TMHDWDEX)W+1) - This skill covers the
ability o handle amimal eams for polling vehicles,
Again, different types of animals may count as a related
skill.

Yehicle Skills, Air

Uliralight(ULTANDEX){+() - This skill covers the operation of
any aircrall which can be foot launched andfor weighs
le=s than 100kg.

Light Aircraft{LGTANDEX)+1} - Thiz skill covers the
aperation of asircraft that weigh between 100kg and
1000kg, like a Piper Cub. This skill includes operation of
EYTOCO[HRETS OF AULDEYTOS,

Mediom Aircraft{ MEDAWDEXW+2) - This kill covers the
operation of aircraft that weigh between 1000kg and
10,000k, like a Learjet or P-51 Mustang.

Heavy AircraftiLARANDEXW+2) - This 2kill covers the opera-
tion of aircraft that weigh over 10,000kg, like a airliners,
cargo planes, or even many modern Aghters, like F-15%.

Glider{GLIDWDEX A1) - This skill covers the operation of
unpowered aircraft and 15 closely related to Ultralight
Adreraft skill,

Light Helicopter{LHELWDEX)+2}) - This skill covers the
operation of rolary wing craft that weigh less than
3000k,

Heavy Helicopter{HHELYWDEX)+3) - This skill covers the
operation of rotary wing craft that weigh more than
300k
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BallooniBALLYINT)(+0) - This skill covers the operation of
wmpowered ligthier-than-air vehicles.

Dirigible/Blimp{BLMPHINT42) - This skill covers ithe
operation of powered lighter-than-air vehicles.

R

Vehicle Skills, Water

Small Raillboat{3MEBHDEX )+ - Thiz =kill covers the
pperation of sailboals up o 10m in length, and may be
applied 1o sail powered land vehicles,

Medinm Sailboat{ MDSBHDEX/ANTI(+1) - This skill covers
the aperation of sailboats between 10m and 25m in length,
meluding all aspecizs of sailing needed o run a vessel of
this zize,

Bail ShipSLAFYDEX/INT )42} = This skill covers the operation
of any siling erafi longer than 25m, This includes all
grpects of ils operation.

PowerboalFWEBTWDEX )0} = This skill covers the operation
of powersd water vehicles up to 20m i length,

Motor Yuchi{MTY T DEXANTI+1} = This zkill covers (he
operation of powered water vehicles between 20m and
T in bength, including all aspects of s operation,

Ship(SHIF)(INT)(+2} - Thig skill covers the operation of
powensd water velicles over T0m Long.

Mini SubMMEEHDEX W+ - This skill covers the operation of
submersibles less an 25m in length.

Submarine AUBMMTNT {42 - This skill covers the operation
of submersibles over 25m bong,

Small Man Powered Boat{SMPBMSTR/DEX(+0) - This skill
covers the operation of canoes, rowboats, kavaks, and the
like. The base speed of the vehicle is modified by 1 per
paint of skill and per point of Strength above or below 10,

Large Man Powered Boat(LMPBWINT A1) - This skill covers
the operation (a5 captain) of any water vehicle propelled
by more than 4 beings, ncluding such vessels as biremes
or trirgmas.

Trades

Trades is a broad category, generally covering "non-
degree" manoal or intelleciual skills, In low-tech socicties, these
are the major ways of making a living, and characlers needing 1o
find employment would be beter off if they knew something
about one or two, [n more modem timelines, they are sl useful
and necessary professions, however, the wals and techniques
mzy have changed.

Another useful aspect of wades is that of complementary
skills, Sometimes a practical knowledge of a rade can be very
uselul for seemingly unrelated skills. For instance, using a
survival skill 1o build a shelier might be enhanced by Carpentry
=kill, or finding edible plants might be enhanced by a level of
Farming skill. In addition, remember that high skill in an arca
gives a bonus o Perception rolls when trying o spot something
related 1o that skill. For instance, & blacksmith would be beteer
able o appraise the strength of some mewlwork than a person
with an untrained eye for such things.

Blacksmithing(BLEM)(STR/INT)(+0) - This skill is the ability
I lurm paw metals into peeful iems, moinly dealing with
irom, and wsing no power wols in their constroction, Most
ranual skills or trades allow the character w make rough
determinations of the age, guoality, and place of
manfaciure of an fem made with this pariicalar skill,
Butchering(BTCH)(INTH+0) - This skill is the ability tw get the
maximiem food value from an animal. I the roll i Gk,
a negative modifier equal 1o the amount missed by applics
i the amount of possible meat,

Carpentry(CARFYDEXANTH+0) - This skill 15 the ability 1o
design and construct wooden items such as cabinets,
lurmiture, and simple streciures.,

Cartoprapher{CARTHDEX/ANTH+) - This skill iz the ahility
1 deaw accurate maps either from personal messore-
ments, reconded evidence or verbal descriptions,  The
final product is only as accurate as the date poing info it
The character can also make cdecaled puesses aboul
conditions in an area from verbal or written descriptions,
again, only as good as the description.

Cooking(COOKMINTH+0) - Thiz =kill is the ability to prepare
palatable or even savory dishes from any type of edible
material.  Modifiers apply for the time, equipment and
wype of starting material, especially Tor prepackaged food,
but in general the following applics. If the roll is made by
moede than 5, there will be so complaimnes, and o o s failed
by more than 10 the food is neardy inedible, probakly
ruined, and il the meal wos paid for, the cook shoold stan
mnning. Anything in between means a good solid meaal,
bul nothing 1o wrile home about,

Drafting{DEFTHDEXM+) - This skill is the ability w0 draw
plang from an idea or finished item so that the proper
crafizman could constrect the item shown in e plans, or
toy correctly read the plans another person has made,

Electrician{ ELECHDEX/TNTI(+0) - This skill iz the ability o
lzy out and install electric wiring for power or switching,
and how 1o safely connect this wiring o other such
layouis,
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Social Skills

Farmer(FARMWINTI(+0} - This skill is the ability to get the
most food walue out of a given piece of land. After
modifiers for weather, crop type, and laned, a roll most be
made 10 see if there is a profit. The amount the roll was
made or missed by is the profit or foss, This number 15 a
modifier to the iotal cash Aow over the growing seaso,

Glasshlower{GLEW)(DEX/INTW+2) - This skill ic the ability w
miske useful items oot of glass, and the ability to make
elass froom raw materials,

Jeweler(JEWLNDEX/INT)(42) - This skill is the ability to
ilentify, appraise, and mount gems and precious metals.
[t may also be nsed for fine metalworking asks.

Machinist{MCHS}DEX/INTI(+0} - This skill i the ability 1o
paz heavy wood or melalworking equipment such as
lathes, presses, eic,

Mason{MASHUSTRANTH40) - This zkill iz the ability to
construct sturdy stone or masonry structures and includes
aspects of surveying.

PlumberiPLUMDEX/INT(+0} - This skill iz the ability o
work pipes to effectively carry gases or liquids.

PollerPOTEWDEXW-1) - This skill is the ability 10 make
durahle carthenware containers or ather ilems.

Reamster(SMERNDEX)C+D) - This skill is tee ability o fwm raw
[abric or prepared leather into garments.

SecretarialSECREKDEXANT)-1) - This skill is the ability 1o
gquickly and accurately take down information, and the
ability 1o cificientdy vse that information al a later ime,

Tanner (THMNEWINT}+0) - This skill is the abilily 1o lwrn
uncured hides into curcd leather of any ype. It also
serves the same function ag Buwchering skill with regard
(o the hides of animals,

Weaver{WYERKDEX M+ - Thiz skill is the ability 1o furn raw
thread into cloth, It also covers the making of such thread
from raw fibers.

Welding{ WELD)(DEX/INT)(+0) - This skill iz the ability to
weld metals tngether into useful items. [t does not bestow
any design skills, but does allow the proper construction
of previously designed items.

Woodcarver{WRCVHDEX ) - This skill 15 the ability (o
carve finely detaled or delicate objects out of wood,

Dutdoors and Social Skills

These are mainly "experience” skills, not usually taoght of
learned in any formal Fashion. You learn them over a long
perind of time, through casual use, by trial and error, or if you
are lucky, by an individual who has had long experience with the
skill (the grizeled old wacker, ete.). They are very uselul for
characters on their own in unfamiliar areas or caltures.

Area Knowledge( ARENINT)(?) - This is a skill allowing
personal knowledge of a panicular area with regard 10 3
certain subject. Examples: Where the speed traps are on
a streich of highway, knowing who will hide [ugitives ina
given area, where the local fence for stolen goods is,
which of the King's pouards is on the take, etc. The
difficulty of the skill depends on the size or population of
Ui area (whichever is more peninent), as follows.

Area Population  Difficulty
L0 ka3 0m * 30m)(Castle) 10 -
11050 km{ 300m* 300m){Small town) 100 -
1 sgkmi Lkm® Lkm){City) 1,004 -2
10 sgkem(4. Skm® 4. 5km){Large city) 10,000 +0
1080 zq.km{L.ong Beach) 1K N0 +1
1,000 sg kmiMew Yaork City) 1, G0, 000 +2
10,000 zq.km(Connecticut) 103, 000800 D 43
100,00 s km{Kentucky) 100, C0e0 O +4

This skill is nsually a complementary skill (p.29) 1o any
skill particularly applicable in that area.

Example - A charscter with an Area Knowledge of the
Appalachinn Mountaing might get a complementary skill bonus
to Temperate Survival, Geology, Navigation, Economics,
Religion, Law, etg,, becanse they know that arca fairly well.

Primary Game characters get a level of +1 (add w0 Apt-
mude) per year for cach city they lived in (o +8), and then
subrract the level of difficulty (harder areas give yoo a lower
skill). In use, you might also lake a -1 modifier for the square
reof of any time difference in years. Minimum is still Aptitude.

In the Secondary Game (p.35) you cant get points back
for having a less than normal level of thie skill, The very easy
difficulty levels simply mean that if you pul any points at 2l
towards the skill, you will get a fairly high level almaosi
immediately, The detadl of your level of skill depends on the
level, and also the scale. For instance, having a high ares
knowledge of 10 people might be your information on the habils
and hangouts of your close friends, which would be fairly
detailed, or a blind man might have a high knowledge of his
home and yard, A high knowledge of 10,000,000 people does
not mean vou know them all by name, nor does knowing an ares
the size of Kentucky mean you have memorized every square
meter. What it would mean i5 that you would know a lot aboul
those people in general, like population distribution, politics,
etc,, or that you knew the overall terrain very well, ibe
landmarks, hazards, rivers, lakes, etc. An area with litte
variation (desert, ocean) would be a level or two easier, while
areq with more than normal variation (river delta, jungle) would
be a level or two harder. A general usefulness guide is below,
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Lavel Ulselulness
13 Rumors, vague ideas
44 FEdupeated guesses, who 1o see for more information
710 Firm knowledge of a few items, wdeas for others
1115 Persomal knowledge of desired information, knowledge
of where (o ger more information,
16-18 Character is main source of information on subject,
knews 20%+ off information o be had.
1310 Cheracter 15 the best source of information on subject to
bet Feand.

Drinkingl DEEMCON40) - Thiz skill 15 the ability o hold
vour liquar, Trying 1o drink someong under the table is a
Constitution roll, and this skill 15 a modifier o
Consgifution, The person with fewer BP peis o negative
madifier of the difference, The tme spent between rolls
& ledt to the GM and iz dependent on quality and quantity
of what 15 conswmed,

Fishing(FISH)INT/PER)+0) - Thiz skill iz the aguatic
counterpiart of honting, The nomber of persons in the
fishing party docsn't matter for some ype of fishing, and
up t 10 artempis may be made per dav, or roughly one
mll per bowr, After Use fish are found, this skill may also
e wsed oo catch them with the proper equipment, or used
I mmprovise such equipment.

Gambling(GAMBWINT/PERN+D) - Thizs skill iz the ar of
Inpwing when and how much 1o bet in a game of chanoo
plus skill. The base chance of winning a game is
I6+Gambling Skill. This is divided by the odds of
wintingink Il a win i& made, te payolT iz applied w the
amount bed.

Exumple - A character with a skill of 12 lays money on a
peme with 10 o 1 odds that pays off 8 o 1. The base chance of
winning 15 {1&+12)10, or 2.8, which rounds o 3. IF the
tharacier wing, they receive B umes the amount bel.  Any
character with a skill of 10 or greater has a chance of detecting
cheieg in any game being observed. This chance is the skill
with 4 -15 modifier, OF course if the cheating was blatant or
exrceptinally well hidhden it would be casier or more difficall. TF
acharzcier cheats, they get a +4 modifier w thedr skill for as lomg
gt lhey cheat, but if the skill roll is blown by 3 or more while
cheating, it is probably noticed,  Any character who wing
constantly or lucrmtively is likely 1o become a target for everyone
who winld like o "share the wealih”, In extreme cases, the
pumbling sstablishment may take direct action, such as stripping
ib2 gembiler of their winnings &nd tossing them out, or perhaps
ting themn leave and ambushing tem luter,

Hunging(HUNTI(IMT/PER)(+0) - This skill is the ability 1o find
gime in wilderness arcas, as opposed 0 slumbling across
it by accident. Modifiers should be given for scarcity or
abundance of game, number in the hunting party {-2 per
gxira person), weather, ctc. If game is found, what hap-
pens to it is wsunlly falls 1o the appropriate weapon skill or
rap making ability. Up to 5 Honling attempls may be
made per day, or roughly one roll per 2 hours,

Navigation(MVGRWINT){+0} - This skill is the ability 10

navigale a coarse using instruments and maps, The dis-
tance traveled is équoal to the minimom possible distance
if the roll is made, 1F failed, the distance traveled is great-
er by the minimum distance modified by the amount
missed by, For best efficiency, the course should be re-
plotied each 1% of the total distance, Each 5% (modifier
of 1 on the distance) greater than thiz is a -1 modifier,

Mouodilier Amount
Favorablefunfavorable termin(roads, signg)  +1010 -10
Crond/bad maps +10 to =100
Favorablefunfavorable weather +5 1o =20
Familiarity with area +5kill

Running(RUNNHSTESSTAN+D) - This skill is the zhility to nm

[aster than the average person. Normal humans have a
iop speed of 9myfsec. For each 5 points (d) of this skill,
your top speed can be increased by 1mfsec, with a
maximum speed of 13m/fsec (2%mph) for normal humans,
To add random wariation, roll on the skill each phase
instead, and add 1mysec per 5 points the roll 15 mads by,

Swimming(SWIMMSTRASTA)N+0) - This skill is the ghility 10

swim, A skill of 6 or betier allows the character to reli-
ably keep their head above water, Basc speed i3 1m/sec.
The amount the roll is made by iz a positive modifier w0
swimming speed. I a swimming roll is failed by 15 or
more, the character goes under, and may not resurface
until a skill roll iz made. A drowning characier is counted
as fully exerting themselves unless they make a Will-
power poll with a =10 modifier. If a character is encum-
bered, remember that minuses apply 10 swimming as well,

Tracking{TRAKNINT/FER)(+2) - This skill is the shility o

track creatures or objects, Trails may be followed until a
roll on this =kill is failed, afier which the trail is lost.
Searching skill may allow new trails o be found (GM
opticn), In peneral, a roll must be mads each time the
modifiers get worse, and new trails picked up where they
gex better, General modifiers are below,

Muaodifier Amount
Trail is obvious (snow, muod, loose sand)  Trail i5 obvioos
Terrain leaves pood tracks (Joose ding +10)

Terrain leaves fair wracks (deep leaves, boush)  +5
Terrain leaves average tracks (dirg, leaves, wael)  +0
Terrain leaves poor racks (moss, grass) =5
Termain leaves trace tracks (stones, streams, Jogs) -10
Terrain leaves no racks (flat rocks, pavement) =18
Trail has been obscured by weather -1 to-20)
Trail is time dependant({broken prass, ec) -1 hour
Each meater per sec tracker moves -1
Each exwa second spent per hex +1imax of +10)
Creature deliberately obscures tail ~Tracking Skill

Trapping(TRAP)INT/FER)(+0) - This skill is the ability (o

make and lay traps for animals (including man), and
intludes construction, camouflage, and maintenance,

—
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Survival{SURW SURC SURD SURUNINT/PER)(+0) - This
skill is the ability to live off the land. Survival skill is
purchased spearately for four different environments:
Warm, Cold, Desert and Urban. Aside from the obvious
uges, swrvival skills can afso be complementary tor iy
tracles or other skills, Some uses of this skill are:

l. If an environmental mighap comes up, use this skill to
avoid it, or if it cannot be avoided, use it as a modifier in
handling the sinmtion (like getting out of quicksand),
Construct or Tind shelter. A rell may be made each 2
houes, with a cumulative +2 bonus. A successful roll
allows construetion of a shelter thist modifies the ambient
emperature by +5%-2°C per 2 points the roll iz made by
(maximum change of +35°C/-20°C).

Build a fire. Time depends on tools available, and there

are no curmnulative ime bomeses,

4, Findfidentify potahle water (1 roll per hour with a cumun-
lative +2). Once found, sources are usually permanent
[excepl in desert). Automatic in areas of ice or snow.

5. Food foraging, meaning acquiring food any way possible,
even if illegal, or undesirable (like eating grubs). A roll
iy be made each 4 hours, Success means finding a day's
warth of ratdons. If made by half{u), food amount 15 dow-
bled or less desirable items may be ignored (I eat the ber-
ries, you eat the grubs...). Characters may use comple-
mentary skills or roll separately for specific aspects of
foraging, e.g. using Biology to remember which of two
unfamiliar plants is edible or Tracking to find animal buor-
rows, General modifiers to survival skills are as follows:

|-\.'|

)

Modifier Amount
Wealth and availbilty or resoarces +10 10 -10
Example - Summer woods (+100, desert (-111)
Availability and quality of wols +10 1o =10
Example - Survival kit (+10), street clothes (-10)

Camping{CAMP)INT)+0) - There is a fair degree of overlap
hetween survival skills and camping, but they are differ-
ent enough to warrant a separate skill. Camping covers
the more common sense and comfort aspects of survival,
such as where to pitch your ent, how to get a fire going
with the fawest matches, how to dress for a long hike, ete.
A sample use would be to roll on this skill each morming
ard night. Failing the first roll might mean blisters or a
sore back, while failing the second might mean a restless
night, with less recovery of lost Stamina. Survival skills
are Closely Related 1o Camping for the climate the
character is used 1o camping in, and Related 1o the others.

Repair Skills

Repair skills are a specialized subset of knowledge or
common sense about the way certain types of machines or
devices operate. In many cases, you would complement this
skill with any skill appropriate to the operation of the device.
For instance, for car repair vou might say that Automobile skill
is complementary, on the principle that an expert driver would

have spent some time under the hood, as well as behind (he
wheel, Or, Computer Science might be complementary B
Electronic Repair for fixing a compater, singe they would have
an advantage in at least knowing if the device was working
contectly o mot.  Maost repair skills reguire tools (Eometimes
specialized) to perform comectly.

Repair skillg, like many others, are alzn TL dependent.
An eapent at fixing 1Bh cenwry machines would be at a less
when confronted with a modern engine. Assome that levels of
these or any other TL-based skills are the same as the TL of the
user. and tike an automatic -5 modifier per positive ar negative
TL difference between the device and the person repairing it.

Electrical Repair(BELCHINTH+1) - This skill covers the TEpair
of simple electrical or electromechanical devices.

Electromic Repair{RELT)INTI(+2) - This skill covers the
repair of electronic devices, and for churacters will
nsually applies to items of TLO-TL12,

Mechanical Repair(RMCH)(INT)(+1) - This skill covers ihe
repair of any type of mechanical device.

Hydraulic Repair{RHYIN(INT){+1) - This skill covers iz
repair of any type of fuidic mechanism, such a5 pumys,
valvies, and hydmulic jacks.

Academic Skills, Engineering

Academic skills are “college student” skills, that is, if you
are a college-nge gamer, one of these is probably your majoe, I
vou are in high school, one or more of these is likely the ficl!
vou wanl to cventually get a degree in. Many ol these skills can
b related in one way or another, and you probably have some
knowledge {even if not much) in several. How much they cons
into play is up to the GM. For characters in the Secondan
Game, one or more of these skills is almost mandatory 1w give s
character some "specialization”, and may influcnce the ypes o
mission you are sent on, For instance, a person with Military
Seience is more likely to do battle research than a Sociologis,
although both have valid reasons for being in the past, The by
of mizsion might influence who is in charge, or the prioritic
given to cenain requests for information of equipment

Aerospace( AERCH(INT){+0) - This skill is technical Fennovd L e
pertaining 1o the theory of flight of any 1ype.
Agriculture{ AGRININT)(+0) - This =kill iz knowledpe pertain
ing to any type of agricultural implements or technalogy.
Chemical{ CHEMNINT(+1) - This skill is knowledge pertaining
1o chemistry ar implementing reactions on a large scale.
Civil{CIVLKINT)(+0) - Thiz skill is knowledge penaining 1o 1
construction of any type of large structure, and deals wil
the stability and design quality of the struciure.
Computer(COMPYINT)(+0) - This skill is knowledge pestair
ing to computer design or computer controlled COuIpmiL
Elcctricall ELEC){INTH+Y) - This skill is knowledge penainn
tor the design and theory of electrical or electronic devics
Material Science{ MATS)INT)(+{0) - This skill is knowledg
pertaining to the properties of any type of matenial.
Mechanicall MECHMINT)(+0) - This skill is knowledge pertair
ing o any wype of machinery of supporling strocturcs,

_————

Mlimi
Muocl

Coes

ATl

Biol

Com

Ecomn

(renl

Histe

Husi

Crin

Intes

Ling

Engl

e



-—?—_

2

hingd the
iLary [o
ld have
yorking
mLlimes

wndont,
[ a loss
wels of
[ of the
egative
il

2 TEpair

ers Lhe
s will

oz the

ers the
pumps,

Al you
jor, [If
1 field
ills can
2 S0rme
¥ OO
ondary
 EIVE
ypes of
lilitary
ilogisl,
e type
iorities

vledpe

eriain-
ley.
Aining
cale,
10 L
Is with

FrLATn-

penenl,
Aining
evices.
dedre

-
.4

23

Mining(MINEY INT) (=0 - This skill is knowledge peniaining to
the recovery of any type of minerals from nateral sources,

NucleariNUKENINTI(+0) = This skill iz knowledge perlaining
o all types of nuclear reactions, including wenpons.

Dceanics(OCEN)(INT)(-+H0) - This skill is knowledge penaining
trthe theory needed for any type of witer vehicle.

A ic Skill and Sciences

Art{ART)(PER)(+) - This skill is knowledge pertaining to any
type of art (excluding modern art, which isn'l) and is aleo
the characters skill with a panicular art form.

Biology(BICL W INT)(+0) - This skill is knowledge periaining 1o
any matural processes which sustain the life of & creature,

Computer Sclence(COSCHINTI+) - This skill is knowledge
pertaining to any type of compuler PIOgTAmIming.
Languages known should be written down.  In the
Secondary game, one language will be known per 2{d)
paines of this skill owver 2.

Economics(ECONHINTH+HY) - This skill is knowledge pertain-
ing to the economic systems the characier is acquainted
with, and economics in peneral. The character knows
exchange rates and local supply and demand. It is useful
to know where cenain ilems are scarce or plentiful, and
helps to keep you from being ripped off in unfair areas.

GeologpGEOL)INT){+0) - This skill is knowledge pertaining
1o the geology of the earth. In pariicular, it helps a
character when determining building sites, prediction of
gealogic events, and prospecting for various minerals, 1
ein also be used as a rough geographical aid, being able o
determing rough location by landforms, like the Alps or
Appalachians.

Ristory{HIST)(INTH-H0} - This skill 15 knowledge permining 1o
the history of the people of the earth, although the skill
also applies o the hisiory of any particular continuum, or
Irying to figure out repercossions from aliering an event,

Husiness Law(BUSLWINTI(+0) - This skill iz knowledge per-
taining wo civil law, both local, regional, and intermationsal,

Criminal Law{CRILNINTH-+0) - This skill is knowledge per-
faining to criminal law, both local, rerional, and
inlemmational,

Infernational Law{INTLHINT 40} - Thiz skill iz Enowledpe
permaining to law between nations, such as treatics and
mtemational relations,

Linguistics(LINGNINT)(+4) - This skill is the ability to pick up
new languages through familiarity with all langusges.
When learning & new language, the character may be
counted as teaching themselves., Note that vou need a
skill of at least 6 in the language to do this, and your skill
cannot exceed the level of your source for the language.

English(ENGL)INT)(+{J} - This is the spoken knowledpe of the
English language. Between two speakers, a combined

skill of at least 20 iz required for undersiandable
conversation, with each person having ar least a §.
Characters start with 1 spoken language (not necessarily
English). In that language, the character automatically
has a skill of 14. Languages are Belated Skills at best,
and are wsually Unrelaied. Few languages are scroally

Closely Related enough that a speaker of one can
understand the other without much difficulty, The main
ones that are include Portuguese-Spanish, Dutch-
Afrikaans, and Norwegian-Swedish-Danish, Most of the
Latin-based languages like Spanish, lalian, English and
French will be Related, as are large groups of Slavic,
Chinese, Near East and Middle Eastem (ongues.

Note - Most langoage skills have a written and spoken
component. In the Secondary Game, charaeters may buy
different levels of each, cach having half the cost. This is
the way 1w have an illiterate character, by having only @n
Aptitude level in the written form of their native tongue.
since writing can be mated by the level of literacy needed
to understand it, this can allow nearly illiemte characters
to function in 2 modem society (street signs, eie.), bot still
be at severe disadvaniage in many sipmtions.

Cither Languages{M{INT)(7) - You may wish to add other lun-
guages of your own, like trade langeapesi-3), technical
Jargon{-5), sign language{+0), lip reading(+5), or others,

Military Science(MLSCI(INT(+2) - This skill is knowledpe
pertaining to any type of military equipment or tactics.,
The character is familiar with weapon types and their
proper use on the ficld of battle. If a character atempts to
use unfamiliar equipment or uniried Gactics a roll should
b mada on this skill. If the roll is failed, the character is
treated as using a closely related =kill for that battle if
Lactics, or & for @ turm if a weapaon,

Music(MSICHINT/PER/DEX)(+1) - Thiz skill is knowledge
pertaiming o the history, theory, and practice of musie, I
is also usually the skill the characier possesses with o
specific musical instrument,

Philosophy(PHILHINTH+) - This skill is knowledge of various
styles of thinking and logic systems. It allows comparison
of differeat maral standards but is bissed by the personal
views of the charcter.

Physics(PHY S)INT)(+0) - This skill is knowledge pertining to
matler, encrgy of any type, and the interactions belween
the twe. It is used mostly in a theoretical sense, although
also useful for basic motion and energy problams,

Peychology(PSYC)INTH+0) - This skill is knowledge pertain-
ing o all aspects of human behavior, It may be used w
modily the effects of various mental aberrations. In
generdl, the number of hours spent at the task tdmes the
skill of the character is the number of days the problem
can be lessened for,

Religion{EELG)INT}+0) - This skill is knowledge of the
various religions of the past and present, and the tenets
and preachings of each, Most characters will have a few
points of specific skill in the religion they were raised
with, This skill iz useful when going into the past, to
know who not 1o offend, or what gods or pantheons are
currently in favar,

Sociology(SOCLHINTH+0) - This skill is knowledge peraining
to all azpects of group human behavior,

Writing(WRIT){INT)(+0) - This skill is knowledge pertaining o
any form af written communication, including poeiry,
proes, o fechnical writing,
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Medical Skills.

These skills are perhaps the most imporeant proup of
characters can have. Standed in time and space. the nearest
hospital can be literally cons away, and this can be really
depressing if a fellow character (or you) is slowly dying af an
injury no one hothered to learn how 1o treat. Any group that
survives a long time will either have a dedicated medic, or a lot
of characters with good first aid ckills. In addition, trained
heglers are welcome in almost any gogiety, although ong must be
carclul to avoid the taint of witcheraft, and some people have a
wendency 1o blame the doctof if things go wrong, &n impartant
consideration if you aren’t operating from a position of strength.

Velerinary( VETRMINTH+2) - This gkill 15 knowledge
pertaining to healing and restraint of animals, and i (he
amimal counterpan of Medicine skill,

Medicine(MDICHINTHF) - This skill is knowledge of the
human anaomy and physiological processes, BSpec ially as
pertaing w the long term recovery of a patient, and also W0
surgery. This skill is also mentioned ander Use of
Medical Skills (p.71)

First AidIFSADN{INTI+H) - This skill is knowledge ol the
hurman anatomy and physiological processes, especially a3
pertains 1o the immediate care of injuries. This skill is
also mentioned under Use of Medical Skills (p.71)

" Criminal" Skills_

These are skills which aren't illegal in and of themselves
(most of the time), bul which characters generally put to that wsa,
For instance, a character with Acting skill could either m ake
meey 1S AN RCLOr, 07 USe the skill 1o complement their ability &s
a con man. Similarly, Climbing and Locksmithing have legit-
rate uses, but odds are thal characlers with these skills will be
climbing in windows rather tm up mountaing, and opening
locks when people aren’s home rather than when they are, S0Me
of these skills require special wols 10 use, and these will aronse
suspicion if found, even if the character is not caught using thedm.

ﬁcting[ACTﬂHINTFFERJ'APP}&m - This skill is knowledge
pertining to verbal communication, and specifically to
communicating with large numbers of people. As
disguise can cover (he ph ysical form of an object, Acling
can be used to cover the personality.

IlrihcryLERlBj(INT.I’ER".’]{+[!') . This skill is knowledge per-
{aining to greasing palms. While arca knowledge might
give an ides of who 10 bribe, this skill does that and gives
an idea of how much to bribe, and how 1o offer it. The
roll is modified by the monetary consideration and the
illegality of the deed to be performed, as follows.

Muodifier Amount
Pitiful bribe 2
Each 5% of salary offered +1
Deed is slightly illegal (small fine) 2
Diced is illegal (reprimand, substannal fine) =3
Deed is very illegal (loss of position, jail} -10
Deed is incredibly illegal {treason) <M

If it i5 "standard” practice o pecepl bribes for cortain
cervices in an area, any bribe of 4 el amount or mors will
antomatically succeed. Exceptions to this are offering huge
amounts of money. The person may then forego money for
prestige and fum you in, Slipping & cusloms pificial a bill o get
your lugeage through faster is an example of this. If hribes are
held in very poor regard in an ared, the illegality of the deed 15
shifted down 2 rows. A failed roll means the bribe is not
accepied.  Another aticmpl miy be made if more money is
offcred. TF the roll is failed by 3 of moTe, the money is kept by
the person it is offered o, and the desired service not performed-
If the roll is failed by 10 or moee, the money will be kept, and
the character reperied 10 authorities, In some cOunirics, this
means geting passed 10 SOMECNE who is more expensive 10
brilye, but more likely 1o get the job done.

Cntl'all{CTFL]-{STRJD]:‘.K}[M} - This skill is the sbility 1o Jessen
{he damage 3 charscier takes from a fall. The roll tikes 2
_1 maodifier per meter fallen, but if the roll is made, the
character can subiract the amaunt the roll was made by
from the height in meters. A conirolled [all from an
actual height of a characters Strength or Dexterity
Aptitade does no damage, nos does a Fall of less than 133
character’s Catlall skill.

Climbing{CL MB{DEX/STRHHI) - This skill is the ability 10
scale vertical or near-vertical obstacles. The base
climbing speed is 1 meter per phase, although this i
seldom achieved in actual practice. The following
modifiers apply to this skill

Modifier Amount
Many handholds, not slippery +)
Srall handholds -
Mo handholds =13
smooth surface -5
Stightly slick (wet) -5
Slick (slimy) -10
Very slick (greased) =15
Each +10 degrees of tilt (1o 50 degress) +2
Each -10 degrees of tlt {to -30 degress) -4
Assisted by external devices (mope, elc.) +#1 1o +13
Each phase of preparation {up o +10) +1

1If the roll is failed, no progress is made that phase. If the
modifier tpal is zero or positive, no roll i3 needed (off-phas:
minuses apply). If the roll is failed by 5 or more, 1 metes al
ground is kst (this could be time lost backtracking, rather than
actually slipping). 1If the roll is failed by 10 or more, ihe
character must make a Dexterity roll 1o avoid falling. 1f a falling
character is secured by @ climhbing harmess, the fall will k&
reated as though from a height 1/10(d) the actual distance faflen.

Con ManiCMANKINT/BRV/APF)(<0) - This skill is the ability
1o con, dazzle, bamboozle, and otherwise get people o
part with something they possess for something you have
no intention of paning with or giving them. Call it a
anidirectional flow of services o godds in your direction
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The amount the rall is made by is the amoont the suckers Drispuise{DEGS N TH A - This skill is the ability o alier the

must make an Inielligence roll by in order o not fall for
the scam. There are modifiers (o the con artist’s chance of
success, These are below.,

Muodifier Amount
Targel wants 10 believefinists chamcter/desperate +5
Target ngeds what is offered +3
Targel s Suspricus -2
Targel does not néed what is offered -3

Target hos heard of zcam or distrusts characler -3
Offer is "too good 10 be troe”Mlimited time offer” -1
Accomplices are involved + 172 of best skall

If the roll is failed, the target is not interested in the offer.
A omiss by 5 or more means they are suspicious (but sl
wlnerable o further rolls), and a miss by 10 or more means the
trgel probably knows there is a scam going. Other modifiers o
he roll should be given for how well the scam is set up, the bpe
of offer vs, the personality of the arget, ewe. On the average, &
wick scam may take a while to plan, but once the plan is
perfecizd the actual scam may take less than an hour per victim.
Moze involved scams may ke days or weeks, invelve large
aumbers of accomplices andfor elaborate props.

Detective Work{DETCHINT){+0) - This skill is the ability to
picce together imellectual puzzles. I is a "guesswork”
skill intcnded for MPC's only. Plavers should have o
solve their own puzzles without resorting o intellectiual
"erpich” skills, If presented with evidence, the NPC can
make guesses or gel “hunches” as w what i8 going on,
hased on what has already happened. If the background
information is false, the conclusions may be in creor, This
skill also gives a characier an idea of where w proceed if
rmore information is necded.

Forgery(FORG)DEX/ANT)(+0} - This skill is the ability 1o
create anificial documents or other ilems, depending on
the skill it is complemented with, An example would be
complementing Forgery with Art to create a lorged work
of art, Mot only the ability 10 recreaie existing items, It is
the ability 10 create now ones that look like they wene
made by somenae else. Modifiers to this skill depend on
the equipment available for the forgery, the ilem being
produced, and the time spent on the project

Locksmithing(LESMDEXTINTI+1) - This skill is the ability
1 servies, design, and deactivate locks, Lockpicks wall
add 1w 10 1o the vser's Skill when allempling o pick
locks, and most locks cannot be picked without them. 1
attempt may be mada on a lock every 2d10 phases, and up
1o 10 attempts may be failed before the character realizes
that they cannot get through osing the particular wols the
anempt was made with. Locks will have a negative
madifier 0 be picked, ranging from O for simple pad-
locks, to -6 for a normal door lock, and -15 and up far a
high security lock. Lockpicking tools are not comimonly
available, and different types are required for different
types or Tech Levels of locks,

appearance of an item, wsually people. It counts as a
negative modifier o the Perception of others, to recopmiz
the person undemeath, I§ the Perception roll is made by 3
or mars, they realize the person i in disguize. I made by
less than 5, they can iy (0 make an Intelligence roll o
deduce the same thing. I the roll = fled, they accept the
appearance a5 the aciual form, Modifiers (o this skill are
s follows.

Mudifier Amaunt
Charucter is well known by observer =4
Characier is kmown by obsenver ek
Charscter has had Ume w prepare ample disguiss +3
Disguise is makeshift -5
Drizpoise blends in with background +5

Dispuise contrasts or conflicts with background -5

—

The total of all modifiers 1w Perception apply, plus die

mosdifier for use of this skill,

Forensics{FESCHINT/PER)+D) - This is the ability to pick up

clues oo past events by evidence left behind, It is an
intellectual version of Tracking skill, Examples include
dedocing the type of gun vsed in o morder, the skill of a
swordsman by the cuts they left, ede. The roll should be
macle by the GiL T e roll iz made, the characier should
pick up some clug aboul whatever 13 boing investigated,
the helpfulness of the clue dependent on bow much the
roll was made by, If the roll is failed, no information (or
possibly false miormation) may be learned by that person,

Pickpocketing(PCPR){DEX)(+2) - This skill is the abdlity to lift

wiallets, e, without the wrget realizing 1. This skill is
reated as a negative modifier W the Perception of the tor-
get. I the Perception roll is failed, the ftem is acquired.
If made by 5 or less, the itom 5 acquired, bot e teeft s
noticed. ITmade by more than 5, the item is kot aoquired,
and the theft is definitely noticed. Modifiers ane below.

Muodifier Amuunt
[tem is casily accessible +3
[tem is moderately acceasible 4}
ltem is relatively msccessible 3
ltem is very inaccessible -A
Target is wary of pickpockets =5
Targer iz disiracted +1 1o +100
Target is aslesp +i

Prying(PRYGHINT/PER/APPN-+) - This =kill is the ability o

tulk information cat of wnwitting victims, IF the character
fails the moll, the target realizes they are being pumped for
information. 1F the character makes the rmll, the amount
made by is a negative modifier to the Perception of the
target. [f the Perception roll is failed, the target will
reveal information thot teey ordinarily wouldn't ave, 10
the Perception moll is made exactly, informabion 15 re-
vealed, bt the target realizes that they shouldn’t bave said
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Criminal Skills 2

anything. Prying skill is also a positive modifier  a Modifier Amount |
character's Perception to avoid or notice prying allempts System and disarming technique are known +#10 & 1d203

made on them by other people. This may give a slight System is accessible from outside ared +10  and roll
Aptitude advantage between characlers withiount this skill, System is otally enclosed in arca -5 anempt
Searching(SEAR)INT/PERN+) - This gkill is the ahility Lo Syetem 15 wotally inaccessible in ared -20  from hi
find hidden or lost chiecis through perception and Character has specific tools for system +5  ring for
intelligence.  ‘This skill acls as a positive maodifier o Character has unlimited time +5  the skil
Perception when looking for objects whose location iz Character has severcly restricted me 1 failore,

— diffares

unknown. In general, three types of searches can be
made: A casual search, a normal search, and a detailed
search, For larte spaces, the area scarched per second and
the modifier to Perception depends on whether the scarch
iz indeors or outdoors, See below.

In some cases, this skill should be combined with a skil These 3
appropriate o the type of alarm or security system. This B be tryil
preferable 1o just giving a minus for an unfamiliar system. A COMELL
modem example would be o average this skill with electronici enviro!

for defusing a bomb with clectronic security devices. niot ad

Search Area per second Modifier percen
Casnal 10m3 1 00m?* -5 Stealth(STLH(INT/DEX)(+0) - This skill is the ability to mo and m
Normal 1 10m2 0 by living creatures without being noticed. It is treated asi. simple
Detailed. Amifim* +5 negative madifier to the Perception of those being by accura
passed, in addition 10 all other sitpatione] modifiers. 17 (ke than 1

Poor conditions for search -1 -10 ereatures being bypassed also have Stzalth, their skill ¢ For thi
Good conditions for search +1 to+10 treated a8 4 positive modificr to their Percepiion when iy comis

Searcher knows exactly what is being looked for +5
Searcher has an idea of what is being looked for +2
Searcher doesn't know the object of scarch -5

All rolls on this skill should be made by the GM. 1 the
roll is made, anvthing to be found is discovered by the searching
character. I the sum of all modifiers is positive, the roll is
counted a5 being made. Anyone under the direct supervision of
o charscter with this skill can use 1/2(d) of the supervisors skill,

Characters may use this skill w hide things as well. Use
{he modifiers below. The amoant the modified skill roll is made
by is counted as a negative modifier to the rolls of any deliberate
searchers, but basically when the sum of concealment modifiess
is zero or positive, objects are hidden from casual view.

e

Muodilier Amount
Area has many areas o hide an object this size 45

Area has few areas to hide an object this size  +0
Arca has no areas to hide an object this size -5
Very small object concealed on person +5
Small object concealed on person +
Medium object concealed on person -5
Objects more than 1 location long/wide -5 per
Obpect concenled fn person +2H)
Secret compartment Wariey
Shoulder holster/fsimilar concealment nig +5

Ohbject is disguised as something other than +5
what iz being searched for

Purloined Letter trick 1d10-6

Becurity S}slemﬂSCSM}[ﬂqT.l'PﬂRfDEK}{ﬂ} - This skill iz the
ability to find, evaluate, and disarm alarms or traps. The
character is familiar with various types ol secarity sys-
1ems, and the ways to negate them, The GM should make
all rolls on this skill. If the roll is made, the system is
nullified. If failed, the system performs its function.

ing to respor i intruder who has been scen. Those trymg
to maintain a state of vigilance for long periods shoul
make mwo rolls on this skill, 1f the first one i made, ik
amount made by negates that part of the intrder’s skill.

Torture(TORTHINT/PER)(+0) - This skill i5 (he ability &
eatract information from unwilling victims, An Unsaven
skill, it includes knowledge ol various drugs and “tooly
of the trade. If the roll is made, the amount made by 151
negative modifier o the tortured character's Willpower. [
the roll is failed, the information desired is gotien. If L
Willpower roll is made, the wriurer may in flict an
Damage Level desired on any part of the character, asd
roll again, This process continues until the characiz
talks, is released, or dies, IF the roll is Tailed, the Damag
Level inflicted is increased by the amount missed by,
divided by 2(u). Only 1 roll on this skill may be made ps
hour for physical torture. Mental torture may ke la
time, This skill is not recommended for characters, b
makes a useful NPC wait on occasion.

Wounding(WOUMN)(INT){+4) - This skill is the ability Lo d
maximum damage with a weapon due to knowledge d
weak points in the body. 1t is bought 1o affect 4 singk
weapon skill, If a called shot 1o a specific Iocation i
made successfully, the character may add 1/2(d) of o
skill to the Damage Level done 1o the opponcnl The
damage addition may never be more than douhle the: bas
lable {DL1 to DL2, DL3 wo DL6, etc.). This skill &
imporant o those who wish to kil with 2 single Bl
{rom a small weapon, A nomal use of this would be
stab to the heart with a dagger, slashing a throat withg
rzor, elc., a small weapon being used 10 15 greaest ck
foctivencss. Larger weapons generally do enough dlamaz
that this skill is not needed. 1F a characier rolls a 1 on s
called shot roll and needed a 10 or less, whether they hrvt
this skill or not, they may shift the Damage Level colund
by 1d10 1o represent a lucky hil.

==

the m
It mo
War |
of c

i [T



B

1t

kill
5 iy
A

1S

|
e
{411

29

Use of Skills - The TimeLords skill system is based on
114t roll. In general, you take your skill, apply any modifiers,
o moll 1d20, IF the modifed skill or less is molled on 1420, ihe
altenpt o wse the skall is successfol, This could mean anything
i hiling a target w picking a lock w rading in your class
g for a night's lodging. If the roll is failed, the atempt w wse
the skill does not have the dezired rezulis. It may not be outright
filure, but it i8 not eptimum either. Since every skill is
dfferent, all the possible modifiers 10 a skill cannot be listed,
These will be up 1o the GM to decide.  An example of this might
be irying to perform sleight-of-hand in an area where you are
mrsantly being jostled, or trying to think in 4 very noisy
grvirenment,  As mentioned before, the modificrs to skills are
wl additions or subtractions, but percentage modiliers, A
ercentzge modifier chart {The UMC) will be described shortly,
ind may be copied for your convenience, This makes things
smpler. A calcolator is just as quick, and allows a bit more
axmmcy, especially if you nse this as a percentile svsiem rather
fun 120, Most combal skills are rated for combat conditions,
For things like target practice, or skill use in a low pressure, non-
conbat environment, the skill can generally be doubled.

Complementary Skills - There will be times when &
characier has more than one skill that can be brought 10 bear on a
given problem, or faces a task that is not covered in full by one
panicular skill. For instance, if you were rying 1o design a role-
playing game, it might be useful on occasion to have some
knowledge of statistical theory, history, background literature or
military wechnology.

If & GM determines that more than one skill can be used
on i problem, a character will get a +2 modifier on the best kil
for each complementary skill that is at a level of more than half
the primary skill.

Example - A character wants 10 construct a picce of
leather armor. The GM specifies that this is 2 use of Seamster
skill, which the character has a level of § in. However, the
character also has a Tanner skill of 5, 50 they will get a +2
medifier to their Seamster skill for the extra leatherworking
knowledge this provides,

There iz no list of complementary skills, az their use is
strongly situation dependent, but skills that are already Related
or Closely Related stand a good chance of being complememary
if they can be used together,
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The Truck - This is the vehicle which carried some of
the mare: intrepid TimeLords through a very lengthy campaign.
[t now resides in @ continuum recovering from tofal biological
war (nof our fault), with the character of Roper Campbell, unless
el course, he ook it elsewhers or elsewhen, The remminder of
i party picked up a Mowag APC, which ended up liberally
dismbuted throughout the front kilometer or 5o of a very bad
geceship wreck, but that is another story entirely.

The truck iz a four-wheel drive pickop, with heavy duty
pervibing, a torbocharged diesel engine, and fuel tankage for
moghly 1000km of rosd wravel. It is a prime example of what
pckrate and scavengers characters can be, and the limits you
iwe in & campaign that hazs lile accezs o porable fusion
plntz. [t s equipped with the following:

Two 20 liter jerry cans of gas (for the motoreyeles used
for scouting), beavy duty winch and cable, 100 liter weater ok
and distillation plant, 50 man-days of food, assoried camping
equipment, lots of wols, two spares (plus patches), a Cray-1
equivalent computer, multiband ransceiver and scanner, two
personal anti-grav packs, 200 watt stereo with a well used copy
of "Ride of the Valkyric™ and ouiside speakers (impresses the
natives), and a DV 2001 laser cannon on a pintle mount. In
addition, most of the body has bolied on titanium armor under
the skin, for an AV of 20, which wsually wasn't quite enough, A
hizarre selection of bumper stickers are ysed a8 visual boblet hole
paiches, Driving functions are also hooked up to a radio remate
control system., With all this, there is still room for two people
in front, and four in the rear,




Lse of Attributes

i

Initial Armor and Equipment -
For the Primury Game, character gener-
ation is essentially complete, In this
type of campaign, initial amor and
equipment i% nsually pitiful. Equipment
will be whatever the plavers had on
their persons at the time, plus any other
stuff that happens (o get dragred along.
“Just happening” to have every sort of
item necded with you is frowned wpon.
Initial armor will consist of the clothes
onl the player's backs, plus whatever elsc
they can put logether. Weapons will
probably be crude clubs and staves,
along with penknives and a hunting
knife or two, Food will probably be
scanty, as will water. The chacacters
may literally be living of[ their wits for
a while, being under-equipped, and with
little oF mo psefol currency, Any ilems
of note should be listed on the characler
sheet. 11 the ilems are on e equipment
lists, you may wish to put them down
{though this really isn't necessary for
things the characters aren't likely to
keep). IF you wish 1o have characiers
giart off beter equipped, this is fine, a8
Iong as vou have a mtionale for it, such
as a hunting, camping, or hiking trip, or
whatever fits your aren and characicrs.
Any of several post-holocanst rationabes
could be used to have more skilled or
equipped characiers, based on them-
selvies, but with combat-oriened skills.

Below is 4 small selection of items
chrracters might initially scavenge from
their surroundings. [ems rangs in size
from vary small (¥5) to small (8) 10
ediwm (M), amd in general, four items
of one type equal one item of the next
larger type, so for example, you could
carry eight small (8) items in a back-
puck with two medinm (M/2) locations.

Tiem AY  Bize 1% HE

Jeans, jacket 10 - 1.0kg each
padded m = L5kpgeach

Alhletic shoes 180 - Sllkg

Med, backpack 100 M2 90kg

1 liter battle 372 i 1.0k

Belt knife(S[} 3 g 25k

Steak knife(dl) 3 VS .10kg

Canped food 2 1 meal/S  50kg
Diry food 1 1meal/5 20kg
Crude spear(BI) 6  VS8b  150kg
Lightrope, 20m 2 20m  1.Bkg
Crudeshield 43 M2  30kg

Use of Attributes - The following section describes the general use of each
Attribute, and should be referred o If there are any further questions regarding that
atiribute.  These notes apply regardless of whether characters were designed for the
Primary or Sccondary Game,

Strength - As mentioned earlier, Strength is & measure of your muscles and how
well you can use them, The maximum wmount a character can 1ift and move with &
Imysec is their Strength? in kilograms, The character will wgually be unable to get this
mass to their shoulders without help, A character can exert & force with their legs of 3
times this amount under good conditions with proper positioning. Using Strength may
cause a Ioss of Stamina. Every indicated interval, make a Stamina ol

Strengith used Roll onee per Example
<105 Mo roll Walking
11-20% hour Light backpacking
21-50% 10 mimukes Climbing
51-B04% tom { 10 secomds) Belee comiar
>R/0% phaze (1 second) Heavy lifting

For purposes of making the roll, a roll of 20 always counts as failure (20 is usunlly
a failure or possibility of failure on any roll).

A character many carry up 1o 10%4d) of their mazimurm load with no encuombrance
penalty. Each 10% of maximum load counts as a -2 modifier o all physical activities,
like running speed, swordplay, e, (s0 maximem load is 90% more than the
unencumbered amount, and a -18 modifier to all actions). MNote that there 15 & spot an
your character sheet for writing down the modifiers you take due to load, and a series of
boxes 1o keep track of your load status.

A character may strain their Swength, This may not be done casually, Straining
may only be attempted if the character is in imminent mortal peril or needs 1o help 2
friend or loved one in a similar simation. Maiming or dismemberment psually isn't
enough, it has to be "life or death”. When straining, the character must make a Strengih
roll with a negative modifier, chosen by the player, and thers may be a positive modifier
hased on the situstion and possible emotional involvement. A roll of 20 always fails. If
the modified roll is made, the character gets w add that modifier to their Strength for that
phase. The character automatically fails a Stamina roll and must roll for another whea
doing this (zpply effects after the strain), 1f the roll is failed, but a normal Strength roll is
made, half of the modifierfd) may be added, and the charscter 1akes halfiu) of the
modifier a5 a Damage Level on the part of the body being used immediately afterwards.
If a normal Strengih roll is failed, the characler gets no addition 1o their Strength and
tkes half of the modifier as a Damage Level on the part of the body being used
immediataly afterwards.

Example - A character with a Strength of 10 is pinned bencath a 400k picce of
timber, while the building they are in iz rapidly buming to the ground. They decide
strain before they get crisped, irying with a -10 maodifier, For a Strength roll, thi
modifier gives them a roll of 5 or less on 120, 1T they suceeed, they will get to add 10 o
their Strength for this plase, making it a 20, which is just barely enough 10 move 1
timber. If they roll a & w 10, they get the addition, but immediately afterwards will take
Damage Level of 10 w the body parts they used, A roll of 11-20 fails, and they simply
take the damage. You cannot automatically strain, nor do you putomatically get the full
amount. ‘This iz perhaps not as heroic as you might hope, but heroes are few and fi
betwesn.

For unarmed hand to hand combat, a character gets a Damage Walue of 1 for cach
2(d} points of Swength for punches, and 1 for cach point of Strength for kicks. A noems
person (Strength of 10) has a punch DV of 5, and a kick DV of 10 This is genermly
Type IV damage (mainly bruising). If shoes, gauntlets, brass knuckles, eic. are used, e
Damage Type is increased a level of lethality, from IV 1o 11l. You can strain Strength in
combat, although this would be an unusual circumstance.
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Dexterity - A characier’s Dextenty reflects their manual coordination and agility.
Mozt manual skills have Dexierity as a Governing Attnibute.  Dextenty rolls shoold be
rade when the character tries 1w do something requiring Dexterity that doesn’t fall under
the province of a particular =kill, like catching a thrown object, not losing their balance on
apatch of ice, threading a needle, eic,

Constitution - Constitution covers both the immone and regencrative sysiems of
e body, Whenever a character is exposed to a disease or drug, Constitution comes into
play, if a choracter 15 burt, their Constitetion will determing how long it takes for them o
hiea] of recover from the effects, I a disease or drog 15 particulacly nasty, modifiers to the
Comstitution roll are in onder. Likewiss, il a character has immunity o a particular
disease, they should get a positive modifier to Constitution if exposed 1o that disease.

Intelligence - [ntelligence is a measure of problem solving ability, the ability o
pul data topether to form a valid concluzsion, and the ability w find a way oul of almost
any sitpation the character gets inlo. IF a character wanls 1 make some roogh estimates
of calculations in their head or scribble down some equations or logical arguments,
Intelligence applies. IF o character is rying 1o remember something, an Intelligence roll
i in order, modified by the importance of the item and how long it has been since the
character thought aboot it I the chargcter thooght it was of litds importance at the ume,
they should get o minus, I they mentioned it or ok ootice, a positive modifier shoald
apply. Most academic skills have Intelligence as a Governing Attribute. Remember that
the player does not get the full sensory input that the characier does, and subile cues can
help 2 lot. You can see this for yourself when you find that particular sounds, smells,
sights, texiures, oo, conjure up memenies of other things.

Willpower - Willpower is a measure of your pain iolerance or zsingle-mindedness,
Charecters with high Willpower are less easily distracted and more likely w compleie a
sk belore allowing themselves 1o do something less impornant, Examples of this would
b to see 1 you wargame before you study, or wait until yoo are done sudying., A
fantasy oriented cxample would be cazting & spell under the diswractions of combat
conditions, A person with high Willpower has g limited amoont of control over their
body, and when confronted with enough pain (o cause diziraction or UNCONSCIOUSNEES, CAN
shake it off easter than a person with & low Willpower, IF a character 15 huort, o Willpower
ol o rolls will usually be made w see the shock effecis of the hit,

Bravade - The Bravado of a characier is nol a mater of how wugh the characier
actuzlly i, but how tough the character appears, Even if you heve oo idea what you ang
doing, a good Bravado can make it scem that you do. Bravado is essentially nsed to
mitke other people see things like you want them to see things, Reputation i€ used in con-
jumetion with Bravado on a ot of occasions. Bepotation will odd or subiract io a char-
wier's Bravado in appropriate situations. The way to determine the effect of Bravado and
reputation on others is as follows. Add the Bravado and applicable Beputation the char-
acter has together, and then use the additions and subiractions on the next page.

Tuke the modified result aod compare i aganst the Bravado of the targeld to see the
effects, rounding o the nearest multiple of 5. This multiple times 4 is the modifier the
target must make to avodd doing what e attacker wants or having some other negative
reaction,

Example - Il a policeman got a 3% muluple by pulling & gon on you and yelling
“Freeze!", you would have 1o make a Bravado roll with a =12 (o avoid doing so (3x4=12).

If gn attempt o impress 2 crowd 12 mode, most of the crowd will follow the
averpge reaction. In order 1w go against the grain of public opinion or ake initative, &
charactor is treated as beimg at the next highest level for purposes of effect,

Example - If a crowd was cowed by a 3x multiple from "Stop or we'll shoot!”, a
characier would have to make & roll based on a 4x moltiple in onder to act, and thiz would
be a-16 modifier. 11 a crowd was using Bravado on iizelf {like a rally), charactors mighs
heave 1o roll 1o avoid going along with the overall decigion,

Statistical Distribution - For this
system, the breskdown of people for
any particolar Auribute would be
roughly as follows. The avernpe non-
athletic "wechno-gamer” has been found
to have the starting Attribute levels
shown below, Since many of the esie
are subjective, the average of your

ZIOUP MY VATY.

Level % rank "Awverape" Gamer

1 L% -

2 25%

3 A%

4 1L.8%

5 35% -

] 6.1% Smwengih(female)
7 10.4% Power

G 17.2% Swrenpthimalz)

g 29.0% Stumina

I 0% Dexterity Constitution
11 TLO%  Appearance, Willpower
12 §2.7%  Perceplion,Bravado
13 89.6% -

14 938% Intelligence

15 06, 5% -

16 98. 1%

17 20.1% -

18 ST -

19 90.95% -
20 Lo DO, =

I'm so weak... - A Iot of the char-
acters’ siats al this point will not be very
impressive.  Unless you have an ex-
Maring {or other military peczon) in the
group, physical attribotes will probably
be at the low end of the normal spec-
trum, In addition, combat skills will be
average ol best.  As zaid belore, you are
now "first level” sdveniurers,

What you do have going for vou is
your wits and intelligence, and as long
a5 you don't immediately mush into {or
are forced into) combat, you will
mansge to gel by, and hopefully leam
the skillz that you currently lack.

Characters with combat andfor
military experzince will probably dom-
inate a party when physical conflicts
arize, which may or may not be good,
depending on the people involved, 17
they aren’t careful, they will also be the
first casualties andfor recipeiniz of
emergeney field surgery at the hands of
the other characters. Do you want any
of them carving you open in the field?
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Use of Attributes
Result EfTect
<55 BRV Amusement - Charscter has linle or no ciiect on

any aclions, the target fecls that the character
may be ignored for e moment. The character s
not believed, or not very impressive.

Example - Little girl threatening grown man
with a stick,

MNutice - Character has a slight effect on actions
of target, will keep an eye on the character,
Enough of an impression has been made that you
will get more attention than average in the
Siluslic,

Example - The guy in the car behind you giving
youi the finger,

Concern - Targed 15 impressed or belicves the
character is capable of any statements made.
Example - Threatening an unarmed man with 2
knife,

Apprehension - Target is very impressed or
firmly believes the chamacter can back up any
statements made.

Example - Threatening an unarmed man afier
shooting him in the oo,

Fear - Target iz extremely impressed or fiomly
believes the character can back up any State-
ments made and some that were anly implicd,
Example - Threatening an unarmed man after
shonting a bystander with a flamethrower.
Terror - Targel is incredibly impressed or frmily
believes the charzctor can easily do what was
slated, snd will believe all the wild rumors they
may have heard ahout the character.

Example - It's tough 1o be rkar impressed.

<|x BRY

<2x BRY

<3x BRV

<45 BRV

ix BRY

Characters that make the Bravado roll are unaifected
unlezs conditions change, and those that fail must roll each ume
conditions change 10 see if they are affected sall.

Muodilier Amaunt
Target is completely surprised +10
Target is engaped in distracting siluation -3
Target was cxpecting the action of the character -0
Reputation:
Perzonally acquaintad with repotation +Lovel x2
Well known +Level x1
Homewhat known +Level x5
Pootly known +Lavel x.25
Linknown +Level x0
Charcter poarly demonstrates ability -5
Character does not demonstrate ability +
Characier demonstrates ghility +5
Character convincingly demonstrates ability +10
Character makes poor commands/Siaements =3
Chamcter makes no sialements +
Character makes good commands/stalzments +3
Chamcter mukes excellent commandsfsatements +10
{zlatements or commands nead not be verbal)
Appropriale/inappropriste sciting +5(-5
Characior is al an sdvantape/dizadvaniage Fil=3
Character has a device of some type W wield +0/-5
{effectiveness depends on abilities or supposed
abilities of device)
Chamacter is viewed from out of the effective -10
range of e characier's abilines
Character is viewsed remotely =15
Chameter is within | meter of turpet 410

MWPCz hit with an undefined "statement” (like a surprise
stiack), will generally do one of two things: Freeze up, or flee In
panic, and will "hesitate” a number of phases coual the mulupls
on their Bravado before being able to do anything coherent.

Perception - Perception covers all of the character's
senses, both external and intermal.  Different stimuli may affect
different aspects of the character's surroundings and o alert the
character in different ways. Perception is what spots the item,
and Intelligence is what interprets it.  If something is not
immediately obvious to a charncter, & Perception roll must be
made to spot it. Usually there are modifiers that will apply w0
thiz poll. If the sum of the modifiers i5 zero or positive, he ilkm
iz automatically spotied, regardless of how low the charcter's
hase Perception is. in WarpWorld, wizanls target spells using
Perception, rather than a skill, so if you can se2 i, you can hitit.
A complete listing of modifiers is 1o the right, This is generally
for "spol” perception purposes, like a quick glance arcund 10 see
things. For instance, something might be fairly cbvious, but you
might not spod it instantly. Tt might take a second or two, which
in some situations can be extremely important.,

Optional - To reflect the fact that sound doesn't carry as
well a5 visual information, double all negative range modifiers
on hearing Perception rolls.

R e L . P I o |
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Appearance - This Atribote applies when dealing with  Perception Modifiers
people. Those with very high or low Appearance arc likely to Range Maoadifier Bire Modifier
siand out, both becauze of looks and manner, Note et these -5m +5 W S{marblc) -
wilh very high Appearance are likely o be better looking than  S51-1m i Sishoe) -3
averape, and vice versa. Any level between 8 and 12 can be 2m +3 ML hit lec) =2
avcoanted for by either manner or looks, but beyond that there is 3m +2 Li{14 hex) |
a2 component of both. Characters who do not maintain a = 4m +1 VLi(person) +0
reasanable siandard of appearance in the ficld can be expected o 5m +) EL(1 hex) +3
have a negative modifier of up to -10 on their Appearance ducto Gm -1 (2 hexes) +6
appearance or smell. This will be negated by copious amounts  7-5m -2 (4 hexes) +#
of soap and water or being in company that doesn't care. Badly  9-10m -3 # hexes) +10
imjured characters may have a poor appearance, but those who — 11-13m - 14-20m -5
have favorable reactions to the character are more likely wbe  21-30m - 31-40m -7
protective, such as wenches hanging on o a wounded hero, ora 41-50m -8 51-T0m ]
pentleman being protective of an injured lady, even if the lady ~ 71-100m -10 101-150m -11
just shew 3 lion with her bare hands. 151-250m -12 251-400m -13
Basic first impressions between chameters and non-player 401-T({m -14 T -1040m =15
characters (MPC's) can be done by adding the Appearance Apti- 10401 -1 50Hkm =14 1501 -2500m -17
todes of the two people most involved and rolling 1d20. If the 2301 -5000m -18 SO00 - 10000 =18
result is cgual to or less than the sum, the reaction is favorable. DO ] = 200K =20 Each 2x range -1
(4 course, the actions of the characters may affect this.
General modifiers
Stamina - Stamina represents the endurance of the  Chamcter is distracted -2
character, how well they manage under perinds of prolenged  Character spends a phase Perceiving $2
exertion, When a Stamina roll is made, it represents wheither the  Chamcter is visually impaired{hzlmer) =l ip -5
character was noticeably tired by the exertion, If the roll is Character iz hearing impaired(helmer) -1 1 -5
made, thers was no effect on Stamina, but the next Saming roll Character has an object-=related skill of 10-14 +1
mizy have a -1 modifier if you wish o reflect the effort spent. If Character has an object-related skill of 15-17 42
the Stamina roll is failed, the charpoter gets o cumuolative -1 Character has an object-related skill of 18-19 +3
modifier to their Stamina rolls, Strengih, and all physical skills.  Chamacter has an object-related skill of 204+ o
The way Stamina modifiers are lost is by rest. Treat the modifier  Charscter is very familiar with object +4
1o Stamina, Strength, and skills as an injury for recovery  in queston(not usable with above)
purposes, but the time pericds are in increments of half the total — Charscter is familiar with object in 42
modifier in minutes, like per minotz for & -2 modifier (p.78). question{not usable with above)
Motion of object 41 1o 3
Power Points - Power Points are the life energy of the  Object is stationary +i
character, Tf these are reduced 1o 0, the character dies, regardless Object at very high contrast w/surmundings 10
of their physical state of health, Damage does not reduce this Ohject at high contrast wysurroundings +5
Alribate, for it represents will to live as well as actual life  Ohject at normal contrast w/surroundings +
energy. Power is recovered after loss or use at 1 per (30 min x Ohbject at low contrast w/fsnrroumdings -2
amoant used), ie. if yon used 2, you get back 1 per hour. Power Ohbject at very low contrast wysurroundings o4
will not normally show up in TimeLords campaigns, but might
be used in magic-oriented alternate worlds (like YarpWorld). Sound Backpground
Absolutely quiet background +4
Body Points - Body Points represent the amount of  Quiet background{whispers) 42
physical structore that you have available for damage, Damage  Awvemage backgroundiconversation) +0
iken is usually as a fraction of this amount. Small amounts of  Moisy background(party) 4
damage, while annoying, may have no game effect, or could do Very noisy background(lawnmower) -7
you in eventually from blood loss or infection. Larger people  Extremely noisy background(jet engine) -10
have more body mass, so the same input of encrgy or damage is Sound
less likely to affect them. Certain areas of the body, such as  Exwemely Tovw (breatbhinge) -1
head and torso, are more involved with vital processes, and o Very low{whisper) -7
ske proportionately more damage than less vital areas like arms Low{low voice) -4
ar legs, While an arm or leg hit cannot physically absorb as Average(converzanon, sileaced 22 shot) +
much energy as a torso hit can, it can still receive this much, soa High{loud voices, silenced pistol shot) 45
hit that might kill you in the torso might simply remove an  Very high{pistol shot, silenced rifle shot, shouts) +10
exiremity if it is hit. Extremely highirifle shot, small explosion) 413
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The Universal Modifier Chart - This charn is used For skills - Top row equals skill, left colunn equals tota! breal
when ever any number needs to be modified by any other  skill modifier. Cross-reference the two o get the addition of actio
number in TimeLords. In TimeLords, almost all modifiers are  subtraction to skill. Lt
percentage modifiers, rather than additions o subtractions. This Example - A skill of 17 (lop row) modified by & (left
makes things a lot more equal for characters. column) would be a 5, so if the modifier was positive, the end medi
Example - In an addition and subtraclion system, result would be 22, and if negative, the result would be 12, kno
n:h::nfg::}l:.r with a skill of 10 geing A -10 to his skill because of Number 10 be modfied '55’?-?‘:"
mu-.l!hnm hias no chance n_f sqr-:m:mng. while a_chummr with a § 9 10 11 12 13 14 15 16 17 18 10 20 21 22 23 34 25 2 no
0y etill has a 509 chance. This means that the first character has 77 o = that
. . F a8 vy a4 A8y s Yn a8 1T Rk !
been dropped 100%, and the second character only 50%. . 3 5 . 4 4 5 55 66 67 77 & E B 9 4 AL
Similar effects would eccar with sublrections in & normal 2d6, ' thes
3dh ar 1420 system. In a percentage modifier system, this would For numbers beyond the reach of the chart, divide the acti
not happen. 1f a character with a skill of 10 got a -50% modifier,  number by some digit that places the result on the UMC, use the yell
their skill would be reduced by 50%, ar 5. The character with a modifier, and then multiply it by the amount divided by. For
<kill of 200 would have their skill reduced by 50%, or 10, Both  example, an 50 modified by -10 would be treated as a 40 but
charactess are affected equally. Anything that can be done with modified by 10, or 20, Since the base number (80) was divided in v
this chart (abbreviated UMC) will be noted in the rules, and I am by two Lo get it on the table, (he result (20) is muitplied by 2, 50 nec
sure you will be able 1 find other uses. Each + or -1 modifier in  an 80 with & -10 medifier would be 40, Say
the game is sctually a 5% modifier o the number applied 1o, 50 For damage - Top row equals Body Points. o dowm
thise using a percentile system can easily convert 1 this, ‘The that coduren until damage sustained is reached. Go o laff coliomn wi
way the UMC works is as follows, Use the top row 1o find the  to find the Damage Level this is, the
number you wish o modify, such as a skill. Then use the Example - If a character with 28 BF took 7 as the resull pr
lefimnst column to find the modifier on that number, such asa  of a wound, effects for that wound would be at Damage Level 5, ex]
ftﬁz];z?f;{]irr'mw?;ldﬁrmumclﬂﬁ-mﬁm' the result is Nuniber 10 bs modfied g
e 1020 21 22 23 24 25 26 27 28 29 30 3132 33 34 35 36 ;7 o
75, A ) A A A S REE AR T T T i
X, . s a5 586687 10t ERED NI =
If the smount of Body Points is off the chart, you should
divide the Body Points encugh to get it on the chart (in half will =
uspally suffice), find the modifier, and then divide the maodifier
by the amount the Body Points were divided by. For instance, if
you divided BP by 2, then divide the result by 2 as well. The <

UMC iz above and also on the TimeLords Aid Sheet.
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Finishing things off - By now, most of the characiers
should be figuring out the last of the skills they will ba neading
for initial play. If others pop up during play, rate them al that
mament and then put them on the characier sheet as appropriate.
Mow you get 10 rate your characters. In the Secondary Game,
chasacters are built from a point hase, which iz usoally more than
the paint equivalant that characters in the Primary Game have.
To roughly figure oot the point "cost” of a character, do the
filbovwimge:

Square cach Attribute, add the totals together, and divide
by 4. This is the number of Attribute Points {or APF) your
aiiributas ang worth. Split Perception counts a3 separate levels.

Then, square the level of all sk#ils a character has, except
anes ot a Related or Closely Related level o other skills the
charmcter has. In such a case, count only the highest of the skills.
Add the totals together. This i3 the number of Skill Points {or
§P) vour skills are wonh. For your reference, base chasacters in
the Secondary Game get J00AP and G00SP ot age 16.

Mow comes the optional part. To make up for the differ-
ing podnt totals in the party, characters at a point disadvantage
may, a1 GM option, get "reality breaks®. A "reality break” is
where & player thinks their character is a lile better than they
actually are, and attempts something stupid as a result, Heality
breaks are 4 limited number of times the GM will allow stupid
actions 10 go relatively unpunished, since it would be time-
comsiming to have vour characters trashed immediately,

Example - A character is set upon by two rulfians in a
medieval back alley. Foolishly, he draws his new sword, barely
knowing which end to grab. Thiz is a bad move, since you are
gsculating the potential violence in the situation, and you hove
no idea how to use the sword.  As a resall, the likely oowome is
that the muffians will take the sword away and spat you with iL
Al this point the GM says "take a reality break” and mentions
these consequences, giving the player a chance o redo that
action, Wiscly, the player has the character decide to run amd
yell for help. Mot very hrave, but a bit mons prudent.

They can also be used 10 save characters who mean well,
but suffer because of it like getting shot while belping a friend,
in which caze the GM can fudee the damage resolt as much as
necessary 1 keep the person alive,, but not necessarily whole,
Say each 1d10 damage column shift counts as one "lucky break™,

Add the AP and 5P of tse charsciers together. The person
with the highest total gets one “reality break”. The person with
ihe next highest total gets twao, cic.  Hopefolly, by the time
people run out of “reality breaks®, they will have cnough
sxpericnoe o not necd any more.

As an option for lenient GM's, "reality breaks” can be
given out as expericnce, allowing characters o accumulale
streaks of “good luck™ that can be used to perform heroic (bt
piherwise fatal) feats of daring.

The Secondary (Game - In this version of 1he game,
characters start off as a member of some sort of Time Patrol, an
organization designed 1o police time and probability, since after
the dizcovery of time travel, all sorts of criminal possibilites
naturally opened up. This works best in 3 campaign with limited
aliernate universes, or discrete worldlines, rother than an infini
nomber of possibilities.

This character peneralion system is also wsed if you plan
on generating characters for any other milien or genre, like
fantasy, post-holocaust, science fiction, espionage, etc. The
post-holocaust idea can use both systems, that 5 you generale
characlers as for the primary game, but then add a number of
points (o represent experience, 50 all characters start off with the
same point 1dals, but different backgrounds and specialties.

Characters begin with 3 Atiribpiz Points, or AP, These
poims are used to purchase the base Attributes. Thess cost
(Level2d)(d), as per the wable below,

Aftribinics are based on an open ended scale, with 20
being the normal human maximem, This may be exceedad in
rare cases by extraordinary individoals. (e, spend those poinis)
The vsual minimum for characiers is a 5 or 6 for a given
Antrbute, Most (90%) of humans fall in the & to 14 ronge with
their Atinboies.

Atiribute Level Cost Anribute Level Cost

| 23 11 |
2 1 12 *a
3 2 13 42
4 4 14 45
3 T 15 36
i) o 16 4
7 12 17 72
8 16 18 Bl
g 20 19 |
10 23 0 100

Height and Weight - Using the chart on the next page,
find your height and weight, based on your Strength. Roll 2da
and add 1 (females just roll 2d6) Then go down the lefimost
column to find your height. Cross-reference this with the
Strength of the character 10 get their mass m kilograms. The
character may add or subtract 1 to this roll per 5 AP spent, the
amount spent before the roll is made. Any amonnt up o the full
may be nsed, but humans may not exceed a result of 15,

bost humans will fall into the range between 4 and 10, or
heights between 150cm and 185cm.

Eody Poinis - Body Points are based on mass, as for te
Primary Game, and you can uss the cham on page 16 to find your
rotal, based om vour height and weight that you just determined,
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Secondary Game 3

Sirength

Heipht 1 P Bl T e 8 9 10 11 12 13 14 15 16 17 18 19 20 M 22
W00em 14 15 16 17 18 19 20 21 72 23 24 25 24 27 38 29 30 M 32 3 M35
Paen. S0 91 2% 94 25 2T 28 29 31 32 034 35 36 B 3 41 4l 4 45 47 45050
140cm” 27 29 31 33 35 3719 ‘41 43 -ai 47 49 5] 53 §5 57 50 61 63 65 67 69
S0cm 31 34 36 3B 40 43 45 47 43 52 4 56 S sl 63 65 67 N TET4OTH TR
60cm 36 38 41 44 46 49 51 54 56 59 61 64 &7 69 T2 74 77 M K 8 37 =0
I65cm 38 41 44 45 40 52 sS4 51 6D 63 65 68 7 T4 76 79 g2 85 & N W LE
17cm 40 43 46 49 52 55 58 61 64 66 69 72 75 76 Bl B4 87 90 93 o5 99 102
175%cm 43 46 49 52 55 S8 61 64 67T 70 73 7r B B3 6 B9 I 95 98 101 104 107
180cm 45 40 52 S5 58 62 65 68 71 75 8 Bl E4 £7 91 04 97 101 104 107 110 113
1B5%m 48 51 55 58 A2 65 68 72 75 79 B2 B6 B9 92 96 Q9103 106 110 113 117 120
190m 51 S4 S8 61 65 69 72 76 70 83 RB?T G0 94 97 101 105 108 112-115 119 123 127
19%cm 53 57T Al 65 68 72 76 BO R4 7T 91 95 09 105 106 110 114 118 122 125 129 134
Wem 56 60 64 6B T 76 S0 R4 BE 92 96 100 104 103 112 116 120 124 128 131 126 140

7h

]

Wiem 563 & T 80 84 8% 92 97 101 105 109 113 118 122 126 130 134 139 144 149
21cm 62 65 T1 75 g4 38 93 97 101 106 110 115 119 123 128 132 137 14]1 145 130 154
Sl%em 6% 60 74 79 B3 RE 92 97 102 106 111 116 1200 125 129 134 139 143 148 132 137 161
20cm 68 T3 7T B2 BT 92 97 102 106 111 116 121 126 131 135 140 145 150 155 160 165 170
20 T4 7O #5 90 95 101 106 111 116 122 127 132 138 143 14F 153 1539 1sd 170 175 181 186
2d0cm £1 86 92 0% 104 109 115 121 127 132 138 144 150 156 161 167 173 179 184 190 193 201
2%50cm BT 04 100 106 112 119 125 131 137 144 150 156 162 169 175 1B1 187 1%4 200 206 FAREE A L
260 95 101 108 115 122 126 135 142 149 155 162 169 176 183 189 196 203 209 216 213 229 234
280em 110 118 125 133 141 149 157 165 172 180 188 196 204 212 220 227 235 243 251 259 260 274
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Reputation - Repatation is how well you are known, and Maote that a person may have a beller reputation with

what for. All characters generally start with no reputation.

Characters may have wp 1o 3 reputations. Each should be de-
soribed with cne or two words, who the repotation is with, and
where you got it. For example, a character may have a reputa-
tion as just, fair, backsiabbing, 8 mean brawler, good knife-
fighter, etc, Reputation adds 10 Brivado in cenain situations, 5o
a character with low Bravado may still be feared because of their
reputation, Reputation only matters in campaigns where
characters make moltiple visits o the same time on a Umeline, or
spend extendad amounts of gme on a single world.

Reputation is like an Attribule, except everyone starts oot
at 0. A reputation is an inherently public thing, so what the
character does must be communicated and proven to those the
reputation is wished with. Points are applied toward a reputation
25 follows, Mot that a repulation cen go negative.

Action Amount
Character acts succesefully o improve reputation +1
Character acls very successfully to improve reputation +1
Character acts extremely successfully 1o improve reputation 44

Character acts unsuccessfully (o improve repulation =1
Character acts very unsuccessfully w improve reputation -3
Character acts extremely unsuccessiully 1o improve rep. =5
Action applving to repotation is not known 0 anyone no pds
Action applying Lo reputation known 1o a few + or -1
Action applying to reputation known (o a small group +or -2
Action applying o repulation known o a large group $or =3
Action applying 1o reputation known publicly +ar -4

Character doesn't demonstrate ahilities for a month -1
{may only be lowered o half original valog)

certain groups because the group knows more about the
character, In this case, the group s counted as pener nfommed
than the public, so the reputation would be a level beter for tha
group (somewhat known instead of poarly known, eic.)

Mote that a character can only have three reputations.
This iz more 1o save on bookkeeping than anything clee. Jusl
take the actions of the character, lump them into categories and
sie whal tralts keep appearing.

Optional - Characters may buy reputations subject 10 GM
approval, for boih type, amount, and arca covered. Reputations
are bought and improved fust like an Auribuie, so while a small
reputation is cheap, the expense mounts rapidly.
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Buying Skills - Characters have a base skill kevel in the
various skills of the Aptitude in the appropriate Auwribute, Hove.
ever, Aptitude is seldom enough to do more than simple tagks.
You will want o increase your skill levels in any area you feel
nocessary o the background and survival of your character, The
post of & level of skill is the level squared in 5P, mifnus the "cost”
of the Aptitude or (if applicable) any Related or Closely Related
geill, For instance, characters with Dexterily Aptitade of 2
abimaet 5P from the cost of cach Desterity-hased skall.

You usually can't buy a base skill higher than 20. Your
saimum sE in any amea 8 (Goverming Afntueeeset g

Skill Level Cosl Skill Level Cost

1 l 11 121
2 4 12 124
3 9 13 Tee
4 16 14 194
5 25 15 225
& i1 16 256
7 4% 17 289
g i 18 32

9 gl 19 3al
i 100 L] A

Example - A character in the Secondary Game starling
the game at age 18 with a Dexterity of 12, could not have a score
of moare than (1A+12)/2 = 15 in a Dexterity-hased skill.

When a skill is bought, subtract the cost from your SP,
Characters only get Aptitude in skills that are not bought.

Specific Skills - Skill may be bought specific w a
ceriain application of a skill. Skill with a rifle may be specific w
2 certain type or brand of rifle, or driving skill may be specific o
the type of car you own. Think of how much mose lamiliar you
feel with your car rather than someone else’s. In game terms,
yoa have a point or two of specific skill with that vehicle.
Specific skills should be described under the main skill
spplicable. Specific skill levels may not exceed your kevel in the
hase <kdll in that area, so you could not be fantastic with driving
ane vehicle, and a kKlutz with pthers. A specific skill iz bought as
a separate skill, and added 1o the hase skill when used.

Example - John Thomas has a Skill of 10 with Rifles, and
a Specific Skill of 3 with bolt-action rifles, so il using a boll-
action rifle, his skill is 10+3=13. To get this level of skill, he
hought a skill level of 10 with Rifle, and a separate skill of 3
with bolt-action rifles, which is substantially cheaper than trying
to by a skill of 13 with alf rifles. Specific skills start at a level
of 0, and do mor get Aptiade,  Specific skills are not comulative.

Specific skills are an excellent way W represent disciplines
within 2 field, For example, a martial artist could have a moder-
ale hase skill, and then a small repertoire of maneuvers they had
a spacific skill with, like block, parry, throw, recover, ele.

They are also a way to get high skill levels withowt spend-
ing &5 many of your scarce character poinis. For instance, & skill
of 15 has a base cost of 2255F, A skill level af 10 would have a
kase cost of 1005P, and three specific +5 enhancements would
coal a toqal of T55P, and there is still a S05P savings.

Difficulty Ratings - Some skills are easier or more
difficult to leamn than others, I 30, & nomber will be listzd with
tee skdll. This amount iz a modifier to the cost of the skill, Add
or subtract this amount o the level of skill booght to determine
the level the cost s baged on. This 15 mainly for the Secondary
Cramie, and 1% entirely optional,

Example - Martial Ans is a skill with a difficulty of +2.
So, if a character wanted this skill at a level of &, the cost would
b that for g level of B+2=10, They sull get wo subiract the "cost”
of their Aptitude (or best Aptide for skills with more than ooe
Adritretel, @ For sdorhbe eerdle aer dieffecaly modifion.

A regular (e, non-speclic) skill can be bought up w a
lewel of 20, even if it has a positive difficolty mating.

Minimum SKills - For a Time Patrol sening, it is
likely that characters will be better than the average person in
several traits, or possess skills not common among the general
population, Since most temporal policing organizations arc
fairly well equipped and staffed, agents will additionally be
trained 1o & certain level of competence in the skills feli
necessary for survival and mission completion in a variety of
emporal settings, Below is the basic Time Patrol =kill package.
The eost in 5P depends on the Aptinede of the character, but will
probably run about 4(KSP.

Bkill Governing Attribute  Minitowm Jevel

History [ntelligence #
Modem weapon (any) Drexterity B
Melae weapon (any) Srrengih/Doxierity o
Unarmed combat {any)  Smength/Dexterity B
Fareign languape (any) Intelligence G
Survival skill (any)  Intelligence/Perception 3
Yehicle skill {any) Diexeerity i
Animal skill {any) Dexterity 6
First Aid or Medicine Intelligence 8

Theze minimum levels are for base levels of skill.
Specific skills may not be used 1o reach the minimuam levels,
The remaining SP characiers will have is wsoally sofficient 1o
raise one of two of these skills op w a professional level Cabout
14), or to raise several up to moderate levels of proficiency
{about 10). Characiers should have a specialty of some sort.

Characiers joining a Time Patrol as characters from the
Primary Game should figore out the AP and SF "cost" of their
character, Upon joining, they get any difference between their
tals and the base 300AP and 6005F, 1w spend s they wish,
after raising any required skills to the mirimum acceplalie level,

Example - After running a campaign in the Primary
Game for a while, the GM has the characters recruited inlo a
Time Patrol. One of the characters is worth 320AP and S005P.
So, this character gois no extra AP, bul does gt 100 *free” 5P o
spend on any skills desired. However, if their best Survival skill
was only 5, they would have to spend points on that first, raising
it toag least an 8.

Characters who don't have the points (o gequing minimum
skills will be trained up to the minimum level, but will have no
spare points for exird raining in other arcas.
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Advantages - Characters generated from a point base
may buy sdvaniages, like immunities, or special abilitics, or
things rhat are possible, but show up only rarcly today. These
must be bought with AP, not SP. and are described below,

Immunity - The character has at some point in their life
conracted and reoverad from a discase, and developed a ramral
immunity t0it. This generally applies only 1w viral dizeases, and
is intended for the most debilitating ones, For SAP, a character
can have immunity to Polio, Tetanos, Diphtheria and Smallpox.
For SAP, a characier can also have immunity to all forms of
influenzn and many forms of the commaon cold, and for 10AP,
(hey can be immune w0 rables or a similarly uncommon but very
nasty disease (which is a bargain price, by the way).

Optional - The GM may allow immunily to cerlain
chemicals or toxins, For instance, immunity w railesnoke
vennm would be SAP, and require a character background that
would let you develop such immunity. Most characters from the
Primary Game get the first Immunity {polio, etc.) free of charge,
and in a technological society can acquire any of the others with
money rather than AP. Time Pawol characters get all standard
dizense immunities free of charge, and Primary Game charsclers
will get some, baged on their backgrowmds.

Ciptional - The reverse of this advaniage is Vulnerabality.
The character takes a <10 w Constitution rolls if exposed w0 or
Irying 10 recover from a disease or chemical, or automatically
has certain side effectz that wouldn't apply 1o most people. For
instance, & charactor unable o metsbolize aleohol well could get
roaring drunk and stay that way for a long time, and geq
hellacious hangovers, This would be worth SAP, as would a
vulnoerability that causes a characier to be violently ill every time
they have o major change of diet, like eating spicy food, for
InsLEnCe,

Direction Sense - The character can always tell the
direction of magnetic north (o within 1 compass point.  This
ability is blocked by large masses of metal near or around the
character, The cost of this is 10AF,

Time Sense - The character has a mental clock that allows
them 1o caleulats the number of hours until sunrise or sunset and
ko count off short periods of time accurately as a clock, provided
they are not too distracted. This is not dependent on actuzlly
sceing the sun or moon, and will operate undergroond. Movwing
from oae gate to another, where seasons or times are different,
may affect this ability until the character adjusts (a few days).
The cost of this is 10AP. ;

Magical Aptitude - This is a must for anyone who wishes
o use magic or many types of magic items. You have no
powers as such, but you have been tanght how 1o project yous
raw Power, the first step owards becoming a mage. This does
not narmally show up during any normal TimeLords campaign,
but ean be used in WPC creation for the occasional odd timeline
where "magic” is a real force. This costs SOAP. For this cost, 2
character gains the ability to project raw Power, or use their
Power to operate magical devices, but acquires no separals
powers or spells of their own.

Distance Sense - The character can tell how far a distance
they have walked in any given jaunt 1o within 3% ol the actual
distance. This applies only to walking movement. They are also
an exceptional judge of disance when gauging it by eye.
Mormally, eyeballing a distance requires a Perception roll with
the standard minus for range. Failure means the guess i off by
5% per point the roll is failed by, usually underestimating a
distance rather overestimating it. A character with distance
aenae is never more than 25% off the true distance, This does
not confer immunity to illusions of distance caused by mirages,
e, The cost of this ability is SAP.

Weather Sense - The character can detect changes in
barometric pressure, cloud formations and the winds, and can
predict whether any weather fronts arriving in the neat two days
will be dry or wet, and have a general idea of the intensity. The
character must adjust w the general altitude they are at for this w
be effective, which takes a day, and they must also have fres
access 1o the outside air. The cost of this is 10AP.

Acute Night Vision - The character can sec better in the
dark than a normal person. They may get up 1o a +3 modifier (o
their Perception at night, but must subtract the same amount
from daytime Perception due 1o overly sensitive retinas, This
subteaction may be cancelled with sunglasses, The cost of this
ability is SAP,

Ambidextrous - Normally, characters take a -10 o any
action performed with their off-hand. Characters may be par-
tially or completely ambidextrons, able to perform actions equal-
ly well with either hand, Complete ambidexterity costs 10AF, or
may be partially purchased (GM option), the -10 penalty being
reduced by 1 per AP spent, Usually, this may not be improved
after character creation, although the GM may wish o give
characters points towards this afier long amounts of pactice. If
the number of points gained by practicing a skill is halved(d), the
character can improve their ambidexterity by 1 each time their
kighest or second highest Dexterity-based skill is improved.
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Character Disadvantages - You can usually pet
any exira points you wish by simply increasing the age of the
character for the appropriste point bonus (see below). Howewer,
il a churacter neads just a fow points for one reason or another,
and you can't or don't want to make the character any older, here
are smE wavs to get extra poinis, These are wonth AP or SP,
and individual disadvantages may be combined or split 1o
peovide points for either Attributes or skills,

Ape - This is hoth an advantage and 4 disadvantage.
Cresacters are assumed 10 start the game o roughly age 16, For
each year older than thig, a character will get 4AF, and J05P.
This adds up faifly gquickly, but no chargeter can stan the game
plder than age 30, This disadvantage is that such characiers are
older, and may begin 1o suffer aging cffectz (ves, even by age
i} See page 107,

Weight - A characier may be lighter or heavier than
normal for their Strength and height. For purposes of determin-
ing their mass, the character will get SAP or SF for each column
shift they give their Strength, with a maximum of 2 columns.

Example - A characier who wishes o be lighter than
psial for a Strength of 12 might count their Strength as 11 for
determining their mass.

Lighter charscters suffer the lower BP this gives, Heavier
characters gain BP, but will count the extra weight as 4
permanent encumbrance that they must cory around.  This will
nol affect skills, but will affect Stamina rolls and nonning speed.
While conditions might temporarily change o characler's weight,
they will retum to their normal weight when conditions returm o
ormal.  This dizsadvaniage iz permanent and may not be
changed without GM permission.

Attribute Maximums - A character may limit their
mazimum potential for a given strbute. For each point lower
than 20, the character gets 2AF or 5P, Thiz may be applied to
more than one aitrbute.  An cxample might be for a female
charscter W reduce the maximum Swength they could achicyve
for @ few cxtra points. This disadvaniage is permanent, and may
pat be changed, with a usual maximum of 10AF or 5P gained.

Phohias, ete. - A character may have imational fears, or
psychological traits that could impair them. This could be fear
al the dark, heights, paranoia, clapsirophobia or any other
reasonable psychological problem, When a character is con-
fronted with the situation, they muszt make a8 Willpower roll 1w
avpid making irrational actions. Making an irrational action
mepns that the GM dictatcs the actions of the characier,
regardless of player objections. When the source of the problem
is removed, the character 15 once again controlled by the player,
The points gained for this vary, The Willpower roll gels a minus
equal to the points gained for the problem, so gaining 10AP
would mean the character has a =10 to Willpower rolls for the
problem. A roll of 20 on Willpower always fails. This
disadvantage may be bought off in the same way that skills are
improved, except the total goes down inatead of up,

Example - A -8 phobia would be treated as a "skill” of 8.
Successfully confronting the situation counts as "practice”, and
characters would accumulate points 1o lower the “skill” insiead
of increasing it. This is the only way phobias can be removed,

NS 18 i : bl
This disadvantage can also apply 1o most other personality
traits which could dominate the way a person acls, For instance,

g compulsive liar could ke a =10 @0 Willpower whenever they

have a conversation, to avold making outrageous lies, or a
compaulsive gambler could take a8 minus to Willpower o avodd

taking on a bet. This can apply (o a variety of manias, like

pyromania or kleptomania, or perhaps more desirable raits like
chivalry or honesty. But remember, this is a dizadvaniage,

There must be a negative connotalica 1o whatever psychological

burden the chameter chooses. Having any level of this disad-

vantage can be hazardous, becanse it means you are not fully in
control of your characier's personality at all imes.

Mate - Characters in a Time Patrol would never be al-
lowed to take any [orm of psychological problem that gave them
more than a -5 o any action, and probably no more than (wo
psychological limitations of any amount.

Enemies - While the characters are bound w pick up
enemies in the coarse of play, they can also start the game with
them. An enemy is defined as someone the character is aware of
that is determined 10 cause them harm or soffering. They zre
also stronger than the charscter, else the character would have
already disposed of them. Enemies show up when the GM feels
like introducing them, or they can remain behind the scenes,
causing mischiel withoui ever showing themselves,

While cherscters in a Time Pawol will automatcally have
cerain specilic or general enemics, these are not warth points.
However, this does nod eliminate the possibility of private feuds
within a clase of enemies, Forinsiance, you bave an enemy in
the form of a rival Time Patrol organization, This 15 not worth
any points. However, within that organization is a highly placed
agent whose Tamily you accidentally killed while on a missicn,
and he hes g vendeta against yvou. He will use all his fres time
to try and track vou down, possibly interfering with your
Missions, Or cven selting up silusions i ime that you are likely
to imvestigase, thus being drawn into ambush,
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A zingle enemy is worth SAF or 5P, Thiz iz usually a
single individual, with limited resources.

Example - The aforementioned agent is limited to a
certain small chunk of history or altemate tmelines, and cannot
affect you oulzide thoze areaz, 1T 3 mission akes you (o hiz
territory, that is another matter entirely...

For 10AFP or 3P will get you a small group of coemics,
with a mare distributed area of inlluence,

Example - The agent has 8 much wider range of
movment, and a number of loval subordinates who are assisting
liim in this private feod, Perhaps be will not affect vou directly
all that ofien, but he may gradoally liam about your preferences,
limitutions and wesknesses, and plot to exploil thess.

For Z0AF or 5P will gel a large group of engmies, with o
large area of mfluence,

Example - The ageni iz highly placed within hiz
organization, and can direct entire mizsions devoted solely w
causing you gricf. There are very few places outside your home
timeline where you are safe, and even that 15 not goarantesd.

Enemies are permancot, and can only be bought off by
using tactics that get rid of the problem. This could be anyihing
from assassination 1o simply paying off your debts. The GM
shiould make sure that enemies are 000 (o0 easy o get rd of, and
should assume that they are at least as clever as the charactors, iF
not mare 50,

Friends - Like cnemies, except worse, since they expect
vou o do them favors occasionally. A friend 15 someone highly
placed whom you owe favors, loyalty o doy o, and whom in
return 15 occasionally able to help you oot if yoo need it. The
amount of AP ar SP you get is proportional o how deeply you
are in hock o your benefactor, and also proportional o their
poential influence on youor life,

For 5 AP or 5P, you have a minor obligation to someone,
a favor to a person with some Iocal influence,

Expmple - Friends in the Archive Division bave "lopned”
you a few items on occasion for study or mission use, and they
will occasionally ask you o look for of pick up specific items
while on assignment. However, they might also ask for some-
thing forbidden by regulations...

For 10 AP or 3F, you owe someong a large favor, and
their inflosnce extends over a moderate region.

Example - You siumbled across an independent time
traveler, and contrary to regulations, didn't try to bring him in.
Like a bad peony, he drops in on you cccasionally, sometimes
helpful, sometimes asking for favors. You would like to bring
him in, but knowing an independent time traveler can be
cxtremely pseful at times, 50 you put up with him.  You know
yourll be in trowble if he ever tells, bot that would never happen...

For 20AF or 5P, you owe someons your life and
livelihood, and this someone has 3 great deal of influence almost
everywhens,

Example - Your Primary Game characters were rescned
[rom almost censin death by 2 temporal assaolt weam, who bosta
few members in the procezz, You are willing o bend or break a
lot of rles to help any of these people out should they ever need
YOUF assistance, even if they ask for what borders on ireason,.,

=

These ohligations are genemily a one-shot affair, There
can be minor instances of friendly obligations, but these poins
represent & single major service. Once you [ulfill the obliganon,
you may decide 10 drop il. However, yono will lose any benefits
that obligation gave as well. For dooble the points, you may
make an cblignion permanent, You will have it for as long as
your character lives, or until vou perform some exceptional
service that would free you from the obligation.

Rret Jomes Ape; Imdererminans
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. T 1

IR 12 DEX; 12 APP: 11 PO 10
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AWPL 12 NVGH 13 PHIL: 12 S5EAR 18
PST 12 TRAK 14 HIST 14 CART 15
BOW 12 SURC 14 S0OCL 14 RIOL 12

Masakhle equipmenl

1861 Colurevalves (2111 Elevmenic book (1 Megopages)
Composite bow (100) Mzeromaculars with reconder
Seanmer (survey unit) Bduliitingunl ranslator

Anmar Location: Anywhers raml, primilive
G BF vest and enbd, expecially alien cultares,
172 Bady suit Motes: Collecting ecosystem infar-

mation and culural knowledpe,

TimeLords - Throughoot the rest of the rules, some of
the original playtesters have been immaortalized as sample char-
acters. This roughly what they were like at the end of the last
playtest campaign, with additions made for their additional
futures and the soals they wanted oo acheive, From tem, you
can wet an ides of the equipiment, playing siyle and philosophy of
a group of experienced TimeLords, They can also be Deur gx
ridohing for your campign, popping in o rescoe overwhelmesd
characters, or acl as lemporary guides or instigators of adven-
turcs, Mone of them are stupid, and a few hove access w folores
that allow them o cheat death entirely, bt despite reasonabls
combat skills, all would mather talk than fight. They are not so
old az to have forgotten what 13 was like in the early days, but
vour characters will still have to prove themselves worthy of the
title, and these TimeLords won't make that road any easier,

—
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The Palrol - There are a large number of incamations
of The Patrol that you can run and play in. [ yoo make up your
pwnt, here are a few overall puidelines w consider,

. You nced to work out the physical means of characters'
e travel, e, do they carry it with them, how accurate is
it, how long does 18 ke w0 work?

Agents are an elite, and should be trained in such a way as

iy bz effective in almaost any Gme period.

i.  The less change introduced onlo a timeline, the beter,
This iz especially true for killing locals, whose eventual
descendants may be unknown.

4,  Equipment podicies should be clear o all.  Maost equip-
ment should be designed w decay rapidly or wear oot
quickly in case it has o be shandoned, preventing misuse
by kocals or embamssing archaeological discoverics,

fea

Below are a fow sample organizations, with some
hackground references, campaign advantages and disadvaniages.

The Guardians - The Guardians are aliens from a
fulnre so distant that mankind's sun has died, and the solar
system vaporized in its foneral pyre. They know all the secrets
al time travel, all the past, and all possible futures, In their own
near-immoriality, some have gone from guardians of free will o
pratectors of their own future, but most follow a path of non-
nterferenes. Though they can change the fulure, they have scen
a1l the futores for their race, and they are all cqually bleak. So,
they try (o help other races whose futures are brighter, 3o that
they avoid a similar Cate.

They recruit individuals from all walks of life, selected so
heir dissppearance will not be noticed,  This is aswally
accomplished by choosing from accidents where no bodies were
recovered, or confusion would prevent witnesses of the
gbduction. An exemple would be 1o appear on Board a jer abow
in crash, and kidnap the condidates.  Just a few more missing
bodies, Or for the more distang past, it would be very casy o
have a person simply "disappear™, After the shock hos wom off,
the new recruils are traimed for duty, and given assignments ina
geriain temporal zone, usually an arca they are familiar with.
They will live and work there as regular citizens until a call
gormes down of & need lor their services, They then go where
(hey are needed, and do what needs o be done. The aliznz
themselves are seldom seen. Most Guardians are humans trained
by humans at a base far in the futore, safe from accidental
fiscovery, While the aliens could select a bright future for
mankind, they do not, Man is given the opportumily 1 change it
fur himse]lf, Whether ar oot he makes the right choices is the iest
of worth.

Advantapes - Characters con be indeced into the
campaign from the Primary Game, cither at the stan, or later on.
(ir, characters can be designed from any time period as a base.
(e character could be & survivor of the Titanic, while another
could b2 a Muosketeer. The aliens are probably the few
[esigners who escaped the Destroyer's genocidal attack, and
they help mankind out of gratitude, since Lightbearer, a human,
i the one who eventually eliminaied the Destroyer,

The GM can sey up the campaign base in any time poriod
or miliew desired, and wse it for mundane sdventures, or jump
back and forth in that period for advenmres, For example, you
might be based in 1920% Amerca, and adventure solely in the
present, vsing your advanced technology o get o exotic loca-
tioms, rather than ume raveling, However, on occasion you will
have 10 jump forward or back, or to aliemate histories, so the
M has a choiee of adventure options.  To prevent temporal
anomalies, it would be reasonable to allow the charmcters only
equipment from tieir base timeline, making missions more a
function of skill than of advanced technology oveckill,

Characters will wravel by means of portable time travel
devices, which can range in size from a calculator w a
motorcvele, depending on the GM. This gives the charpcters a
great degree of froedom of movement, and accuracy of jumps.

Disadvaniages - Since the campaign is over & small
izmporal zone, eventually, the adventore possibilities may nun
oul. Thiz campaign works best with limited numbers of altermaie
worlds, rather than a multplicity of near-identcal altermates. In
addition, the GM will need to mainiain scrupelons records of
timeline changes and their mmifications.  Since characlers may
theoretically be on the same timelines they are modifying, you
may have to rearrange the world after major changes are made,
The cliaraciers themselves will not be alfected, either because
they are nol engindally from that timeling, or because of high-
tech implants that render their immediate vicinily immune o
such temporal reorganization. Characters will not like being lefi
in the dark regarding the motives behind a mission, and o jumps
ahead to the main base will be needed for occazional "big
picture” debriefings,

Background - Time Patrolman, or The Guardians of
Time, by Poul Anderson,

The Time Force - Set on Earth at around 2 100AT, all
the major powers have slumbled across ime/dimension travel,
and don't know quite what to do with i, What they do first is w
keep it quiel, and cauticusly experiment, first with objects, then
animals, and finally people. As the laws of wmporal physics ane
worked out, both swdes realize that the fabric of the wniverse i3
woven into strands of probability, which can be modified by
manipulation of the past. Paranoid, both sides set up w@emporal
isolation fields containing the sum of historical knowledge,
These libraries are constantly compared to librades subject o
prohahalistic change. Any difference means that there has been
tampering with the past. Teams are sent back to correct the
situstion andfor modily it o theie benefit. Chosen to champion
their respective canses, these teams are the best their govern-
ments can fmd. Ace they good enough?

Advantages - The campaign i% set in a modern world, not
s0 far in the future as o be unrecognizable, but far enough ahead
10 allow new breakthroughs, like laser weapons, cybemetic
augments, et Characters are operating off a major probability
ling, so there could theoretically be multiple Time Forces, with
slatistical fAuctuntions being the major foree of change, that is, if
most of the "identical” teams succeed, the flow is alicred one
way, but if most of them [ail, it aliers another way, The object is
to preserve the status quo for the majority of the possible futires.
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Thiz does oot prevent alternate tmeline ravel, but
actoally encoorapes it For instance, it might be strategically
pdvantageous 0 have an altermate colonial US ke control of
South Africa, and 15 shore of strategic minerals, while simuolta-
neously keeping that world from developing technologically.
This mives a free sopply of strategic metals, without depleting the
homewarld,  However, the alicrnate universe Time Patrol two
probabilities over might have something 1o say about this kind of
tampering, making for really convoluted backgrounds, This
multiple background can alse allow quick replocement of
decepszed characiers, A character killed in your campaign might
have lived in an altemate history, 5o a favorie character need not
die permanently, Howewver, the more times this kappens, the less
likely vou will get o replacement, since thers iz an ever-
dwindling supply of you out there, This could be reflected ina
random survival roll. Fail the roll, and there are no more of
"vou” available for adventuring, so you have 14 start over.

Disadvantages - This kind of Parol will be very politcal.
Au an cxiension of the government, it will be plagued by
factionalism, pork barrel politics, near-sighted policy and the
whole thing shielded by secrecy, an almost unlimited budget,
and e literal ability 1o make (s enemies dizappear. I this is
leaked slowly o the chamcters, it can make for a new bwist Lo
the campaign about the time the characiers get complacent,
capecially if they are "set op™ o take o full by their superions.

dince this is a relatively low-tech time travel sewp, the
characters will probably be sent from o large and complex
facilicy, unable (o leave or relurn without central assistance,
This 15 wsually done by tmed drop-offs and pickups ot specific
siles, Missing a pickup can mean a very long wait, especially
gince there 15 no way of trecking an individoeal except by
hiztorical changes they make,

The equipment of the characters will be very high-tech
comparad o wherever they po, making any sorf of combat
confrontation a massacre on the low-tech side, The GM will
have o be creative to avoid this, since combatr without
challenges pets boring real quick, and constantly fighting their
an oppesing organization similarly armed with high-tech
weapons will likely get them dead in short order.

Background - The Timewars serics, by Simon Hawke,
Downtiming the Might Side, by Jack L. Chalker, or Time
Police (zeries), by Warren Morwood,

The Keepers of the Flame - Operating from a
secure hase outside of time, at the énd of the universz, the
Keepers of the Flame have batled since time immemorial
againzt The Enemy. The lemposal sphere has been split into two
parts by the ancieot battle, Those of lesser understanding call
the sidez Good and Evil, or Law and Chans. The battleficld has
changed over thie eons, but the front for the past 70 million vears
s been Earth, Here, the force meet in the battle efernal,
Unahble to enter the battle except on rare occasion, these forces
call on morals in their struggle to extend their domains, The
calling 15 answered by few, but they are ever dedicated 1o their
cause, and fight The Enemy through time and space af critical
places to shift the future towards order and life for worlds that
know but litle of teir existence,

Advantages - This iz a campaign full of mystery and
inysticizm, The characiers are servants/followersfiools of forces
almast beyond human comprehension, which exist on another
plane of reality, Having fought w a salemate there, they seanch
elsewhere for advantage, and corrently fight over Earth, Rather
than using mere “technology”, human Keepers have access o the
tiniest fraction of the other reality, with which they can iravel
unaided through time and space. Their enemies are similarly
powered mortal servants of The Encmy, and they wage a sce-
saw battle across the centuries for domination of the planet. On
pocasion, one of The Enemy may show up, and provide a real
challenge, since even viewing one is enough to drive some men
mad. Obviously, this isn't your standard tme travel campaign,
and therein lies the appeal. Characters can use “"magic” powers
with GM approval, providing an interesting twist for an
ciherwise technological background,

| ik '- “‘ — .--I'r. .L.r;..- =
Disadvantiages - Most action in the campaign will ol
necessarily requine tme tavel. Rather, characters can move
about a regular game-world, trying to thwart "evil™, in the form
of a varicty of "supermawral” forces.  Also, the idea of being
*religions” crusaders may not appeal o some characters, espec-
ially for extradimensional forces whose motivations can anly be
puessed ot

The characters will not have a huge, technological base of
operations 10 work from, and may have o earn a living in
addition 1o their missions. Howewver, a wealthy secret socicty as
a backer would be reasonable, More restricting might be cenlain
codes of behavior that hove 1o be followed, codes which may
cither prove distasteful at times, or force flagrant violation of the
law at oghers,

Background - Any banle of "good” vs, "evil” beyond the
control or understanding of mere monals is suitable for this
hackground, for while these forces may not be able to direcily
interfere with events, they can cedainly exert enough force 1o
move ordinary people into other fimes and places o do their
bidding. The most obvious choice of books would be anything
in the Eternal Champion series, wrilien by Michae]l Moorcock.
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Getting Started - Now that yoo have characters,
equipment and zome idea of what you are doing, how do you
gart the game? For the Pomaery Game, you osuslly ose
variations on the back cover scenario;

L. The characters accidentally find a Matrix,

Ciaming had just ahout wound down for the night when
you pulled out the present you'd bought earlier i the day, Your
faibier was a rockhound, and you koew this chunk of pyrite
wirald appeal w him. You were showing it off when ooe of the
orysials broke off and rolled onto the floor, You pick it up, and
it begins 1w glow..,

%, The characters have a Matrix foreed upon them.

Gaming had died down as everyone ok a snock break,
when there was & knock at the door, Unsuspecting, you tum the
deorknob, Belore you can react, it 18 slammed opes, hurling you
sgainst the far wall, A large figure dressed in black sirides
unopposed into the room. He's carmving some sort of weapon,
and your friends dive for cover, bul to no avail, Blue lighining
sirikes all of them...the man is impossibly ast. You almost
recover from being sunncd when a bolt hits you. Spods fll your
viston.  Merveless, you zlump o the ground, bashing ywour
forehead on the coffec table, and silently sprawling facedown on
the floor. Mercilully, yvou feel nothing, A bood flips you over.,
You hear it, but can't feel the toe digging into your ribs. Glassy-
evedl, vou lisien as the intruder speaks for the firse time,

"You really ought o thank me for what I'm abouot o do,
but T understand that's impossible at the moment,. What am 1
gng b do, you ask? I'm going to liven up your miserable little
livees for all etemity...if you're lucky, 10 not, you'll diz, probably
slowly, but that's nod my concemn. You sce his?" He holds op a
shiny object, not much bigger than a marble. Yoo try o focus on
it, but fail. Your eves water, bot vou can't even blink to clear
them. He continues. "This is your Gcket oot I've get op a linde
chetacle course for you, IF you survive, [ guess you deserve (o
fve.. for now., Have fun, and don't forget to wote!” With a
maniacal laugh, he weses the object on the foor and walks oot
the open door. [t begins 1 glow...

3. A Matrix is forced upon them by circumstance.

You and your friends have just finished a long wargaming
seasion and are heading home,  1t's two in the morning, and all
the streets are deserted. All yoo really want is to get home and
crawl into bed,  As you pull out of the parking lot, 2 man runs
out of the alley and into the path of your car, There iz a sofl
thump as he hits the side of your vehicle, and you slam on the
brakes. That last drink sloshes onto the floor, and you can hear
the ice cubes rattle, even over the vells of your fmends. You get
out of the car, shaking like a leaf. You've just hit someone,
Wour first thoughts are not on the man lyving at your feet, but of
your insurance rates. He is lying on his back, and you are afraid
to move him, but thankfully he is still alive. One of your friends
runs i 4 pay phone i call an ambulance, The man ying on the
pavement opens his eyes, looks at youo, and stans o speak.
"Yow...can't let them...can't let them have iL" You have no idea
what he iz talking about, but he continues. "It will lead you...to
otherz,..power..they want it.”™ Your friend comes back, The
ambulance is on its way. His breathing is getting weaker, buot he
can stll speak. "You musl..most take 1L, recover the others,
w3 g He shudders violently, and is sill, You arrange him
&0 yiou cant starl o perform mouth-to-mouth resuscitation, Your
hand comes off his back covered with blood, Shocked, you rell
him over. His back is soaked with blood, but not enough o
cover the three chammed holes in his jacket. Az you penty lay
him back down, his clenched fist opens, and a small irregular
pizee af metal rodls cut onto the pavement, At the same time, a
car screcches around the comer, Foar men get out, all holding
strange-looking guns. You hear “That's him! Don't let any of
them get away!” Bullets and other things stan zipping by you in
the darkness. You think *I gotta get out of here®, and grab the
ghiny ohject on the road, That's the Iast thing you remember...

There are a number of books that deal with individuals or
groups cast oul in time, space ar probability, with only limiged
coqtrol of their joumeys. The classic is perhaps A Connecticut
Yankee in King Arthur’s Court, by Mark Twain, but there are
many otherz, of which the following is just a zample,

Castaways in Time (zeries), by Bobert Adams
The Dancer from Atlantis, by Poul Anderson
The Practice Effect, by David Brin
Assipnment in Eternity, by Eobert A, Heinlein
The Time Bender, by Keith Laumer

Dinpsaur Beach, by Keith Laumer

Operation Time Search, by Andre Morton
The Anubis Laates, by Tim Powers

After the Fact, by Fred Saberhagen

Time Wars, edited by Charles Waugh, Martin Greenberg
The Time Machine, by H.G.Wellz
Roadmarks, by Boger Zelazny

The Chronicles of Amber, by Roger Zelazny

How you run TimeLords is up 0 you, but regardiess of
whether your style leans towards intricate and devious plots, or
lots of action and combat, you can probably design an adventure
o challenge the plavers and keep them coming back for more,
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Combat Basics - The TimeLords

combat and damage sysiems are based
on some clementary principles, the

implemeniation  of

which beon

frustrating game designers since the
hobby began,

Comhbat:

5

In most Silualions, & SIPONEEr oF
mHe dexirous person will be able
to move and bring 4 weapon or
defense into position fasier than a
wiaker or less dexirous person,
Thiz is represented in play by your
Phyzical Speed atiribue,

Betwesn equally strong or dextrous
opponents with the zame weapon,
the beter skilled one has an
advantage, This is your Initiative,
the average of Skill and Spead.
Between equally skilled opponents,
the one with the more maneuyver-
able weapon has the advantage,
most of the ume. This is weapon
[nitiative, added to your base
[nitiative, and also why weapons
with a long reach provide an
initiative bonus va, shorer ones,
All other things being equal, the
person with the better position has
an advantage. This is why [acing
makes a difference for Initiative
and "1 hit® chances,

All other things being equal, the
least encumbered person has an
pdvaniage. Thiz is why you lake
penaltics to Initiative and move-
ment i you are carrying oo much,
but thiz penalty most be weighed
against the protection and ammor
this weight provides,

The person with Inidative can
either eatch an opponent off guard,
or react after an opponent has
commitied themselves, The person
with lower [nitiative 15 always at a
dizadvaniage.

Having seen the justification for

each azpect of combat, you can make
your own decisions on how moch detard

b include.

Combat - Combat will occur in the course of play, The following rules show
how it is done. First, you need (o get the basics that apply to all combat. Then, different
types of combat will be cxplained, and finally, damage and armor will be covered,

Speed - Each character in TimeLords has a Physical and Mental Speed, listed on
the character sheet. This is how physically or mentally last the character is. Speed
determines how many full combat actions the character gets in a tuen, and how
disadvantaged they are between these acions,

Combat is done in tums. Each Combat Tum is 10 seconds, or phases. Flay moves
phase by phase, each phase completed before the next begins. A character will get a full
action in every phase marked with an "X,

apeed

1- 3- 5- 7- 0. 11- | 13| 15 | 17- | 19-

Phase 2 4 [ B 10 12 14 Lis 18 il
1 X X b X X X X
2 X X X X X X X
3 X X X
4 X X X X X |
5 X X X X X X |
[ X X X X X |
7 X X X X |
i X X X X X X X
g X X X h X
| R [ X X X X X X

A character may act on a phase other than the ones marked with an "X", but il they
do, they will ke a minus 1 all of their actions, The modifier a characier gets on phases
without an "X" is equal to the number of phases in a turn they do not act at Tl
effectiveness  This modifier applies to any action which would require a roll by a
character, like skills and Attribules, but not rolls foe giving or wking demage.
wans  Alternately, you can efther throw out this minuy altogether, saying characters act
equally on all phases, or say that characters may act only on their phases, net on olkers.
Both aptions have their advaniages and disadvantages in time spent and realism.

Example - A character with a Speed of 10 gets 5 full actions in a Combal Tusn,
and 3 actions that get a -5 to rolle. Cr, you could zay that they only ke 5 actions in a
turn, and no more, or simply abandon the Speed atwribute allogether, Mark your phases
and off-phase minuses on the appropriate part of the character sheet.

Initiative - In order to see who goes first in a phase, initiative must be
determined. Take the average(d) of your Skill used and your Physical or Mental Speed,
whichever i5 approprinte. This is your base initiative, IF what =kill you plan to use is nol
determined, or you are moving, the skill is counted as Dexterity. Firearms have a
minimum initiative of 10, regardless of how low the Skill and Speed of the user are. The
minimum iz 10, and if Skill and Speed indicate so, it may be higher, Figure this out and
mark it down for the weapons you use for futore reference.

Then add or subtract the following, depending on the action done.

Action Modifier
Imitiative of weapon used Varics
Using a mental power/making a decizion +0
Holding an action +3
Performing non-comhbat action (running shouting eic.) -3
Attacking inlo Sector 11, V1 -1
Auacking inie Sector II1, ¥ r3
Adtacking il Sector 1Y -5
Using an unresdy/partinlly ready weapon 3
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Foll 1dé and add it to this amount, The characiers act in order from highest wotal
i lowest total,

Example - Character A has a skill of 14 with a weapon baving an initiative of -2
His Physical Speed is 12, His base initiative is the average of Speed and Skill, minuos 2
for the weapon, for o total of 11, He thes rolls 1d6 and gots a 2, 0 the fnal resoli iz a 13,
He zcis afier all characters with Initiatives of 14 or bewer, af the same ime 85 those with
13, and before all thase with a 12 or less.

Bagically, characters who have o course of action planned act faster than those who
are wiiting (o see what happens. Charactérs who are moving will probahly act aficr those
whi are wsing a weapon, and characiers with high skillz will probably act before those
with lower ones,

Length Advantage - If one character has a weapon at least 30cm longes than
(ki opponent, aiacks by the character with the longer weapon get a +5 1o Initiative
because of superior resch, The weapon is still juse az slow, bul vour opponent can be
kept at range better. Thiz is negated when the character with the shorter weapon closes to
a range of loss than the length of the weapon, usually by wsing the "Advancing” modifier
to an auack (p.6a). For weapons less than Im long, this means in the same hex, If a
weapon is thrown, this does not apply.

Combat Sequencing - Within a ten second Combae Turn, play proceads by
exch one second phase. Within each phase, actions are clossified 25 Combat ar
Movement, and proceed in the order of imitiative. IF o characier wishes (o move belore
atlacking, they are counted as moving for initiative, in addition w any Initistive bonus or
penalty of the weapon, If they atack and then move, they are counted as attacking for
indiative, but cannot atlack agein afier moving, Movement is semi-simultancous, things
being done in logice] order. All characters within sight of cach other can respond o each
other's actions. IT necessary, movement shonld be 1 hex ata tme, in order of initiative,
and sequenced by using the Combat Sequencing Chart. There are certain actions thal are
preeplionz to the normal initatve flow, These include combal manewvers, such as
dodging, and opportunity fire, which iz used in silwations where combat must occur
during movement, a5 in shooting throogh a window as you run past. Although a
movement, dodging is counted as o combat action, with a Skill egual o Dexterity, and
apportunity fire is counted as being during movement, althongh it may be a held action if
the choracter hod a specific target in mind, rather than a spor of the moment attack.
Characters may also hold actions on combat or movement, which 15 wailing for 2 certain
sign before executing the mancuver, An example of this might be 1o prepare 1o dodge an
aack you expect will be coming, Phuses are 2 necessary concept so that the passing of
time in combat can be defined, but the sequence of aclions can make it hazy, A person
who wants to attack and then move does so in the normal sequence, but a person who
wishes 1o move, then attack might use the Movement part of one phase, and the Combat
part of the next, On the timescale vsed, this is sometimes necessarv, A characier is
alwiys coonted as doing the move they did at the end of their last Movement for parposes
of attacking or being a target. If you have not yet moved on the current phase, the
mavement af the previons phase applies.

Example - Il a character moves and aiacks, they may take g movement modifier
on their chance o hit, O the next phase, iF they atlack immediaiely, they will have o
bevier initative, but sill be connted as moving for their chance o Bit. After altacking,
they can stop, and be counted as stationary for the e phase. I they decide 1o stop and
prepare before attacking, giving a better chance W hit, they are counted as moving for
initiative purposes, 50 whomever they artack will probably petin the first blow,

The sequencing system is very [exible, but it also requires thought on the pan of
e players, thinking ahead a szcond or two 10 see what they want o do, and planning
teir actions so they can be done with best effecl

To simplify sequencing, all actions can be classified az Combat or Movement,
andl proceed in this arder, All combat occurs, then all movement oocars, each in the order
af fnitiative. Dodging is still coonted as combat, and opportunity fire as movement,

Damapge:

Guns are consistent in their dam-
uge. A bullel which will penateate
# given armar will almost always
penetrule that armor, and a buollat
which will nol penetrale an armor
will almaost always fail 1o penetrate.
This is why guns will have a fixed
damage instead of a random roll
based on their energy.

Melee weapons are not as consis-
tent in their domage, the ability 1w
penetrute armor dependent on owany
factors that guickly change in the
heat of combar, Melee weapons
roll randomly Tor damags, based on
weapon type, and modified by the
dtrength of L1he person using the
WeERpon,

People are nol homogeneous lumps
of tssue. A fairly smoll amount of
damage o critical locations can kil
or incapacitate ¢ person, while the
same damage clsewhere might not,
A sword thrust w e head might
kill, o hit to the arm may sever an
artery, and a hit o the leg might
oaly go through muscle, This iz
why there are separate damage
tables lor different arcas of the
body, with different types of effects
for cach,

People are not machines. They do
not fall apart after taking a given
amount of damage. This is why
pctual damage (o characlers is not
cumulative, but a series of mpoir-
ments that affect various aspects of
i character's functioning, such as
atrengih, runnimg speed or Desx-
Lerity,

While it 1z easy to kill zomeone, i
is difficult i do so instantly, most
deaths resulting From loss of vital
funciions over o pericd of minutes,
However, it is fairly easy 10 render
samenns unconscious or daze them
due (o shock, This is why only
fead and torso hits can instantly kill
a charncter, but characiers can still
die within mimoles or houes due o3
lack of sulficient medical carne,

Both simple and detailed damage

systems are provided in TimeLords.
Again, you can choose what is right for
your style of play.
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The Combat Display - Hexagonal grid paper is used
for map and display purposes, although you mey use staggered
squares equally well.  Each character has & facings, called
qectors. Sector 1 is always the facing wo the character's front,
regardless of which way they tum. The other Sectors are always
in the same position relative 1o Sector I A characier should
always be facing a hex side, 0 thas there i no doubl a5 o how
the character is facing. The Sectors are illustrated Below.
| —

H"H-:;;-;C it in Secior [ for both A

and B, while T is in Sector 1
fior A, and Sector [or B, i

T S,

A map is wsually drawn of any arca in which the combat
necurs. The scale use in zlmost all TimeLords battles is: 1hex
on the map equals 1 meler, Smm hex paper iz gond for open
arsas or ontdoor combeats, while 12mm paper is good for combat
inside buildings or small areas, or when using minialures,
Charactees may be kept wack of by marking their initials in hex
they are in with pencil. An amow serves 10 show the way the
character is facing. Allernately, characters may be represenicd
by miniztures. This is visually more appealing, but substantinlly
OrE EApETEIvE,

.
5
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Movement and Scale - As mentioned, each hex on

the combat display represents 1 meter. Humans have a normal

maximum move of 9 meters per phase, can accelepale 3 melers

per phase, and decelerale & meters per phase, acoeleration or

checoferaaur dosidoe dhafais s oot soek plose.

In mosl situations, there will only be one person per hex,
Close combat or grappled characters will usually occupy the
sume hex, however, Two people per hex is fairly crowded, and
four is the maximum that will reasonably fit in an area this size.

For larger scale actions, you can move 10 a scale of 5
meters per hex. This means that people will be able 10 move
cither one or two of these hexes per phase.  Melee combat can
only take place between opponcnts in the same hex, and range
mesdifiess for projectile weapons simply use the nearest multiple
of § meters(u). This is good for chase scenes, large scale baitles,
movement i0 a city or Wwn, etz

Visibility - Many people 1ake it for granted that you can
see everything on the field of combal. This iz usually not the
case. For initial spouing, characters should have o make
Perception rolls Lo see an enemy, You can't aim at something
you don't know is there. Most situational modifiers making
mare difficalt 1o spet a target also make it more difficult 10 hit.
Rather than applying all Perceplion modifiers w your "o hit®
rollz, only the most comman one, camouflage, i3 used for bodh

Mike Higzing Age: Indeferminais
Flzight: 18%cm Weight: B2kg

Chunte:”Stiy nbert. Trust no one. Keep your laser hamdy.”
e i B

5TR: 11 DEX: 13 AFE: 10 POW: 10
COM: 13 Wil: 11 PER: 14 BR: 3
IKT: 17 BRY: 13 5ThA: 13 Bpesd: 12
Bnjor 2kills

RIFL 11 5TAF # [MHW & EGYP 7
PIST 9 STLH 10 SURW 7 RORS &
METE 12 FSAD 7 HIST 7 HERO &
BOwW & ACTG 14 ERCH 10 COSC 14
Motable equipment

Fimst AR kit 1A-16 with thermal scops, laser sight
Croarterstaff "Wristhreakes” (sawed-off, SAT 2 2)
BN mntorcycls Portable compuies w/soler pancls
Ammnor Location: Anywhers

G B ven Motea: Bionie left hand, STR 20,

212 Body suil bndly searsed lefi knee and forearm
16/12 BP helmict (A0 gresids)
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Damage - Weapons of any type are rated acconding 1o
their Damage Value, or DV, and Damage Type, which will be a
gaffix from Roman numerals 1 through ¥,

The DV of a weapon is the number of d10 of damage the
weapon can do, plus the chance of doing extra points of damage.
The number of 410 15 the DVSI00), and the remainder is the
change of doing extra damage. This chance is usually ralled on
the clnsest die type, imnoring leliover nnmbers,

Example - A DV of 34 means the weapon does 2d10 of
darnage, and can do up to 4 poinis mare, 3o, this weapon would
mll 1d4 for this extra amount, For weapons with a DV of less
than 10, the DV is the type of die rolled for damage.

Example - A DV of 6 does 1d6 of damage, and a DV of 4
dnes 1d4, A DV of 5 would roll 186, and reroll any results of &,

Guns are rather consistent, and more realistic results are
obeained if the averape damage is used. This meoans that a bullen
which will penetrate a given armor will almost always penetrate
ikat armor, and a bullet which bounces will almost always
beunce. Variation in effect vi living creatures is taken carg of
by the method in which the damage is applied. The average
darmage for bullets is listed by e DV of the bullet (Relerence
Sheet) and is roughly the DV/Z(u). For those who wish o be
more exact, it is 5.5 points per 110 of damage, or the DV with a
L modifier. Y
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Damage Type - Wespons are divided into five types
for damage purposes. This ranges from Type I, which iz all
lethal damage, like bollets, armows, and bladed weapons, down Lo
Type ¥, which is all non-lethal damage, like a mental ateack.,
Most weapons are in the Type 1o Type 11 mnge.

Damage Type Damage Done Example
[ All Lethal Bullet, knife
I 34 lethal Mace
[ 1/2 kzthal Club
v 174 Jethal Lead sap
v All nom-lethzl Stnner

The way this works is that you ke damage based on a
fraction of your BP, in 5% increments, so 4 person with 4[1BP
who took 8BP From an injury would have taken a 20%% domags
effect, In thiz case, since damage i5 in 5% increments, it would
be Damage Level of 4, If this were a weapon that did Type I1
damage, the chamacter would check for ferkal damage on the "3°
column, and since 14 of the damage is non-lethal, they would
alse check for temporary additional effects on the "1" column,
Both damape types always round down, IF the person had ken
f points instead of 8, this would be 2 Damage Level of 3. Since
34 of 3 is less than 3, and 1/4 of 3 is less than 1, they woold
have taken a lethal cffect on the 2 celumn, and no non-lethal
effect af all.

If the siuation was reversed for the Damage Level 4 hic
(say a Type IV weapon), you would have the opposite effect.
The damage would still be on the "3% column, but the effects
would be noa-fethal, with an additional fagfal effect on the "1
column. For instance, getting hit aver the head with a lead sap.
It might knock you unconscions, but this is a relatively short
term effect. However, you may get a lump that will take a few
days to go away.

Femember that you moluply the damage done for torso
and head hite bgfore you split up the effects into lethal and noa-
lethal damage, nog after,

Example - If you ook 8 points of Type 11 damage o the
tarso, you would multiply all bot the first 2, figure out the
Damage Level, and thea split it ioto lethal and non-lethal
damage.

There 15 a row soross the character shoct dircctly below
your slais and character outline. To save you from having 10
ook up damaege on the UMC gach time you are hit, Ggure it ool
for your character's BP now, g0 you will always have it handy,
Remember Uil it will have 1o be recaleulated if vour characler
increases or decrepses m BP for any reason, bul this does not
happen that often. The character development sheet in the back
of the miles has these numbers for characters having belween 23
ancl 40BP,

Hit Location - If a character is hit, you will wsoally
have 10 determine & specific body area that was struck. Hils 1o
different locations will get multples on damage doe to the fact
that teze locations are more responsible for keeping you alive,
Each torso or abdamen hit will have all drmage over two peints
doubled, and hits 1o the head are guadrupled after the (it wo.
This takes inlo account muscles of bone that must he penctricd
belore serious damaie is done 1o the brain or intemal organs, It
is wery important 10 note that only damage which is unaffecied
by armor is multiplied, Damage reduced in lethality by armor i3
oy multiplicd,

Example - A 10 point hit 1o the torso will have 8 points of
the damage doubled, for 16, plus the non-doubled 2, for a total of
18 points of damage, A 10 point hit to the head will have B
points of the damage quadropled, for 32, plus the non-doubled 2,
for a total of 34 points of damage. A 10 point hit which poes
through 6 points of armor will only strike the characier with 4
points of damage, and only two of those would be multiplied if
this were a torso or head hit




Hit Locations

44

Multiplicption of damage applies o most animals as well,
and can be applied in differing amounts to alien or fantasy
creatures as well, Very large crealures may require 3 or 4 points
before multiplication, and small ones only 1, or even nooe.

Hit Location Chart - A copy of the basic Hit
Location Chart follows. Locations are listed asg to the general
area of the body hit, and any multiplier that is used on any
damage afler the first ba points,

Roll Loc LGP
| Head 4x

2-3  R.Am Ix
4 K.Hand Ix
57  Chest 2x
g9  L.Amn Ix
10 L.Hand Lz
11-12  Abdomen  2x
13-16 R.Leg Iz

17-20 LLeg  Ix

When a character takes damage, the amount of damage
taken is cross-referenced with their BF on the UMC,  Any
pmbiguous results round in the favor of the character. The resull
on the UMC iz the Traction of their damage taken in that blow,

Example - A chorpcter with 27EP 15 hit and takes a wolal
of 7BP, Looking ai the UMC at the 27 level and going down
that column, thiz 15 either a result of 5 or &, 20 00 poes 0o
Damage Level of 5, IF they were hit again in the same place,
tsey would take the exace same effect,. BP are mot lost or
mendified by previouws agacks, What would happen 15 that any
damage effeciz on that location would be comualative, which
would eventually render that part of the body unusable,

MNumber to be modified
Damage Level 25 il 27 28 29 Al
3 i 6 i 7 T K
1] ) . 8 B & g

Effects - In the basic damage system, this Damage Level
taken by the characier represents g minus that s taken to all
actions involving that part of the body, with muliipliers for
Incatinn,

e —— ————

Impairment mulliplier

Location Slun %
Head x 152y 54
Torso z1.0 %1
Arms, legs 52,0 3. 250
Whole Body = 120d) A

Basic Damage - TimeLords uses a different damage
svstem than ciher games. People do nod have a fized amount of
Body Poinls that are lost as they ke damage, 1f vou think abouot
it, people do not usually die from structural disassembly. This
syslem avoids the “shot in foot” problem. This is that a severely
injured person can usually be killed instantly in most systems by
shooting them in the foot,. The instantaneous meuma would have
to be cxcessive in order (o do this,

Damage Record

L33 4% & T 3 5131113315 140518 28710120 36

: F I ! I Jiethal
L'ﬁrm A ET A P ES III:_I.n-
KEFnotal ATE Dasterlty, ATm ATEesqLh, Aza Siiils
I & 3 4.5 & T 0 5 LAIVIZIY LSS I6LT 1k LD &8

| -I:"l.l:i:
Tc’rsﬂ @i Heular
REfpsta: SEcpagkh, Skamlna, Roralng, ALl dcills
Toal impairment on left aom 15 -9, and torso impaicment is =3,

Damage in TimeLords can roughly be classified as
impairment, various levels of unconsciousness, and eventually
fawml, We see this all the time. A crash victim is alive when the
paramedics get there, but dics before the hospital is reached.
You fall down the swairs and break your leg. Someone gets hit
over the head with a lead sap. These are eventually fatal, impair-
ment, and unconscionsness resolts. They can be separate or
combined, and the length of the effect varies. Writer's cramp is 2
relatively emporary impainment, but having a car run over your
hand might be permanent.

The "impairment modifier” iz the amount the Damage
Lewel is multplied by 1w ger the geial! minus the characier
fakes. "Siun 2" s the amount the dmpairmend (ool the Damage
Level) is muluplied by 1o get the minuzs o Willpower the
characier takes on their moll o svoid being stunngd.

So, a character who wok a Damage Level 5 result ioan
arm wonld iake a =10 o pse of the arm, bol only make a
Willpower roll at -2 1w avoid being stunned, A hil @0 the (orsg
would be g -5 o wse of the torso moscles (which covers a lat),
arid & -5 o Willpower o avedd o ston, A head hic of thiz level
would only couse a =2 w Inielligence rolls, skillz or Perception,
but a -8 1 Wiltpower to avoid being stunned.

Armg and legs 1ake more of an effect becausa there iz less
struciure there to absorb damage, A blow that might not even
crack a rib could still fracture most of the bones in yoor hand, 5o
the impairment iz increased, For the head, remember that the
damage is multiplied before vou check for the Damage Level, 5o
farge impairments are still very casy ocome by, Also, the head
i pretty much an "sll or nothing” deal. Either you are op and
fighting, you're unconscious, or you're dead.

You mark down damage on your character sheet, in the
appropriate aréas of the damage récord. The total in cach area
represents the cumulative effect of damage on your performance,
Lethal and bruizsing damage are marked separatcly for recovery
purposes, but add iegether for impairments.

Example - You tke a -6 iemporary impairment o the left
arin, and alzso a -3 lethal impairment. 5o, vse of that arm is a1 -9
for now, With -3 on the iorso; the total minus on arm use 15 -12.
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Knockouts - In the hasic damage system, anyong who
takes damape must make a Willpower roll, with a mines equal o
the impairment times the Stun multiplier, as described above. I
the ol is Failed, the character wkes a minus of the o foiled
bv on their next action, IF the roll is failed, and e muliplied
impairment 15 greafer than ihe characier's Willpower, they arc
knocked unconscious for a number of seconds equal w e
ampunt the roll was mizzed by, times 1d 10,

Example - A character takes a Damage Level of 6 1o the
fead, The actual impairment is balved, ooa -3, but this -3 iz
maliiplied by 4 1w get the "stun modifier” on teir Willpower
mil. 5o, the character must maks o Willpower roll with 3 =12 1
groid being stunned on their next phase, And, if their Willpower
i5 bess than 12, they will be knocked unconscious if they fail the
modified roll. I their Willpower is 12 or more, the worst that
can happen 15 that would take o substantial minus to all their
actions for several scconds from being dazed by e pain. Thas
makes a substantal difference in melee combat, since a charaoier
iz at a bonus 1o be hit while in such a dazed condition.

Death - Since there are no hit poinis lost in this system,
and damage is only a series of comulative modifiers o your
ghilities, there 1z litde chance of outright death. More than
likely, you will suffer an injury thot may evenmally kill you, if
vou do not receive sufficient medical care. Roll a 420 and
compare it the fedkal DL, If it is less than the DL, vou have
sustained an injury which can eventually be Tatal, whether
through blood loss, intermal kemarrhaging or infection. Multiply
the 20 roll you just made by {20-Willpower roll modifier) wo ged
e pumber of minues vou have o get medical care,

Example - A character hit with a DL of & would have a
15% chance of it being eventually Cual (1-7 on 1200, IF they
ralled a4 on the d20 roll, see what happens:

Head hit - The Willpower modifier for this hil is a =16, so
i-16=4, Muliiply thiz by the d20 roll used o determing
eventually fatal results {3 4), so the character has 4xd4=16
minutes o live. Obviously, this was a severe injury, Mote that a
failed d20 roll for g head DL of 1) or berer means instant death,
Le. [ minutes or less to live, since the Willpower modifier is <20,
and 20-20=0, An unarmored person with 30BP will suffer a
Damage Level of 10 from a & pomnt lethal hit, or abour the
average damage from a small caliber pistol,

Torso hit - The Willpower modifier is a -8, so 20-8=12,
The d20 roll was 4, so the character bas 12x4=48 minuies 1o live,
This could be a severe bleeding injury, but it could be stopped
cnee ot of 3 combat sifeation,

Arm or leg hit - The Willpower modifier is a -4, 20 20-
4=16. The d20 roll was 4, so the character has 16x4=04 minuice
o live, Again, this would probably be a bleeding injury,

Whaole Body hit - The Willpower modificr is & -3, 50 20-
8=12, The d20 roll was 4, 50 the charseier has 12x4=48 minutcs
i live. This injury would probably represent the combined
effects of bleeding, shock, concussion and intemal njuries,

| Karana (180

With this system, wounds can take anywhere from a
minute (o several hours, with the possibility of instant death on
any head hit of DL10W, or mandatory instaot death on torso hits
with a DL2+, And, contrasting with most systems, almost any
lethal damage (over DL1Y con result inoa wound that iz
cwventually fseal if keft untrested, MNaturally, most gveninally faal
wounds can be treated once out of combalt, but in cases wlhere
field surgery or magic is not available, or characters ane pressed
for time, it can be 2 gerous hipard,

Il you want a more detailed and realistic damage
system, see the Advanced Damage Section on page 72,

Catherine Deldott
Haighe 173cm

Age: Indeterminnte
Weight: 65kp

Cuote:"Campang s & l::Er].I wil, ml:Lr.:.'h'IL vy 1 ;‘I:r.

S5TR: 9 DEX: 14 AP % P @
COM: 13 WIL: 13 PER: % BP0 T
INT: 20 BEY: 10 STA: 12 Speed: 11
Majar skills

HETS 14 BOW 14 MEIC 15 FSAD 13
WHNEG & KMF 14 Ciujtnr 6 BETCH 14
wnoo12 FIST 11 VETR 1% LESM =
Katang +h WELS 10 MEIN 13 BSRD 14
Nonable equipment

Full Med Kii Swnner (40W)

Mimored starlight sunglasaes
Biood knife (610 Acousnic guitar or hamp

Armior Locatzom: Next to o warm fre in Sth
16 EEP west century Wales

1412 BF helmet Mates: Chwns ernined ehectah
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Armor Noles - Armor in the cam-
paign background of TimeLords has a
tough job, Unlike medieval armor,
which had only 1o stop meles weapons
and the cocasional crossbow quarrel, or
modern armor, which iz designed
cxpressly (o stop high-velocity projec-
tilez, TimeLords armor may need o
provide protection against both, and
siop the occasional high-enerpy laser
beam or other high-tech weapon effects.

Basic design philosophy for armor
is that armor has two effects, the oul-
right stopping of damage, and the
reduction of rauma from anacks that
cannol be stopped outright.  This latter
function iz unfortunately because of the
need o move around, and a complately
rigid armor, while able (o stop a lot of
damage, seriously hinders movement,

Compromizes of this theory include
the heavily articolated suits of plate
armor one sces in muscams.  While
rigid enough o stop damage, and loaded
with complex hinging arrangements o
facilicatz movement, they were stll very
heavy, and unable to stop enough
bullets or crossbow quarrels w make
them & wvisble proposition for the
nobility that wore them. A modern
example is a bulletproof vest with plate
inserts, The high ensile strength of the
ballistic fabric slows and stops most
bullets, but zeverely bruises the wearer,
and a steel or ceramic plate provides
iraums resistance o especially vital
areas, like the center of the chest.

The coverape and function of armor
depends on the weapons and the sociely
andfor echnolopy available, The more
valeable human life is, the more people
will be armored. There are exceptions,
Modern war statistics show that a
person hit in the arm or leg in combat
haz a 95% or batter chance of swrvival,
s0 even those armies using body armor
seldom protect these areas.  Why?
Because it is cheaper not o, in i2mms of
money, weight penalties and manpower,
In an very high-tech socicty, medicine
might be s0 advanced that it 15 easier to
fix an injury than armor an individual,
In o low-tech areas, people might be
cheaper than the cost of armor, making
prodection uneconomical,

Armor - Armaor is your friend. Any armor is betier than no armaor in Most cases,
Exceptions are usually when dirty pieces of amior can get carmied into s wound by an
overwhelming atack, but effects like this are up 1w the GM.

Armor in TimeLords will bave a simple format, Tike W03, What this means 15 that
e armior will stop 3 points of blunt wauma, and a forad of 10 poins of damage (that is, it
slows down 7 more), Light or flexible armors usoally have a faidy small g2cond nomber,
while rigid ones have a higher one. For instance, a paich of sieel mail might be a 12,
while an equivalent picce of steel plate might be 1006 or even as high as 10610 if
extremely well padded. The zecond pumber never excesds the first nomber,

The way armor works ig thus - Subiract the blunt wavma facior of the armor
from any damage. This is the "bounce nomber®, 1f the damage is equal or less than this
number, the attack "bounces” and does no damage whalsoever.

If the damage is greater than the “bounce number” but less than the total armor, the
character takes the remainder as non-lethal damage, Find the Damage Level this would
be for the characler and save it for Future reference, There 15 a small column on te ammes
record on the back of your character sheet marked "ARF", for "Armor Bruise Factor”,
Flace this number here. This number is how many otheradse lethal Damage Levels am
converied to non-lethal ones, for you, based on yewr BP. Like the other armor stats, this
iz cumulative with cther armor worm over or under this piece.

Example - A character with 40BP normally wears a 124 armor in their
adventuring. Any damage of 4 poinis or less bounces, and up W 8 more points is
conrverted 1o non-letha] damape. For a charcter with 408F, B points is & Damage Lewel
of 4, 5o, for them, this grmor haz an ABF of 4, IF the character were hit for & poinis of
lethal damage, 4 would bounce, and they would ke 2 poiniz as non-kethal damage,

If the damage penetrates armor completely, subtract the towl ammor from the
damage, and Ggure the Damage Level opormally on te remainder,  Add the number you
Just saved (the ABF) 10 any non-lethal damage of that hit,

Example - The following example 15 a5 complicated as the damage system geis,
A person with A0BF wearing a 12/4 armor iz hit in the leg with 20 points of Type I
damage. The damage is greater than the armor, 20 the characicr takes B points of Type 11
domage. Checking on the UMC, this i5 8 Damage Level of 4. Mow, 34 of this would be
lethal and 174 non-lethal, for a leshal roll on the 3" colomn, and a non-lethal roll on the
"1" column. But, they add the bruigsing they ook throogh the armor (e ABFY, for a four
columm shifr, o the "57 column for non-keihal damage (see previous example).

Example - The same character is hit with a bullet that does 10 poinis of Type |
damage (all bullets do Type I damage, and will psunlly just be listed as "points of
damage”). Of this 10 points, 4 points “hounce”, 50 the character takes & points of non-
lethal damage, or a Damage Level of 3.

Example - The character is hit with a bullet that does 16 points of demage, Of
this, 4 points bounce, 4 points penetrate and do a lethal Damage Level of 2, and the
character takes a non-lethal Damage Lovel of 4 for the energy that the armor stopped, bt
transmitled o dve characier in a more diffuse form (the ATRF).

Mote - The only exception i the armor roles s for skull hits, For the skull, ealy
the blunt trauma prodecton of the ormor applies v, hitz. All other damage 15 counted as
the original Damage Type (with blunt effects when vsing Advanced Damage), This is o
refiect the fact that unlike most other pans of the body, vour skoll does not spring back
inte place afer being dented or bashed, The best helmets will have an AV Like 10710,
where both nombers are the same, In this case, the sl armor subtracts directly from all
dampge, and only that which completely penetrates will hort the charseter. In proctice,
this is difficult to achicve, and they will end wp like 1047, thera being an interval where
the character can be injured or stunned without actually having the armor breached.

Optional - To reflect that blunt trauma through armor car be lethal or injuring,
split the ABF in half{d), and add this to dorh lethal and non-lethal damage a character
takes from Type [ anacks. 5o, characters can have bones broken through armor, without
the armor actually being penetrated, Such a split ABF should be noted as "n/n” on the
character sheet, as a remicder that damage is split between lethalfnon-lethal injury.
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Armor can be made from just about anything. Anyone with wood, metal or
leatherworking skills, along with a bit of seamster skill can pot ingether custom armor on
their own. Otheraise, yoo have o buy "off the rack” or have it costom made, a time-
consuming, costly procedure.  Various armor materials are below. Mass and BP are per
location. Body parts listed are Head (skull, face, neck), Torso (abdomen, chest, but not
shoplders), Arm (shoulder o wrist, but not hands), and Lex (hips to calves, but not feet).
The cost is general, and is on a “per hit location” basis, Simple arcas (like orso paris)
may be as little as half this price, while areas which require more work (helms, boots)
may be up to double, while really detailed work (gauntlets) will be up to 5x normal cost,

Armor Material AY DBP Mass Full Torso Head Arm Leg  Cost
Light Cloth! o 1 02 60 15 06 08 .08 52
Heavy Cloth M 2 b4 1325 Al =120 5Th 20 3
Thin Leather 20 2 e LB 435 20 25 Al M
Thick Leather 13 1 340 ED A5 A5 w0 6
Hardened Thin Leather 32 3 OB 250 .60 25 30 A5 58
Hurdened Thick Legther 492 4 15 460 1.10 A5 60 .10 b [1]
Quilted Cloth 441 3 2 620 150 & B0 80 4
Cuzlied Silk 52 4 25 TaA0 180 g3 100 L1D 512
Kpylar 202 5 2 o6 1ED 50 a0 325 30 520
Eranze Mail 525 L1 3200 T 330 440 500 520
Aluminwm Ml B2 5 35 1080 250 LI 140 1.60 Sa0
Eronze Plate G4 7 L0 4650 1050 450 600 6ED 510
Auminum Plae B4 7 50 1550 350 150 200 230 330
Steel Mail 02 & LO0 3100 700 300 400 450 sS40
Steel Plate 1/ 7 140 4350 1000 420 560 630 520
Hardened Plate I7/8 & La0 4350 1000 420 560 630 530
Titanium Plate 1778 8§ B0 2500 560 240 3320 360 5100

1, Two lnyers of light cloth is equal 1o one layer of heavy cloth.
2. A "layer” of Kevlar is 140 va, sharp puncturing attacks.

Conventional articles of clothing made from these materials {especially cloth) will
weiph up 10 double the listed weight, because of practical considerations like tailoring,
pockets, zippers, bultons, or other omamentation.

The mass listed is for both sides of a location, and the BP are for 1 side. Thick-
pesses up 1o 5x greater may be had for any of these armors, and down o 1/10(d), should
you degire it. The AV, BP, and mass are all increased by the same ratio. Flexible armors
may be worn at full effectiveness beneath other flexible or rigid armor. Multiple lyyers of
similar tvpes (rigid or flexible) add their AV's. Before you go out and don lots of layers
of armor, note the following: Each point of AV in a labric armor will raise the effective
wemperature the character feels by 1°C, while metal or hard armors (or Kevlar or similar
synihetics) increase the effective temperature by 1°C per 2 points of AY. Open-weave
grmors {like mail) only increase effective iempersture by 1°C per 5 points of AY, so while
a suit of mail may be significantly heavier than a paddad cloth armor of the same protec-
(iom, the mail is easier o wear in the long ran, Five lavers of quilted silk makes for a very
effective armor (257100, but al any lemperature above a cool spring day, you will tum
poursell 1o soup after any hard exertion..

Acguiring Armor - Smart char-
acters in the Prmary Game will be
SCAVENEING Armor al every opporiunity,
leading 1 a raglag bunch of mis-
maiched picces, which is still better than
nodhing. As time goes on, and plavers
get more experience, and a fzel for the
tactics of their characters, they will
probably level off at o certain level,
mandated by the need to blend inio
circumstances i some extent. Wearing
obvious armor is as moch a provocation
in many societes a8 camying 3 maching
gun would be in ourz, 1T you don't go
too far in the future, modem body armor
iz a good choice, especially with the
aforementionsd steel plutes in critical
areas. This will stop anything up 1o and
including high-powered rifles, and can
be worn comfomably under a jacker,
Maodem sporting goods provide a nice
backup, as custom knee, shin, hip,
elbow, elc, protection provides excellent
protection against fists, feel and small
meles weapons, and can be worn
uncbirusively under most clothing,

Time Patrol characters may be
better equipped, based on the rules of
their Patrol.  For instance, they may be
allowed modern, concealable ammor,
could be allowed period armor made of
modem materials, or could conceivably
be restricted solely 1o period itema It
would be ressonable to use special
materials thar decay quickly, to prevent
temporal anomalies from showing up at
archacological digs.

They may have special ormors o
defeat high-tech weapons like lasers.
These would have the same armaor
format, but with special notes, For
instance, a 20020 armor which only
works vs. lasers (20020 since lasers
don't have blumt ravma effects).
Generally you can construct your own
armors from the materials list, or maks
up your own high-tech materials for
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Projectile Weapon Combat

Miscellaneous Armor Materials - Below is a
listing of miscellancous materials that may crop up in the game
5 armor or cover, The listed mass is for an area spproximately
15zm* 1 Scm. This 12 about the area of one side of a hit location,

Armor Material Armor Value  Mass Per hex
Ping, 15mm ok A5 Skg
Cuk. 15mm 3 25 kg
Plexiglass, 10mm 2 k] Bkg
Earth, 25mm 3 23 Ekg
Ciramite, [{mm 23 il kg
Iee, 22mm 4 Ll lokg
Cement, 10mm 3 S0 lokg
Gilass, Smm 1 a0 kg
Witer, 4lmm 1 o0 Mkg
Bronze, dmm & 75 25kg
Almminum Adloy, 4mm a3 i Bkg
Bteel, dmm 11 0 23kgp
Handened Steel, 4mm 17 0 23kg
Bulleiproof CGilass, domim T 33 12kg
Typical harriers

Interior wall 4 M 16kg
Wooden fence 5 - 16kg
Light cinder block i3 ERLT kg
Atreel sign 4 20 bkg
Hepvy sireat sign B A 13kg
Trash can ld{heavy) 2 i 2kg
Fire door 8 A0 L5k
Custle donr 30 5.00 160
Cement highway divider 403 6,50 220k

Special Armor Effects - Ballistic fabrics like Kevlar
have lile resistance w sharp puncturing attacks,  This

“vulnerability” extends to other types of armar as well, should
you wish to iotrodoce the complexity. . For instance, bullzis
always act as armor-piercing against any open weave (mail
armor} or organic armors (leather, cloth, silk, bone, hom, scales,
i}, and norrow or puncturing attacks may avoid the proection
alicpether, The special effects are left to the GM as best soits
their campaign.

t

John kills Ages Indetermmate
Height: 1H8cn Weight: B5kg
Cluete:" When someone asks you i you're & god, you say Yesl®

'.:i;f-li-.’.':" ' o \ =

5TR: 11 DEX:; 11 AP 12 POW: 10
COM: 12 WIL: 11 PER: 12 BP: 3l
[INT: 17 HRY: 12 5TA: 14 Spead: 11
Major skills

FIST § 5WD 8 MECH 15 HSRD 14
RIFL 11 SLET 11 MLSC 14 MATS 15
ALTW 5 HRWL 2 GERM & F5aD 13
METS 8 IMHW & HIST 10 ELEC 11

Motnhis equpaienl
Corbat trained horss Winchester 460 Mag (B21)

Imim Fercussinn revolver {2515 First nid ki
Berena 93-R (211) Macronaculars with reoosder
Armar Loontion; Watching famous baitles
| 16/6 B vear Mowes: Protective of horse
16/12 BP Helmel

Armor Attrition - Even the best armor can be
hattered and hacked 1o picces with time. If a location of armor is
done damage, its AV is reduced by 1/2(d) of the fraction of Body
Paints that are done.

Example - A 7/4 armor with 6 Body Points per location
takes % points of damage from a hit. This means that £ gel
through the armor entirely. These are applied 10 the armor as
well as the charscter. The armor takes 2 points oot of its 6, or
173, Half of this is 1/, 30 the AV of thar location i3 now 7-1 =
&3, Bullets, arrows, and weapons which leave small holes will
do 1 Body Point to armor if it iz penetrated.  To eliminate
baokkeeping, the GM may just tell the players that their armor is
geiting ragged at appropriate intervals and have them replace it
or reduce its overall AV,
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Projectile Weapons - Projectile weapons are thoss
that fire, shood, or otherwise propel a projectile o mflict damage,

Weapon Format - Each projectile weapon in
TimeLords will have a large quantity of information presented
in the following format, I this appears dounting, remembser that

all the information negded w ose this weapon in any Ume period
is included. You should need only a fraction of this information
gt any given time, If you wish o keep the amount of
information at o lower level, just write down the combat relaned
information, and leave the rest until needed, You can always
ook it up on the aid sheets in the back of the rules.

& MNuome Col BC DV 1A Imit  5kill Mat, Mass Bulk

Tech Lev., Cast  Clip

Action ROF H R ClMms AV BP

MO 45 45 M 18 41 42 TIST TISA 135 872

H-12 e |, W BANC e 23 (N

# - Thiz is the number of the weapon for reference purposes.

Name - This is the familiar name of the weapon,

Cal - This iz the caliber of the weapon. In most cases, olher
weapons in the caliber fire the same ammunition. This is
especially true with muozzle-loaders or other archaic
fircarms where shot and powder are loaded separately.

RC - This iz the Range Clazsz of the weapon, When using the
weapon, this cange wble 15 vsed to find the effects of
range on the chance to hit, and the effects of range on
weapon domage. They do not huve to be the same, that is,
& weapon can be accurate, but quickly lose damage due 1o
range, or hold s damage over a long range, but be very
hard to aim, The theoretical maximum BEC of a given
bullet may be greater than the weapon, that iz, a shoo
barrelled weapon might lose & portion of projectile
enerey, or nod be as securate a8 the bullet might ke from a
betier weapon, RC's are gencrally classed as follows:

R Weapon type

Satwrday Might Specials, Dernngers
Regular pistols

Carbines, sub-machine guns
Hunting or asssult rifles

Light cannon (Modem APC)
Medium canmon (Modern tank)
Heavy cannon (16 inch naval gun)
Super-heavy cannon (Paris gun}

L = T R Y A

DV - Thiz iz the DY of the weapon, Most weapons of o given
caliber do similar damage, and the "base” damage for a
given buller can be found on one of the aid sheets in the
back of the rules. A weapon with & higher or lower DV
than the base usually has a longer or shoner barrel than
normal,  For special weapons like lagers, slunners, or
other energy weapons, the DV of the weapon will be here
ze well, but may be of o different damage tvpe, since they
might not do Type [ damage like all bullets do..

[4 - This iz the Inherent Accuracy of the weapon, 3 measure of
how casy the weapon is to use. Some weapons may be
inherently easier 1 shoot becayse of better sights, longer
barrel, or a design that lets them point naturally.  This
amount 15 gdded directly to e skill of the user bofore any
modifiers come inio play.

Init - This is the Initiative of the weapon, or how quickly it can
be brought into play, Weapons such as pistols are guicker
iy bring into pesition than a large shotgun would be, The
initiglive modifier makes it more likely that fuster
weapons get W gl ficst, The higher this number, the
faster the weapon can be brooght into play.

Skill - Thiz is the =kill needed to use the weapon, The =kill is in
the same form as the one in parcnthesis in the Skill
deseriptions, and as the character should 135t i under the
skills they know.,

Mat. - The nationality of manufactore of the weapon, Usually,
this will be the first three letter of the country name,
althouprh any understandable abbrevintion 15 suitnble,

Mlass - The mass of the logded weapon in kilograms, Round
mearest . | for simplicity.

Bulk - The size of the weapon [or carrying purposes, If a fn
follows the size. it means that the weapon will cover "n”
locations when worn, I slung diagonally over the
shoulder, a rifle would provida partial cover 10 a shoulder,
the conter of the back, and a hip.

Tech Lev. - The level of technology that was used o produce
the weapon, A rough chronology of Tech Levels {or
TL's} is on page 102,

Caost - The cost of the weapon in dollass. The price is identical
o what it could be bought for in corrent (e 19490)
dollars, Prices may vary with locality, local laws, ete.

Clip - This is the number of zhots the weapon can fire from o
full load of ammunition, Semiautomatic and aulomatis
WEApOoNs can have an extra round in the chamber, adding
| toy this number.

Action - This iz the type ol action (ammunition feeding and
londing) the weapon has., The “/* separatcs the
ammunition loading mechanism from the ammusition
feed mechanism type, The types of actions are:

5 Single shof, The weapon may only fire ong shot
for each barrel it has, Weapons lisied as having
multiple shots do 20 by having multiple barrels,

RY Revolver. Multiple shois are obtained by nsing a
rotating cylinder which passes new shells in front
of the barrel for each shell.,

SA  Semi-automatic. Either recoil or gas pressure from
the powder charge cycles the action and feeds in
new ammunition,

AT Full automatic. Funclions as a semi-auiomatic,
excepl that the new round is fired without the
trigiger being pulled again. The weapon will fire
until pressure on the rigger is released. These may
also fire as BA actions.

AB  Automatic Burst. As full automatic, but each pull
of the igger uswally only fires 3 rounds, These
may alzo act as SA,

BA  Bolt Action. New ammumnition is fed in by manu-
ally cycling the action by means of a projection on
the top or side of the weapon.
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Lever Action. MNew ammunition is fed in by
manually cycling the action by means of the
handguard or other arca beneath the weapon, This
tarm may also be used for pump actions.

M  Matchlock. This soffix means the wespon is 2
matchlock. The charge iz fired by touching a
lighted wick 1o a touchhole on the weapan.

.F  Flintlock. Thiz suffix means the weapon is g
flintlock, The charge is fired by the sparks created
when a moving [int strikes sieel,

P Percussion. This suffix means the weapon uses
percussion caps. These are struck by the hammer
of the weapon and ignite the charge.

1‘|'|(l types of ammunition feed are:

Clip. Shells are held in a box- or dram-like affar
that can be ejected from the weapon when empiy
and replaced by a now one.

i Internal magazing, The shells are kept in 4 non-
removable part of the weapon, and when all
ammunition is expended, new rounds must be
placed ino the magazine usually oneé at a bme,
although special "speed loaders” are usuvally
available,

JE  External magazine. The shells are fed o the
wiapon in a belt, which is usually kept in a box on
or near the weapon. A belt for 8 weapon will only
fit weapons of that specific type unless the belt is
expressly designed 1o fit more than one type of
weapon,

Example - A SA/C is a clip-fed semi-automatic action.
An AT/E is a automatic weapon with an external
magazing, An RV-P iz a percussion action revolver.

ROF - Maximum rate of fire. This is the maximum rate of fir,
or shots per sccond, that the weapon ig capable of in
combat. Less than the maximum may be used, and is
recommended in most cases, 28 uging a high rate of fire s
almost always less sccurate.

H - Hands. The grip needed 1o accurately fire the weapon.

R - Restrictions. These are things which may reswict the
availability of the weapon to the characiers. Examples are
below, If the GM wishes to invent his own restrictions,
he should make an abbreviation for them and use this
space in the weapon format 1o record it

Letter Meaning

L. Local. Weapon is common only in a small
geographical area, and is not usually secn outside
this area,

M Military. Weapon is generally only supplied 1
natienal armics or other defense forces,
Rare. The weapon was not produced in large
numbers, or was only available for a short ume
period within a Tech Level

C1.Mass - Clip Mass, Weight of ammunition and clip{if used)
when weapon is fully loaded. =" subsumes this under
the normal mass of the weapon (mainly for weapans with
no clips or solely intermal elips).

AY - Armor Value of weapon. Tis ability 1o resist damage due
its materials and type of construction.

BP - Body Points of weapon, Amount of damage weapan cin
take before being totally deswroyed. Less than this amounl
will usually keep the weapon from working,.

Notes - O some weapons 3 number will be here. Refer 1o 1he
bottom of the weapon sheet for information regasding this
particular weapon,
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Projectile Weapon Combat - Projectile weapon
crmbat 15 resolved in the following manner. First, the
appropriate Skill score is added 1w the Inherent Accuracy of the
weapon 1o get the Adjusted Skill. Second, all modifiers applying
t he shote are added wogether, and the total modifier applied 1o
the Adjusted Skill on the UMC, The resalt is added 10 or
subtractedd from the Adjusied Skill. The total is the chance w hig
on 1d20. If a roll on 1d20 iz equal 0 or less than this number,
loen the target has been hit. Also see Use of Skills (p.29).

"To Hit" Modifiers - The following is an expanded
version of the *To Hit" modifiers on Use TimeLords Aid Sheet,

Range Modifiers - Different types of weapons have
different firing characteristics. As mentioned in the weapan for-
mat, this is the Range Class, or RC of the weapon. The "aiming”
number 15 used as a modifier on the chance to hit, and the
"damage" row can cptionally be used to modify the damaga of
attacks due 1o range effects. The following table gives the
bonuses and penalties o hit at different ranges for different bypes
of weapons, A "-" means weapons with that RC cannot be usad
at this range.,

Example - At 100m, a weapon with an RC of 2/3 (aiming
of 2, damage of 3}, would ke a -17 on the chance 1o hit, and if
successiul, the damage of the weapon would t2ke a -2 modifier.

Rangeim) LI I 2 4 6 B 11. 16 24- 2. 3 S51-  T- 101- 151 201. Nl 401- &01-  EOL-

3 4 7 10 15 20 25 35 S0 70 100 150 200 300 400 &00 800 LX)
RCL Aiming 80 30 +8 +4 41 40 -] -3 -6 -1 30 - - . - e, - = -
WL Dnmagat sl it o) =l D R sy g e A8 G0
RC2 Aiming +H0 435 413 48 43 42 +1. 4] -1 2 =5 B AT 30 - - - e S -
RCIDamage 0 Ho4y 0 40 T 0 sl g 3 4 -3 =T el g T E | e
RO Aiming 80 0 +1B 412 46 42 41 40 0 4 2 4 g g3 a9 ag : G fom
RCIDamage 40 a0 SOUS0E0 40 0EET g o e o B B B R
RCA Aiming  +80 +45 420 +16 +0 +6 4 +2 +1 +1 +H o Hb -1 -2 -4 A B 14 L ag
RCiDamagn 40 #0500 90 W0 w0 30 w0 =0 anig .1 -1 e A e T S ey G
RCT Alming  +B0 +50 426 +16 +12 +90 46 4+ #3142 4] 41 40 -] R ek -4 =B ]
haDamege  +0 0040 Wl 400 w0 W0 . W00 G0 a0l S e
RCA Aiming  +80 +50 430 +23 416 +12 49 48 44 43 42 1 4l H -1 -] -2 -3 -5
RCEDammge 0 +0 0 +0 40 4 H0H0T 00 40 e S0 E0T D =1 o1 -1 = sl
BC7 Aiming  +80 +55 +33 +26 +19 +15 +11 48  +5 44 A3 ek ]l el ol 0 af] -1 -1 -2
RCTDumage 40 +0 +0 40 %0 20 0 &0 40 400D e R wyr g A4 2
RCEAiming 480 +83 +36 429 421 +17 +13 +10 +8 +6 +4 431 42 + b I S r S e
RCE Damage: = a0 HEEHI S0 000 A0 EDD TE ol | T | T i BT HE 0 s oL

An aiming modifier of -20 or warse due (o range usoally
means the weapon cannot be fired with any accoracy without
preparation, although gccidertal hits are possible at ranges well
bevond aimed range, and damage from sech hits would be
midilied as per the damage RC, The chances of such accidenial
fits are extremely small, however.

Visual Cover - Visual cover is any cover that partially
nhscures @ targel, but offers little or no resistance to weapons.
Things like bushes, fog, smoke, ete. are Visual Cover, Visual
Caver is @ modifier of -5, and usually prevents (or makes more
lficult) called chats doe to its obscuring action,

Firer Movement - If the firer is moving, the chance of
hitting the target decreases greatly, The minus is equal to Tour
times the distunce moved that phase in meters. This is doubled if
the firgr iz dodging (bt dodging halves masimum movement),

siDistance moved x 4) Firer moving

Target Movement - If the target is moving, the chance of
1 hit decreases, but not &8 much as for firer movement. It applies
o relarive maotion, and 15 lowered if a target is only approaching/
reoeding, but is doubled if the target is dodging as well,

-[Distance moved x 2) Targel moving

Hip Firing - It normally takes 3 phases to draw and fire a
holstered or slung weapon, one 1o unfasten or unsling the
weapon, one o complete the draw, and one to sight and fire,
Opened holsters or fast draw holsters only ke 2 phases. Hip
tiring only requires one phase. Hip firing is alzo used if a
character has a weapon ready but is attacked from an unexpected
direction, of must use any weapon hold which does not allow
using the sights.

After the first phase of hip firing, the weapon may be
brought to normal firing position. There is a -15 modifier for hip
firing a4 weapon,

For hip-fired weapons, if the location of previous hits {or
misses) can be szen, the modifier may be reduced by 3 per con-
secutive shot (recedl penalties still apply). Hipfiring will always
be at least a -5, regardless of the number of consecntive shots,

Example - A character hip fires a pistol, taking two shots.
The first shot gets a -15 for hip firing, but if the character can see
where it hits (Tike against the wall behind the target), the second
shot only gets a -12. The next phase the base modifier is -12,
and 3 is subtracted from this giving a -9, and the second shot
anly gets a -6. Therefore, for this weapon, the minuses for hip
firing for the first 4 shots would be -15, -12, -9, -6, Yoo may
ignare this if you want 1o, but in simations where previous hits
can be seen, it can be an important factor in correction of aim.

-15 Hip firing
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Target Location - The normal firing arc for a projectile
weagon is in Sector 1, IF firing into Sectors ITor VI, there is a -2,
in Sectors 1T and ¥ there is a -4, and in Sector [V therg isa-s. A
right-handed person cannot fire a shoulder fired weapon into
Sectors 11 or 111 without taking the modifier for finng a two-
handed weapon with one hand, ard this modifier. This is
reversed for left-handess.

-2 Sectors 11, VI
=d Sectors 111, W
-B Sector 1V

Called Shots - Anyone may aim at a specific Hit Location
or locations, 1t is standard practice. When shooting at a larget,
vou do not shoot at a target-sized area, you aim for the center of
the target. 1T aiming o kill, yoo don't shoot at & man-sized area,
vou shoot at the chest or head. However, in cerlain siluations
you may not have time to aim at a specific area, and any hit is
usually better than no hit. O, there could be siluations where
you can't see the item you wish 1o make the shot against. There
need not be o negative modifier for making a called shot, bot
certain resteictions do apply. First, you must be able o see the
ohject in question. Make a Perception roll, with all conditional
or size modifiers that apply {distraction modifiers could easily
apply in combat), If the modificr tetal is +0 or greater, there is
no additional penalty for making a called shot.  All other
modifiers (range, eic.) still apply. If the wial of modificrs 15 -1
ar more, an acwal Perception rell is required. 1 the roll is failed,
this amount is an additional modifier to the chance 1o hit

Second, it is usnally difficult 1o do a called shot with an
atlack bigger than the intended target, simply because of the
general relationship between anack size and coarseness of aim.
That 15, while 3 120mm cannon can easily hit a wnk at 1,000m,
the dispersion of the shot is also proportional o the size of the
projectile {120mm is about § inches). A miss by 3 projectile di-
amcters is 4 lod farther than it would be with say, a hunting rifle.

Third, you must he able to accurately sight in on the
target. A hipfired weapon, for example, would be impossible to
do called shots with (unless equipped with a laser sight).
Likewise, il the weapon has no sights (like a 1Tth century
cannon, called shots would be next 1w impossible,

Example - A character with a pistol tries 10 do a called
shot 1o one Iocation of a person at 25m. A range of 25m is a -6
1o Perception, and a 1 hit location ohject is another -2, for a total
modifier of -8, Target movement does not apply 1w the
Perception roll, since the hit location is moving exacily the same
a2 the rest of the person, and there is no contrast o provide o
Perception bonug, So, a Percepdion roll must be made with a -&
in order 1o take no additionzl mings o hit. Node that if the target
were wearing a bright serap of cloth, or the character spent an
extra phase sighting (and Perceiving) the target, the minus 1o
make the Perception rell would be significaniy less.

If the "o hit™ roll i= failed, the shot miszes the intended
arca, usually by 1 hit location of distance per point the roll was
migsed by (for most personal weapons). Blank areas betwesn
Iescations, like berween legy, count as locations for this purpose.
The miss direction is determined by a 1d10 roll, as follows,

Fxample - John Smith tmkes a shot 8t a pursuer, He goes
for a center chest shot. Taking into account all modifiers, wel
say he has & § or less o hit. 1f he rolled an 8, he would hiit the
location aimed for, 1f he rolled a 9, he woald miss by 1 location,
and il be rolled a 13, he would have missed by 5 locations. Mo
that the further off the miss, the lese likely it will intersect the
target (although it could easily hit a bystander),

You never take a called shol minus to hit an object as
large or larger than a person, bul instead gel any Percepticn
mosdifier as a bonus to your chance to it the flem as 2 whole.

Caover - The probability to hit is normal, but when loga.
Hon is rolled, if the cover was hit, it must be wially pencirated
hefore the character is hit, and then the character is caly hit by
the remaining peinis of damage,

Steadying - A character may receive this modificr if they
take a phase to steady their weapon. Btcadying is an action, sad
may only be done if the character is not moving relative 1o {hs
surface they are on, Steadying requires a two-handed grip. A
weapan must be steadied after each shot to get this bones
Steadying for more than one plasz allows this bonus o arklsd
multiple times, with a maximum of three phases cumulative
effect. A charncter who uses both hands on a cne-handed
fircarm will also get this bonus, which is comulative (mazimum
of +200 for both hands plus steadying).

+5 Weapon Steadied

Bracing - A weapon may be braced on any solid objt,
using the conditions as steadying; however, a braced weapen
remains so as long as the character keeps both hands in place and
shools only at targets in the same Sector, A weapon may ot be
beaced and steadicd, a5 braced weapons count as steadied plass
modifier for 2 solid rest. They can be braced and used in a twe-
handed grip, though. Continued bracing acts as continuin
steadying, with a maximum of two phases cumulative effect.

+10 Weapon Braced
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Scoped Weapons - Almozl any weapon may mount a
wlescopic sight. A sight divides the range by its magnification
for purposes of making called shot Perception rolls,

Example - A 4x scope would allow you o make o called
shatal 100m as though the range were only 23m.

A scope requires that a character spend st least a full
phase using il o get any effect because of the need o zop the
wohbling of the view caused by slight muscle movements, This
fimits the maximum wsable magnification for this purpose o
Balf{u) the Dexterity of the character, taking inlo aceount any
RMPOFATY Minuses,

Example - "Dead-eye” Jack has a Dextenity of 14, but he
corenily has an effective Dexterity of 12 doe o an injury,  The
maximum power scope he can effectvely vse is a 6x model.

Trying to use a higher magnification subirsciz from the
masimum practical level, so if the person in the previous
pample irigs to use an Bx scope, it would act as g 4x scope
instead, since Ex s bwo miore than te corrent maximuom of &x,
ind the extra subtracts from this effective maximum,

Mote - Using a braced position counts a5 a modifier 1o
Dextzrity for maximum allowable magnification parposes.

Laser Sights - Weapons cquipped with Inser sights are
oot affected by hip ficing modifiers, and pet a +5 (o nosmal fire,
In conditions where the beam could be scattered, like fog or dust,
ind especially at night, a laser sight will give pway the firec's
posILian.

Folding Stock - Some weapons have a folding stock, A
foliling stock will wake at least 2 actions (o fold or unfold, and
gives a ong-handed weapon an additienal +5 modifier to hit i
both hands are uzed on it The initiative of the weapon is also
deereased by 1 io take into account the extm length. Longanns
zt pssumed 1w have such stocks urfolded, and Tolding them
nereases weapon initiative by 1, but makes all shods count as
hiphiring. On the weapon lists, all weapons with integral Tolding
singks are gesumed to have them in the extended position, and
thaze with detachabie stocks will wither be listed as auached or
derached, Generally, onc-handed weapons will have them
detached, and shoolder-fired weapons will have them atached.

Camoullage - Camouflage appropriate t0oa sifeation will
give # character the -4 (o Perception rolls w be spotted, because
of estremely low contrast with surroundings,

- Camouflage

Firing Two Weapons - If a character iz nsing two
weapons il the same time, both are counted as being hiplired.

-15 Firing 2 Weapons

Firimg One-handed - If a character lirez o weapon
requiring 2 hands with 1 hand(if possible), the weapon iz
counted as being hipfired,

-15 Firng ome-handed

Consccutive Shots - Each shot more than 1 in a phose
will ger a comulative negative modifier equal o (Damape Valus
of weapon/Strength of user){n), but only if the weapon has
recoil. This is halved{d) for bipod and quartened{d) for tripod
mounied weapons., I a charscter vses both hands on a one-
handed weapon, they may modify their Strength by +10 for
recoil purposes, I using one hand on a two-handed weapon, (he
Strength gets a -6 modifier.,

Example - A characier firgs a %mm pistel with a DV of
20 If their Strength were 10, if they fire annther shot this phase
it will take a (20010} = -2 modifier. I using both hands, their
effective Strength would be 15, so they would only ake a
(2013} = -1 modifier, The first shot a character fires never takes
g minus doe w recoil {although a psycholigical limitation that
made the character afraid of recoil might cause this).

Becoil Damage - I is possible for large weapons o
actually injure the firer by their recoil. For every 108 maolupls
the DY has on the firec’s Strength, the Direr will take g lethal
Damage Level of 1, 1o whatever pant of the body is most affected
by the recoil, This applics on a "per burst” basis, that is, one
long burst of fire from an awtoweapon would nol count as sepo-
rale aitgcks of the recoll were capable of causing damage. Armor
docs not usually help against this damage unless the armor can
distribute the shock of the recodl, mther than just padding it.

Example - A characier with a Swength of 10 [ires an
elephant rifle one handed (effective Strength of 71, and it has a
DV of T, This is 10x hiz Strength, 5o he @akes o DL of 1w his
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Autofire - For autofire, you can either roll each shot
individually, or treat it as an "averaging” effect. that is, if you
fira 10 shots, each having & 10% chance, you will on average get
1 hit. To avold having 1o make numerous “to hit* rolls for
autoweapons, do the following.

1. Assume the weapon hite with an average(d) number of
ghots for your adjusted hit chance.

T You have a base “hit increment” of 4 for a 5-shod burst.
Halve this each time you doable the shots (2 for 10 shots,
| for 200 shots).

1. Mow, roll o hit. You add or subtract 1 from the average
number of hits for cach multiple of the hip increment the
“to hit” roll rounds wp 1o from 10 (ot the orignal chance).

Example - Firing 5 shots with a hit chance of 12 or less
gives an average of 3 hits, and a "hit increment” of 4. Since
there is 4 50% chanee of gotting an "sverage” number of hits (10
or less on 1d209, a roll of 7-10 would give 3 hits, a roll of 3-6
would give 4 hits, and a mil of 11-14 wouald give 2 hits.

The following table gives examples. The first number is
the average number of hits, and the gecond is the hit increment,
or amount the roll must be made/failed by to change the number
of hits. Recoil penalties decrease the positive hit increment and
increase (he negative one by the recoil effect on a single shot,
with a minimum hit increment of 1.

=

Chance to hil
Shots 4 fi iy [ i e | iy |
5 M M 2 e 3R A
10 22 32 42 50 &2 12 B2

20 4 6 B 101 121 [ 16

Example - Firing 10 shot= with a base chance of 8 or less
means there will be an avernge of 4 hits, with a hit increment of
2, Aroll of 9-10 iz 4 hits, a 7-8 is 5 hits, and a 11-12 i 3 hils.

Cross-reference the chance 1o hit and recoal penally w0 get
{he amount i change the hit increment by because of the lower
hit chunce on later shois in a burst.

Chance to hit

Recuil 4 [ 8 10 12 14 16
21 ] L] 0 i 1 1 1
e 0 1 1 1 1 1 2
=3 1 1 1 2 2 2 2

Example - If this weapon had a recoil of -3, you wouald
find the effect of a -3 modifier on a skill of B, in this case a 1.
So, the weapon would only get an extra hit per 241=3 points the
roll was made by, and would lose a hit per 2-1=1 point the rall
was failed by, Wow, a 8-10 would be 4 hits, a 5-7 wonld be 5
hits, and an 11, 12 and 13 would be 3, 2 and 1 hits, respectively.

Multiple Targets - With any weapon that can fire
more (han once per phase, different targets may be fired at. The
fiter must designate the targels before fining. A -2 ix taken
simply for changing targets, and a -5 is taken per Sector if you
pivot 1o keep the same firing arc on the target (measured at firer's
hex). Any modifiers for steadying are lost after the first shot.

Example - To shoot al two separate targets in Sector I the
second target would take an additional -2 (and ponsecutive shol
penalties), To shoot at two separate targets, one in Sector T, and
the other in Sector I1, the second would take an additional -7, 1o
repregent how far you have 1o swing the weapon (regardless of
whether you actually pivol or not).

For automatic weapons, the firer most determinge how
many shots are o be fired, and how many hexes they want to fill
The number of shots per hex is determined by the firer, but the
amounts musl either be equal, in an increasing sequence (3uch as
2.2.4 %), or a decreasing sequence (such as 54.2,1). Any shots
of a burst may be called shots, but the conseeutive shot minus
will cause much scatter on laer shots, as several -1 or -1
medifiers can add up quickly to a very poor chance 10 hit.

Extra Shots - Anytime less than the ROF of an gutomatic
weapon is used, a roll on the appropriate skill should be made. I
failed, halfid) the amount missed by {with a tdal of up w the
rate of fire of the weapon) is added 1o the number of shots fred.
These exira shots count as the rest of the fire and the firer divids
them evenly among the targets. This is optional, but impartani
when dealing with a high rate of fire and a small clip.

Example - If a character with a Skill of 10 fires 2 machine
pistol with an ROF of 20, but only wants a 10 round buest, they
should roll 1420, 17 they rofl 10 or less, they succeed. I they
rolled a 14, they wounld miss by 4, and so would fire 12 rownds
instead of 10,

Suppression Fire - This is inaccurate fire, designed to
make people keep their heads down or mow down dense
formations of targets. The only modifiers that apply to spray fime
are range, wounds, and firer movement. Suppression fire is an
additional -10 modificr. When doing suppression fire, the foer
allois & certain number of bullets 1o an area, as for Multiple
Targets, After the modifiers are applied, the chance 1o hit i5
rolled against every target in the line of fire, closest o furthest
The fire is assumed to travel from the frer's hex o the arget he
in & straight line, A target is considered in the line of fire if this
line crosses ane or mare hexsides of the hex the rgat i3 in
Called shots are not permitied with suppression fire,

[mpossible Shots - If a character has a negative o
zero chance to hit, 2 roll of 1 may be a hit. Ifa 1 is rolled, a +20
maxdifier is added 10 the previous modifiers and the chance to i
recaleulated. IF a hit is made with this roll, the shot found its
target, Called shows may not be done if they take the modifir
tovial 1o -20 or greater,
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Duds and Jams - If a 20 iz rolled on the "To Hit® roll
for percussion and modem weapons, the weipon pray have
mallfunctioned. Boll 1020 again on the 1able below.

Type Example Dud  Jam  Critical
LIl Modern weapons 19 a0

M Percession weapons 18 189+ -

IV Flintock weapaons 16 17-19 20

o Maichlock weapons I 12:14 15+
VI Toially unreimhle 1 1-4 S+

The "Type" column is an opional reliability stat that you
can give weapons.  Most modern weapons have "Type 17
pelizhility, The "Example” column gives & typical variety of
werpin that has that level of reliality.

Flintlocks and matchlocks only roll on the appropriate
cofumnn under good conditions. In poor conditions (excessively
dimp, raining, ete.), any initial roll of 20 counts as a dud shot.
Weapans Iopded in pogr conditions or in extreme haste will not
b 25 relinhle, with up to a VS misfire rate,

Hesulis:

Dud  For one reason of anciher, the weapon Failed w fire. For
meaxlemn weapons, cock and fire the weapon again (rolling
a d20 om this table again}, or chamber a new round. For
percossion weapons, replace the percussion cap and fire
again, For flintdocks and machlocks, reprime the pan,
cock the weapon and fire apain,

Jim The weapon misficed, and the mechanizm locked up
somchow, On modem weapons, make a Dexterity moll on
the next phase w clear the jam, losing braced or sot
bonuses, On percussion weapons, make a Dexterity roll
W clear whatever bas lfouled up the mechanism, and
replace the cap. For flimtlocks and matchlocks, reprime
the pan and roll & d20 on this table again, or reload the
weapon (remove ball and powder and then replace].

Crit Snap!  The weapon breaks somewhere inside.  For
modemn or percussion weapons that get Criticals (GM
option), all subsequent shots roll on the “iotally
unreliable” row of the table for each shot, subsequent
eriticals indicating total weapon breakdown, Flintlocks
and marchlocks simply explode, doing 1/10th their DV to
a location tooching the weapon {randomly chogen), and
ene random location @ aceount for weapon fragments.

Overloading Weapons - Percussion, flintlock and
matchlock weapons can be overloaded. There are four levels of
this, Each level acizs as 8 +2 modificr w the DY of the weapon,
id each level of overloading reduces the reliability of the
weapon by 1 level, Modem weapons may have overloaded “hot"
mmmunition, bot this requires your own lomding equipment. For
weapons with Tyvpe I reliability, such ammunition bas no adwerss
gflect nther than reducing the overall life of the weapon, On ald
ar cheap weapons (Type [T ore 1), this isn't oz safe,

Example - A percussion weapon (Type 0T} ovedoaded by
e levels would mizhre on a second 1d20 roll like 3 matchlock
Type ¥, but it would have itz DY increased by a 44 modifier,

| James Wiston Ape: Infeterminate
Heaghi: 1230cm Weight: Tikg
Chaode:" A tourist’s life is beartaken gradually,”

1 i F——
Pt

INT: 17 HEV; 10

Mujor skills

ST 14 HIST 14 GRAV 6 GERM &
AUTW & LING 12 FSAD = FREN 7
WD 13 AUTO B S5URW 4 RUSS 7
Nioable eguipment

Terenas W MAC-11 {lases sight, supressar)

Viboo short gwiosd
Harlight glasses

lkg out synihesic gemsoones {10q1 cach)
TLL? portable compister and seanner

Armor Location: Muy be found anywlhere.
A0{10 BP vest Motes: Enjoys playing devil’s advocate,
62 Hody st and has the skills and equipment w ges

away with it in most cultures,

Sustained Fire - If you hold the rigger down on an
automatic weapon, eventually it will overcheat. Every 10 rounds
fired at full aulo decreases the weapon reliability row by 1. This
decrease is recovered al one row per second.

Example - At the end of a 10 round barst, & 20 35 rolled,
Mormally, a jam or dud occors on a 19 or 20 on the second roll,
but zince 10 rounds were fired, the reliability poes to the next
row down, cavsing it to malfunction on an 18 or beiter. Mext
phase, the weapon fires 20 more rounds. It boses the penalty for
the previous phase, since a second has passed, but it gets it back
for the firing on this phase, plos another row of reliability shift,
since 20 rounds were fired, so 0t misfires on a 16 or beter on the
second 1d20 roll,

Gatling guns and other types of multiple barrel weapons
use the rate of firg per barrgd for the purpose of a sustained fire
mialfunctions,

Example - A 5-barreled gatling that fres 40 rounds a
second would only be firing 8 rounds per barrel per second, and
would not decling in reliability with continuous firing,

Mote - Weapons with multiple barrels (like gatlings) only
suffer dud effects on a single barrel, and the dud may be
automatically cjecied, but a jam or critical result will usnally
affect the entine weapon.
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Projectile Weapon Combat

Reloading - Reloading a weapon takes several actions.
This can be critical, especially if the Mongolian hordes are
bearing down on you or some equally unpleasant situation 15
cccurring. Different types of weapons take varying amounts of
time. Reload times are below, If the character makes a skill roll
for that weapon they can load in the minimum time, and
otherwise don't have the weapon ready until the next multiple of
that time {or treat the amount failed by as a modificr to the
minimun reloading time)

These times are given as lump sums, bul’you can make
Ingical assumptions about how much time different phases of
reloading take. In general, it 1akes at least an action 1o prepare o
relad, a phase for each step of reloading, and a phase o ready
the weapon Lo fire afier reloading. For example, it takes 3 phase
1o eject a weapon clip, a phase to get a new onc, and phase 1o
insert it and close e weapon, leading 10 a minimum reloading
time of 3 phases,

Modern weapons Time in seconds needed

Clip fed 3
Revolver (specd loader) 4
iper shell) 2, +1 per shell
Single shot or multiple barrel 2, +1 per shell
Intemal magarine  (swripper clip) 4
(per shelly 3, +1 per shell

Archaic weapons Time in seconds needed

Single shot{muzzle loader) 15 per burrel
{breech loader) 10 per barrel
Revolver{muzzle loader) 10 per shot
(hrecch loader) 3 per shot
Bow or compound bow 3
Crossbow (one hand pull, max=Strength) 4
{Foist stirrup, maxsSwrength x 1.2) 5
(built-in lever, max=5trength x 1.4} B
(belt & claw, mux=5trength x 1.4) !
(cranequin, max=Strength x 2200 13
{(windlass, max=5trength x 2.3) | 2

Bows - The damage a bow can inflict depends on the
pull of the bow, The DV of a bow is equal to (Strength of
bow?/109(n), and is usually all lethal damage. Bows will be
rated by the Strength needed to pull the bow, A characier may
wse 3 bow with a Strength less than theirs, but it can only do as
much damage as the normal DV of the bow. A chasacler cannol
pse & bow with a Strength greater than their own {unless they
Strain). For refergnce, the equivalent pull of a bow is
approximately (5rength of bow?i3) kilograms.

A how may be held in the ready pesition for as many
phases as {the user's Strengih exceeds that of the bow, sguared,
plus 1). Example: A character with a Strength of 12 can hold a
Bow 10 for 12-10=2, squared cquals 4, plus 1 equals 5 phases.
Holding the bow longer is a -2 1o the chance 1o hit per phase, a8
muscle fatigue builds up and causes the arms to shake, throwing
off your wim,

Holding a bow in the ready position causes Stamina rolls
ag though the Strenpth used were at a level 1 lower than actually
used, Using full Swrength counts as using 51-80%, elc.. A
¢ompound bow may be held in the ready position fior twice &
long. A whie of bow damages and Range Class is below. The
aiming and damage RC of a bow depends on the Strength needed
to pull it back.

Sirengih [ RC Strength DV RC
(-3 1 111 13 Tt
4 2 1/1 14 200 3l
5 3 111 13 a3l
f 4 141 16 2 30
7 5 211 17 20 31
8 & Al 18 z2: AN
G & 21 19 t[ B
10 10 2/1 20 a0 31
11 12 211 pa 63 Al
12 L4 i a0 o N

Crosshows - A crossbow can have a bow stroager than
anyone can pull back, so mechanical aids have beéen devised
pull the bow. The mechanical aids listed in the relomding rules
are representative of their kind, but the strength moltiples are
mare @ guide than a fixed nomber. Vearying strengih multiples
can be Tound for all of these mechanisms, but the ones listed
match the reload times given earlier, Different multiples will
give different reload times. This is left to the GM.

The first mechanism is the stirrup and hands. The s
places a foat in a stirmup near the bow of the weapon, and uses
the muscles of both arms and the back 10 draw the bow,

The belt and claw uses an attachment point on a special
hell, The bow is pulled by straightening the hack. This will give
the user & sore back afier a while.

The built in lever is just that, a lever built into the
crosshow. 1t was hooked to the string, and the lever provided the
mechanical advantage nesded,

The cranequin was a sel of redoction gears wsed W
multiply the user's Strength and the windlass is a crank and
pulley arrangement that was filted 1o the weapon before pulling
this b,

— e med e T e

o

i 1=k



o

{}

i
||
W
1y
as
Wi
3
is

iy
ed,
la
L5,
A5
ng

iz
1y

@8
The

- than
oot 10
rules
a5 Arc
tiples
listed
g will

B EET
] uECE
11 give

o the
fed the

ysed o
nk and

pulling

Gl

Optional - The amount of time spent in sciually drawing
hack a crosshow may be decrepsed in propertion 1o any Strength
the character may have that is greater than that actunly necded,

Inherent Accoracy - Both bows and crossbows will have
pez [A for the weapon, and one for the armows. Avenge the two
nd mund up.

Sholguns - Shotguns, blunderbusses, arquebuses, and
ciher such weapons (like special prenade lmeher rounds) offer
e possibility of muliple hits. The number of hits from &
shotgun is dependent on the shot size, the range and the bore
dre. Shotpuns are reated oz aulolire weapons, thal iz, each shot
& like a barst of fire from &n automatic weapon., The difference
& Ut all the "shots" are at the same warget, although thers might
b some spread to the sides,

The number of pellets in different kinds of shells varies

wilh gauge and pelflet type.

Shotgun type

Projectile type Al0pa  20pa  léga  I2ga  llga
§2shot 40 S0 110 170 200
400 shot 3 B 10 15 1§
Imm flecheties % 20 24 28 Y4

You treat a shotgun az any other autefire hit, bot since the
shat naturally spreads, you add 1 o any hit increment for an
mcreased number of hits.

Mote - Most flechettes will give a sholgun an aiming RC 1

higher than that for regular shot, that iz, & sholgun with an
iming RC of 2 will be counted as an RC of 3 when using
Zechetles.
Example - A person fires a shotgun at a target 60m away.
They are vsing a 12ga loaded with 00 shot (15 pelles), and
their chance o hit iz 3 4 or less, Using the sutofire wble on the
pevious page, they get an average of 3 hits, and a hit increment
of 1 for misses and 2 for extra hitz, So, ifthey roll a 7 or 8§, they
gt 4 hits, on a @ ar 10, they get 3 hits, an 11 is 2 hitg, a 12 is |
ot, and @ 13 or more is no iz,

For the rare case of autofire shotguns, you can either use
e total pellet count, or zee how many shells are on target, and
ten use cach shell 2 a further putofire allack.

Example - An autofire burst of ten 12ga shells loaded
wilh #00 shot could either be counted as 10 shots, each with a
:r;lsralc hit chance, or a single antofre stiack of 150 pellzis,

Chokes - An entrely optional rule for shatguns deals with
hokes" o other deviees desipned o give tghter patterms of
aat, The base number of hits 15 assumed to be for "full choke”
::‘mguns_ For weapons with cylinder bores, improved cylinders
or partial chokes, the range the "to hit" chance is based on should
¢ mereased by one range band.

Example - Using the initinl example, il that 12ga were a
alinder bore mstead of a full choke weapon, the range of G0m
wald be increased from the 51-T0m range band o the T1-100m
ange band, This would result in a decreased chanee o hit, and
serefore a smaller number of average hits on the trget and a
rper hit increment for more hits.

For shoiz against small targeis, the rolez moy be
misleading. Since the shot spreads, you are not aiming a single
projectile, but rather a clowd of them, A "hit" means that o pelled
has pazsed through the man-sized area the object is in. For
mstanee, consider irying o hit & coin-sized spot on a arged. Just
because you make your "o hit" roll by o signilicant amount does
not mean the pellets all congregate at the center of the target. It
means the center of the group is on the center of the targer. If
the object is the size of a hit location, you have roughfy a 1 in 20
chance of hiting it with any pellet that hitz a mon-sized arged
Smaller targets have a proportionately smaller chanee,

For human targets, hit locations are rolled separpiely at
distances of 11 meters or greater, all hits occur on 1 leation and
adjacent locations at ranges of 6 to 10 meters, and at 5 meters or
lezs all hils are on the same location. Called shots 1o a single
location may only be done al a range of 10 mefers or less. Ala
range greater than this, called shots allow you o decide where
the center of the pattern 15 at. Yoo add or subtract half of (100.
chfcctive range) from any percenrilfe hit location (p.72), moviog
it towands the location the called shot was made for, Rolls tha
"overshoot” the hit Incation aimed for and go past 0 or 100 an
the hit location roll are assumed o be mizses.

Example - In the previous example, the effective rangs
was 80m, 5000 this were a successlul called shot o the head, the
character could move any hit location rolls by (100-60)42=20,
5o, if there were thre hits, and the Iocation rolls were 10, 30 and
50, they would now be -10, 10 and 300 The -10 "location” is a
high shot that mizses entirely, I the called shot hod been to the
chest, the miss would hove probably hit another location instead,
For d20 hit locations (pA8), divide the amount moved by 20{n).

Scatter - IT a hit is made at an effective range of 21
meters or greater with a shotgun or multiple projectile weapon,
targets in adjacent hexes may be hit also, spreading a hes woeach
side cach time the range is doubled.  Apply an additional -10
moedifier 1w the chance 1w hit and roll for these wargets, If the
original shot was @ miss, see where it would have hit 1o
determing scalter.

Deverters - A deverter iz a device allixed o the end of 3
shotgun barrel to "fan” the spread of shot,  Any sholgun
mounting one of these will act like o sawed-oft shotgun, in one
dimersion. That 15, you can either get a wide, flal spread of shot,
or & thin, high spread of shot. Yoo determine which when the
device is attached. You may not fire slugs through a sholgun
using & deveror without risking ruining the serodynamics of the
elug, the deverter izell, or both, A deverter counis oz adding heo
range bands (o the chance to hit, so muoltiple hexes can be hit at
any real range of 11m or greater,

Sawed-off Shotguns - These are 1/2 the mass and length
of a standard shotgon of the same type, and usually have a pistol
grip.  Any sction with an intemal magazine will usually only
have hall the capacity, With a sawed-off, you add twe range
bands for figuring out the chance to hit, and you can get hits o
adjacent hexes at any real range of 11m or greater,
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Projectile Weapon Combat

Shotguns and Inherent Accuracy - The listed 1A of a
shodaun is that for slugs, If using pellets, add 1 o the LA per 10
meters of effective range, up to an 1A of double the onginal
lewel. This reflects the spread of shot at longer ranges,

Muzzle Loading Weapons - Firearms for most of
recorded history (so far), are of this variety. As a resull, many
encounters the characicrs have will be with flindocks or variants
{at least carly on). There are many works on different types of
archaie firearmmns if you wish o be very detailed on the variations,
however, TimeLords will deal with only three mapor types.

Firzt is the matchlock and variants. The barrel iz like a
small cannon barrel, with a twuchhole ac the breech, When the
trigper i pulled, a smouldering cord (called a “match”) is throst
inte the touchhole, This usually has a small amount of powder
in it. When it ignites, sparks fly into the wuchhole, setting aff the
main powder charge, This wype of firearm is generally TLS.
These are almost always unrifled, fire spherical projectiles, and
have very poor accuracy as a result. Very early models (TL4)
were like small cannon on sticks, having no action or stock, and
incredibly bad accoracy, Some even fired metal arrows instead
of lead balls.

Second is the flintlock. When the wigger is pulled, a
single flint strikes the priming pan cover. This simultaneonsly
lifts the pan cover and throws sparks into the pan. These ignite a
priming charge, which ignites the main charge, This i the usual
weapon advance at TL6. Mozt models have accuracy similar to
matchlocks, but were more reliable and practical. Earlier

variants include the wheellock action, while later versions had
rifled bareels, and fired more accurate elongated shot like "minie
balls™.

Last is the percussion action, which historically appeared
around 1800, When the trigger is pulled, the hammer strikes a
percussion cap, similar 1o a modern primer.  This ignites the
main charge. These show up around TL7, and can have
accuracy and relisbility rivalling modemn weapons.

Damage Modifiers - Several factors may modify fhe
amount of damage a weapon does. The main one is rangs,
previously mentioned, bul there can be others.

Special Ammunition - The Damage Values given o2
the aid sheets are for standard ammunition, Other types an
available, subject to the campaign and discretion of the GM,

Armor Piercing - These rounds ane made with a hardeasd
gore 5o that they will penetrate rather than deform.  For this
reason they also do less damage, going straight through b
target rather than depositing their encrgy. The Damage Vite
for purposes of penetration is modified by +10, but any damag:
which towally pencirates armor is modified by -10.  Agamsl
amarmored targets, the ol modifier is -5, These rounds eost 3
times the price of normal rounds.

Hollow Point - These rounds are designed specifically i
defiorm when they hit, maximizing the damage done, Modify te
Damage Value by -6 for purposes of penstration, and by +16 for
purposes of damage done afler armor penetration. Fragmenting
broadhead arrows count as hollow point rounds.  Againg
unarmored targets, the total modifier is +5. They cost 1.5 times
s much &5 normal reands.

Exploding - These explode on impact, throwing [rag-
ments throughout the trgel. As long as they detonate oulsids
the body, they are less dangerons than normal bullets. Modily
the Damage Value by -10 for purpeses of penetration, and by
+A0(or 3x) for purposes of damage done after armor penelraton.
Against unarmored targets, the total modifier is +10. They codl
5 {imes a8 mech as normal rounds, and wsually not possible wik
manufacturing and/os explosive technology below TLE.

Other - There are many types of special ronnds and
projectiles available for projectile weapons. 1F you wish to s
them, their effects are left to the GM.
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Sample Combat - Jasper "Dogslayer™ Merendino and _ )
party are being attacked by a group of Swne Age savages. He J.:sf-cr Berending ﬁgr?: Indeseemina:
has the most advanced weapon in the groop, & 12mm muzzle DR 1o  WeightM0kg
leding pistol with an Inherent Accuracy of +1, an Initiative of | Moot Bystandees anly count as visual eover
+2 and an RC of 1/1. On hiz phase, he steadies the gun and
degides tr Hold Action until the trget he is aiming at is 7 meters
awiy.

Mext phase, a savage charges him, and will get o within 2
meters unless stopped. Praying his one shot will be enoogh, he
pulls the trigger. Initiative is unimportant in this case, Jasper
goes first. His Pistol gkill (at the time) of 7 is the applicable =kill
for this weapon, The Imherent Accuracy of +1 makes his
gffective skill an 8, The positive modifiers are: Both hands, 45,
seadied, +3, range of Tm, +1, for a tal of +11, Jasper decides
it is probably worth it to do a called shat to the center chest
lacstion, The ranpe is a -2, the size of the ohject is another -2,
and he 15 definitely disiracted, for yet another -2, On the plus
side, he mets 342 for spending a full phase sighting in (and using
Perceplion on) the target. 5o, he only has to make a Perception
rall with a -4 to avoid a minus. He does, and so will take no
penalty for the called shot.
¥ Minuses to the roll are for Targer Moving (5m/zec), -12.
= %a, the 1al of modificrs is -1. Looking on the UMC (p.34), a
skill of § with a modifier of -1 is still an B, =0 Jasper needs an 8
or bess o hit. Rolling 1d20, 3 7 comes up. There iz a click, a
i small flash, a barely perceplible delay...and then a small
¢ explosion and cloud of smoke as the weapon fires 2 12mm ball
firectly into the stemuom of the unsuspecting caveman,

This bullet does an average of 14 points (DV ref, sheet),

i Gince it was 3 torso location, all but the first (wo points arc
H doubled (p47}, for a total effect of 26 points, The savage has a
= tatal of INBP, so looking this up on e UMC, the savage has
[ tken o result of Dumape Level 17, with torso Iocation effects,
B Ouch!  Speeding things vp, the GM uses the basic damage
A svitern (p47), rather than the advanced tables. Since this was

DLI7, the savage tkes a -17 modifier to all his actions, and
must make a Willpower roll with a -17 to avoid taking an

sdditional minus due to being stunned. 'With a Willpower of 14, STR: 11 DEX: 12 APR: 9 POW: 10
L] he savage needs (o roll a 2 or less (14 with a -17 modifier), and CON: 13 WIL: 14 PER: 14 BE: 30
1 ralle an & instead. Mormally, he would whe an additonal -6 next INT: 1B BRY: 15 STA: 12 Speads 11
T phase for failing the roll by 6, but since the basic modifier (-17) Majoe skills
12 iz greater than his Willpower, he is instead knocked unconscious. PIST 12 PHYS 15 LHEL 10 STLH 4
5t Whether he is dying 15 irrelevant, What is important 15 that he i AUTW & HIST 10 MLSC 13 CRIL 7
5 put of the combat, MRTS & puTS 7 ACTG 13 RUN 11
RBack to the past, the GM determines that this fortuitous swh 7 Iap. 7 Fsal 7 KNFE §
shat can be counted as 4 Bravado attack against the remaining Motable equipment
3~ | savages, Jasper, not knowing anything clever to say (even if the Custom machine pisial, IM-Z (461, AP, Inser sight, Md clip)
lex savapes could understand him), just yells " Anmarrerggghhhhhl®, 5“""“':_’ glove _':5'3'1‘-"} e
fy The modifiers to the roll are: Target surprised, +10, EMP pistol {fries elessronics within 50m, | shat)
0y Convincingly demonstrates ability, +10, Haz a device w wield, ;;m."_"j F':llll L :
. +5. The statement is worth nothing, one way of the ather, for a i st (6], Tmmlventy)
st | ol of +25. The amount added to Jasper's Bravado makes it a b
. | s Latue umﬂ}l e svser) all havs Bravitdos oi Armor Location: Anyplace mieresting
13, so this is a result at 3x effect (p.32). All the savages must 20/5 torzo vest Motes: Will quickly gain knnwledge
i make a Bravado roll with a =12 to aveid panic, 5o most will 102 bady suik af all areas stayed i, Buothless
Lid rapidly flee the area, and the attacks against the characters drap 18/12 Helmet when frightened,

sharply. The thundercaster saves the day.
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Melee Combat
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Melee Combat - Despite the vast
superiority  of firearms in armed
conflict, there will probably be cases
where characters cannot bring them o
bear. Especially carly in a campaign,
they simply may oot have any, although
a few resourceful types may make crode
bows. More than likely, their next
acquisitions will be crude fircarms, like
(intlocks, These are nice, but you only
get one shot, After that, its either run
or engage in meles, Or, there may be
times when characters may have (o
operale silenily, or without atfracting
unduz attention by use of out of pericd
devices, O, there simply may be laws
aguinst it It 15 geperally bad form 1o
shoot someone s brawl, and blasting
a mugger or rulfian may get them
arpeeied,  Cdher cultures may have
pomts of honor or custom involved.,

Melee weapons come in all vari-
etics. Many are general purpose, like
the traditional sword. Some are more
specialized, with a specific use, combat
form or social function, like an cxecu-
tnner's axe, Others are improvised, like
a pitchfork, All generally fall into one
of three categories: Blunt, culting and
puncturing, Muost weapons will have
iwo of these options, while a few will
hve all three, and others only one.

Example - A spear can cut, thrust
or be used a5 a blunt instrument. A
eword i85 4 culling of thrusling weapod
although you could vse the flat side),
and a pitchfork 1z only a throsting
weeapon (but it weould get multiphe his),

Given the constant pozsibility of
combat in TimeLords, it is gencrally a
rond iden o have a wide variely of
weapons and ools bandy.  Melee
weapons hove the advantage of being
hoth, A pond koife {or camping axe)
can serve o vaciely of functions, and is
usually ecasier 1o conceal than most
{irosrmms,

Melee Weapons - These are weapons that are used directly against an
opponent without any pan leaving the hand,

Weapon Format - As with projectile weapons, melee weapons have a format
explaining all the information for that weapon, An explanation of the format is below,

[# Mame DV IA Init Skill Masz Bulk Cost Len Techlev H AV BP Mows
[23 Machete 101 1 -3 SWD 40 82 20 55 7+ 1 W0 4 C

# - This iz the weapon number, for easy reference.

Mame - This iz the familiar name of the weapon,

DV - This is the Damage Value of the weapen. The effective DV is modified by the
user's Strength (p. 700, Maore than one valee usually indicates cut/thrust damage.

IA - This is the Inherent Accuracy of the weapon, how easy it is to use, and depends on
the quality and type of weapon,

Init - This is the initiative modifier of the weapon, It is based on the mass, lengih, and
usage of the weapon, Weapons may have more than one number here, for differ-
ent attsck modes, For instance, long weapons might be fasier in a thrusting mode.

Skill - This is the skill needed 1o use the weapon and is the abbreviation in the skill list.

Wiass - This is the mass of the weapon in kilograms,

Bulk - This is the size of the weapon for carrying purposes. A /n means that the waapan
takes up n locations with the listed bulk,

Cogt - The cost of the weapon in dollars, hased on 1990 buying power.

Len - This i5 the length of e weapon in melers,

Tech Lev, - This is the historical period when the weapon came into use.

H - Thiz is the mumber of hands needed 1o properly use the weapon.

AV - This is the Armor Value of the weapon, how difficult it 33 to damage.

EP - Thiz is the number of Body Points the weapon has, the amount of damage is can
sustain belore breaking,

Mates - This is special information that periaing o this weapon, See the boutom of the
weapon list for more info. Usually, a weapon will have a limited number of attack
modes, which are classed as cut, puncture or blunt (CP or Bilhese are listed here,

Melee Combat - Melee combat is resolved in the same manner as it is for 2
projectile weapon atiack, The 1A of the weapon is added to the Skall of the user, and
modificrs applied 1o the wial. If the roll is equal or less than the modified total, 2 hit 3
made. One addition is that the type and side the attack is made to must be stated
before the "to hit™ roll is made. Example: "1 am doing a cut attack o his left side.”
This makes a difference for determining hit bocations, Thrusting weapons always attack
tr the center and use puncwuring wounds as 3 wound modifier when using Advanced
Damage (p.72). Thrusts can only be blocked with a shield, bat can be parried with any
weapon. 1f the side is not declared, the attack is assumad (o go against the left sacde i the
attacker is right-handed, and to the right side If the attacker is left-handed. Likewise,
blocke are made with the opposite arm most of the time. Shield blocks do not usoally
take an off-hand minus, but weapon blocks will.

"To Hit" Modifiers - The following is an cxpanded version of the "To Hit”
maodifiers listed on the TimeLords Aid Sheet. As for projectile weapons, nse only the
modifiers you feel apply to the seriousness of your campaign, 85 a lot of the more
advanced modifiers can be left out without seriously affecting play.

Targel Facing - It is casier 1o hit someone direcly in front of you rather thin over
vour shoulder,

0 Target in your Sector |

- Target in your Sector 1T or V1
-12 Targat in your Sector Ul or ¥
-18 Target in your Sector TV
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Attacker Facing - It is casier to hit someane who is in an inferios position, or who
must change Tacing simply 10 aveid being tolally defenseless.,

+( Yoo are attacking into opponent’s Sector 1

+4 You are sttacking opponent’s Sectors 1LY

+3 You are anacking opponent’s Secioes [TV
+14 You are attacking opponent’s Seclor I'Y

Distance - Generally, only weapons longer than 9%m can attack into a hex ootside
the ones the character is adjacent to. Even so, it is more difficult. A hex will be
classified as far if it is not adjacent. There is a -3 modifier per hex distance.  Adjacent
hexes are never considered far hexes. I a chameter with a weapon is engagad in combat
with someone in the same hex, they get a modifier of -3 for epch (5(d) meters of weapon
length, up 1o @ maximum of <15, This reflects their inability 1o bring the weapon 1o boar
o very close opponcnt.

Example - A sword v, knife fight is generally bad for the knife wiclder, unless
they can close 1o grappling ranga (same hex), where the length of the sword is a liability
rather than an asset. However, to do this, you need 10 advance against an opponent with
superior reach.

This minus does not apply if the weapon is being vsed in a way that negates is
length, An example of this would be 10 use a spear as 2 s1alf, helding it across your [ront
rather than using it to make Utirusts with,

-3 Per lar hex

) Fer ,5m of lengih for same hex anacks
.-""f\"‘v-\ _rv“'
[ Im weapon Im wewpomn

dm-urum T 2m Pm:l .. --
.r"'J JL“-./

Lunges - A character with a short weapon can extend (hrusting attacks to a further
hex by lunging. While this extends your reach into Sector 1, it also reduces your chance
10 block any return attacks. You wke a -6 per hex longed, both o yoor attack, and any
defensive maneuvers you may iry, with & maximum lunge distance of two hexes,

Off-hand Attacks - I 2 chasacier uses o weapon in their off-hand, there is a -10
modifier. This does not apply if the character is using the off-hand in addition 10 a
regular grip for beuer effect, but any off-hand wounds woald apply, Remember that you
can buy pastial or complete ambidexterity 10 counter this disadvantage (p.38),

-10 Off-hand anack

Height Advantage - I a height advantage of Slcm (knee-high) or betler is avail-
able, Tike @ tzhle or a few stairsteps, the atacker gets a +5 modifier. This will have an
elfect on potential hit location, and diagonal distance might decrease a weapon's "reach”,

+5 Height Advantage

Position - 1f the attacker is prone, there is a -15 modifier. 1F the defender 15 prone,
there is a +20 modificr.

-15 Artacker prone
+20 Defender prone

High-Tech Variants - For ong
reason or another, charmcters moy hove
pocess Lo melse weapons made with
high-tech materials. In the Primary
Crame, characters with such weehnology
available usually buy guns instesd, bul
may also have access 0 things like
vibroblades, In g Time Pamrel seiung,
high guality weapons will be better
balanced, tougher, and probably lighes,
all advaniages on a mission 300 years
frean home,

The weapon s1ats are based on TLE
{circa 1400AD) technology, or when
they first appearad, whichever is higher.
Weapons will have their AV multiplizd
by the (TL of manufaciorg/TLS). O,
BF mav be traded for AV, making o
weapon harder, but brittle, or sofier, but
with more BP (within limits).

Weapons that by nature are ougher
or more dupable than theie lavel of
manufactune would indicate (he legend-
ary sirengths of katanas, for mstance),
may be monofaciured ata "TL" of up 12
3 levels greater than the aciual level
available, This will muoltiply e cost
and time required 10 make the weapon
by the TL difference, plus 1, squared.
Sa, o weapon made one TL higher than
iz normally possible in that culture
would ke four times as long w make,
and also cost four limes as much.
Likewise, weapons can be mads at
lowwer TL's, and will be much cheaper 25
a result, with the inverse ome and cosl
of higher quality weapons. In fact, most
"toals” or improvised weapons will ke
pdvantage of this, and have appropei-
alely low AV's and BF's, and poor [A'S.

The TA of the weapon was usually
optimized by the dme it was phased out
of use, but 35 an option, for [our Unes
the nomual cost, LA may be ingreased by
1 point, and this may only be done once,

Example - A characier waniz a
"state of the art” TLI1Z version of o
brogdsword, made with the best TL12
materials, This weapon was last regular-
Iy vsed at TR, 5o, they multiply AV by
12/5, and they decide t increase the TA
by a point as well, The final weapon
has an AV of 34, and the spme BP a5 he
orgmal weapon,. IChas an IA 1 poin
better {up o +2), and costs 4 fimes a5
much {sbout 210000, Hopelully it will
be worth L
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Target Defenseless - I the target is at reduced effect-
iveness due o a wmporary "Stun” result, or is not aware of the
attacker, the attack gets a bonus to hit equal 1o twice the negative
mndificr on the defender.

Example - If you take a -5 on your next phaze due to
heing stunned, you are at +10 to be kit by melee attacks.

Against a ially helpless or totally surprised opponent,
any weapon will do maximum nosmal damage (its DV in points,
maxdified by Strength) on a successful culled shol

4 Target Defenseless

Called shois - These are handled slightly differently
than for projectile weapons, since you can almost always see
your target, and onfortunately, the target can see your attack
coming in (on a Perception roll), A called shot takes a minus
equal to halfid) the modified Dexterity of the wrget. The Dex-
terity i modified by encumbrance. Scparate, cumulative modi-
fiees pre the size of the called shot aren and motion of the farged

Example - Mathan Borg akes a swing at Amrgh, a random
pieca of cannon fodder with a Dexterity of 12. Nathan goes for a
neck shot, or one hit location. There are no modifiers on
Dexterity, =0 Mathan takes a -6 (half of Arrgh's Dexterity), with
an additional -2 for the size of the item, for 2 izl -8 modifier 1o
his chance to hit, I he hits, Arrgh geds a chance o Plock, but if
the block is failed, Mathan will hit, in the location specified.

If & called shot 15 missed, i scaers like a projectile called
shot, but the magnitde of the miss is never more than a full hex
(whooshl), Thrusting aitscks use the basic scaiter chart. Attacks
from either side (or above/helow) only scatter to one side (o up
or down). Rolls wo the other side "reflect” to the opposite side.

Called shots with muoltiple attack weapons (claws) are
rolled separately, one roll for each separaie sub-attack, Misses
are gssumed to be "clean™ misses (ie. no chance of hilling
anywhere else).

Retreating - A characler may opt to retreal. This gives a
-5 moddifier to atacks by that characier, and a +10 modificr 1o
blocking or parrying attempts by that character. These modifiers
apply only against attackers being retreated from. The character
must back up 1 or 2 hexes during movement, and the character
may be moved by the anacker on a successful skill roll.
Retreating does not count as movement for initiative purposes.

Advancing - A retreating character may be advanced
epon, This gives a -5 modifier to blocking attempts by the
advancing character, and a +5 modifier w attacks., The
advancing charscter moves 1 or 2 hexes during their movement,
after the retreating chacacier moves, This docs not count as
movemaent for initiative purposes,

Blocking - If a cut or chop attack is scored by an attacker,
the target may defend with any applicable skill. You can block a
swond blow with your arm,..once. The chance of blocking any
blow is equal to the skill being used o defend with, subject to
any modifiers that would apply if the skill was being used
affensively, such as inherent accuracy, wounds, position, cic.

A character must elect to block before the attacker rolls.
If the character elects to do no aitacks that phase, they geta +5
modifier to block, Any number of atacks may be blocked in a
phase, but each declared block after the first gets a cumulative -3
maodifier, plus the inifative of the weapon, A characler may
elect 1o make two attacks in a phase, counting their "free” block
ug an attack, Doah auacks that phase get a modifier equal to the
initiative of the weapon used, Note: This means that if a
character does two attacks, their first block gets a -5. 'Whatever
i3 used to block with Lakes damage as though a normnal hit were
soored, except unarmed attacks, which do no damage.

Optional - The blocking character must make a Strength
il if the block was done before their attack. This roll is
modified by the Strength difference between the combatants, and
effective Strength is modified by the number of hands used 1o
block with, If vou use two hands on a one-handed weapon,
effective Sirength gets a +10 modifier, 1F one hand is used ona
two-handed weapon, effective Strength takes a -6 modifier. If
the roll iz failed, the choracter may not attack that phase, and the
amount failed by is used as a modifier on further blocks.

Example - Joc Wimp is trying to block a blow from Narg,
mutant barbarian of the Blackshure Wastes., Joe hag a Strength
of 6, and Marg has a 16, Narg anacked first, and hit, so Joe
decides to block. We'll assume he makes the block. The
Strength difference is 10, so Joe must roll his Strength with a -10
modifier to be able o block and atack. Thisis a 3. Rolling
1d20, he geis a 9, 5o he cannod attack this phase, and any forther
Blocks this phase will get an extra -5 modifier (he's really getting
hashed around). You may just use the hesic blocking rales if
you don't wish 1o spend 2 lot of time on the mancuver.
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Shields - Shields are much more effective for blocking
thon weapons. A shicld is treated as armaor that may or may not
fnction, depending on whether or not the block was successiul,
A normal shicld will have from 1 o & locations of armor, Each
lncation gives a +2 modifier w block and is the size of 2 hit
lecations, The disadvantage is that they are heavy, and may
reduee the Iniative of & characier as a result.

Example - A 5 location shield will give the user a +10
mpxtifier w successfully use their Shield skill,

When struck, a random ocation of the shield is rolled, and
damage taken on that location. One location must be specified
a5 having the shield arm beneath it If this particular location is
hir, the forcarm will take damage a2 though it had the armor of
the shield, plus any armor on the forcarm. 1f a shield location is
destroyed, then the modifier it gave for blocking is lost, This
can lead 1o creative shield design, making the strecture resistant
0 being severely damaged by one blow, or with ceértain edpes
designed 1o cawch weapons, I a shield location is destroyed in
ane bloww, there 15 a chance the attacking weapon became siuck
in the shield, The chance on 1d20 15 equal w the AVSBP of that
Ieeating, -1 for every BP done over the ioal,

Example - If a shield location with an AY of & and 3 BP
is struck for 9 points, there is a 9 in 20 chance of the weapon
geming stuck. IF struck for 14 points, the chance iz 5 in 20, 17 a
weapon pels stuck, the wiclder can extricate it by making a
Strength roll on the next phase, with a modifier of how much the
"sripck inm shield” roll was made by,

Projectile weapons that completely penetrate a shield will
do dumage to the character with any poinis that remain, but
wsually only do 1BP to the shield. For attacks that cannot be
deliberately blocked, it must be determined by common sense
which locations the shield will protect from a given direction. 17
the location rolled is one of these, then the shicld i3 hit, If the
arlack penctrates the shield, then the character is struck.

Parrying - Parrying an opponent's klow is harder than
just Mocking it. Thrusting atacks may be blocked with a shield,
or parried with @ weapon. Normally, only weapons may be used
tp parry with, bul weapons less than 3m long may be parried
hare-handed, This assumes the weapsa arm 15 being parried
rather than the weapon isell. In certain circumstances, longer
weapons may be parried bare-handed, but there is a chance of
famage 1o the character, even il successful. An example of this
wiould be having the skin and muscles shaved off your arm while
parrying a sword. Individual cases are lefl 1o the discretion of
the G

A character determines whether or not they wish e parry
after the atacker rolls o hit, Parmving is like blocking, bot with
an additional -5 modifier, and the weapon skill is vsed inztead of
Shicld skill. If the roll is made, the charscter may say the
weapon hag been parried. This will give the character a +3
modifier to their next anack, if it is before their opponent's next
atnck. If the characier uses 2 weapons, the one not used [0 pasry
with will get a +& modifier rather than a +3. Purely or parly
flexible weapons like whips ar flails may not be parried, and are
a-10 1o hiock,

Dodging - Il a character wishes o dodpe an attack, they
may. A dodge gives an extra negative modifier of 1/2(d) the
character's Dexterity (alter encumbrance adjusiments) w an
atiack from one person, and half{u) this amount from all others,
Thiz applies to projectle weapons also. In meles combar, the
attacking character can move the dodging character 1 hex
straight back, to the right rear, or left rear. If the charncter re-
fuses to move, the dodge modificr is halvedid) again, Characters
pan dodge and block, but not parry, atteck or do other combat
aciions.,

Feints - A character may feint an atsck w o throw an
opponent off guard, This takes up a character’s combat action
and no real avack 12 made {unless the character opts for two
attacks), If the attacking character makes a skill roll, the
defender must make one also, I the defender fails, the attscker
gets 3 modifier on the next attack equal o halfu) the amoont
miszad by, provided the auack iz before the defender attacks
again, If the defender makes it, there is no effect.

Example - A character with a 5kill of 14 iz attacking cne
with a 10, If he successfully feints an attack, the other charscier
must roll a 10 or less on 1420 10 not overreact, IF he rolled a 14,
the first charactor would get a 42 modifier to their next atsck, if
it was before the defender's initiative came up again.
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Enockdowns - A character may attempt W koock an
opponent down with an attack, This i common in some forms
of martial arts, and is especially effective if you can follow
through with an avack on the prone largel. This is a special
maneuver, and does no damage other than ruining the position of
the opponent. Motz that this is separate from bashing someone
indy submission and having them collapse,

A knockdown iz possible if a called shot is made o oa
certain hit location, that is, the "to hit” roll is made and the w@rget
docsn't block, parry or otherwise deflect the apsck, Thiz is
situation and combat form dependent, and all thar really marters
i5 the size of the larger.  Special modifiers are the BP and
Strength difference between opponents, and the Initdative of any
weapon invelved (reversed, ag iU's easier o bowl someons over
with a big weapon), IF the roll is successful, the target is in the
“defender prone™ position, but can immediately make a Dexierity
roll. The amoant thiz is made by subiracts from any bonus to hit
them as they roll back o their feet.

Example - Tae Ewan, martial artist with an effective
Strength of 16, and 25BP, trics a knockdown against Narg, who
aleo has a Strength of 16, but 35BP. Tae takes an additional -10
1o his called shol chance beeause of the fact Narg has about 50kg
of weight advantage. Tae stll makes the roll, and Marg is
"knocked down®. If Marg had aleeady acied this phase, he could
muke a Dexterity roll o reduce the +20 modifier Tae has to hita
prone opponent. IF he hadn't acted vet, he could get up or roll o
a defengible position, and Tae would have gained no advantage
except in keeping Marg from attacking him that phase.

Bashing - Diving into someonc in a flying tackle falls
under Brawling Skill. The Damage Value of such an anack is
iBody Pointz x Velocity Modifiery10(d) of Type IV damage.
Yelocity modifiers are below,

Yelocity
Imfses
2-4myfsoc
a-Tmysec
9-12mfsec
13-16mysec
17-20m/sec
21-25myfsec

hodifier
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Both partics will be prone aflerwards and will be reated
as nol defending until the end of teir next action. The person
tackled will also add 2 to any non-lethal Damage Level, and 1 1o
lethnl ones. The attacker will ke 1/2(d) this amount, Damage
locations will be as though a fall had occorred.

Moving Attacks - Any hand to hand attack made while
on a vehicle, animal, or while running will do more damage.
The adjusted DV is the IV times 102 the Velocity Modifier from
Bashing, with a minimum of 1 x DV, The attacker pets a
negative modifier to hit equal t wice the Velocity Modifier for
Bashing, and takes a similar minus o their chances 1o block or
perform other defensive actions, while te defender gets a simi-
Lar bonus to hit, block or parry aitacks from a moving attacker.

Attacking from a Mount - All attacks made from a
mount to the ground get the height advantage modifier. The
weapon used must be at least .5m long or adjocent hexes will be
treated as far hexes. A horse and rider will take up 3 hexes on
the Comhbat Display. The head and neck of the horse will be in
the firzt hex, the body and rider in the second, and the
hindquarters in the third. There is a -8 modifier 10 any attacks
made into Sector T unless the wespon used is at least 2.0m long.
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Unseating a Rider - A rider may be knocked off their
maount if they wke damage that would prodoce a knockdown ar
bash (if the bash does more damage than the Strength+applicable
riding skill of the rider). The characier will roll 2 number of
hexes equal to the Velocity Modifier for bashing, and will be
treated as defenseless undl their next action.

Long Combats - Occasionally, 8 combat will occur
berween excellent opponents. In real life, this could ke several
minutes of combat. In game time, it could take forever, In
purely hand-io-hand combats, you can speed things up by
halving the skill of the combataniz for Bocking purposes, All
things will remain equal relative to the combatants, and the
combai will be shortened dramatically, The time acwally spent
in combat will vary, depending on the skill of the fighters, bt
for good characters, the play time may be multiplied by a factor
afl 10 ar more 0 get the actual time,

Entanglement - Cenain weapons or combat forms can
entangle or pin an opponent on a successiul called shot. If an
extromity 15 hit, roll 1d20, 11 the resolt wouold be another hit, that
extremily is bound to the closest body part.  'With arms, this is
normially to the body, and with legs, the other leg. 1 the second
el would not have hit, the aiscker may say the weapon has
gither "grabbed"” that location, giving a <10 modifier w all use of
that body part until froed, or that the weapon strikes, doing
mommal damage, [ a location is entangled, it will normally take
143 actions to free, This may be modified by circumstance,
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Example - Ohio Smith lashes out with a bullwhip and
makes a successiul called shot o an opponent's pistol, His foe
now lakes a =10 o his aim if he tries w ficre, and i Ohio can
make g Sirength roll by enough (like the Toppling rules), ke can
[ank the weapon out of hiz opponent’s grasp.

Wrestling - To pin a person using Wrestling skill, the
sores of the characters are compared. Each characier has a
chance of their skill over the sum of the skills, On the UMC, go
dewn froem the wial w Gnd the zkill of each person, then go left
i find the number needed on 120, Whoever makes this roll
firsl pins the other character. 1T the pins are simulianeous, e
person who made the roll by more geis the pin, Onee a pin iz
made, both sides continue rolling, bul the character with te pin
can aid 1 to their chance per 53(n) points of Strength, Each phase
the pin 15 mainiained, the modifier for Strength may be added,
until the pinned charageler cannot escape, IF the pinned characler
makes hiz roll and the anacker doesa't, then the pin is broken, A
character who has a pin may use the damage they could do with
apunch on the pinned character. This nutomatically hits, but the
lecation is random, Once determined, the location of damage iz
psed for all other "punches” on that pin, Wrestlers may do called
shedz, Tor instance rying for a choke hold, Wounding skill can
b used with this skill w snap bones or perform other grisly
combat mansuvers, Called shot modifiers apply to the skill
before the skills are compared.

Example - If two wrestling charaeters had Skills of 12
and &, Uiz st woould have a 12020 chance of pinning e second,
and the second would have a 820 chance of pinning the finse,

Grabbing - To grab something from a character, the
grabber most make a Dexterity roll, with modifiers like a called
shat, I a tug of war develops, the first person 1w fail a Strength
rill Loses the grab. Characters may dodge, block or parry grabs
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Toppling - Anyone in an entangled sitwation may attempl
1o paull their opponemt off balance, The chance of doing this on
[d20) is a Strength Boll, with a modifier of the difference in BP,
positive Tor the heavier character, and negative for the lighter
character, and further modified by the locations entangled (feet
entangled together is a subsiantial minuz, for example). If the
ol 15 made, the amount made by 15 the negative modifier
applied 10 the opponent's actions on the next phase, Less than
1/2(d) this amount will pull the weapon or entangled ilcm from
the opponent’s grasp, or pull entangled characters o the ground,

Restrictions - I a character doesn't have rmoom 1o swing
a weapan, there will be a lesser chanee (o hit. A clear bex o
each side is needed for each Imin} of weapon length, but Sectors
I, IT, amd W1 must be clear dicectly in feont of the characler no
miatter how short the weapon, For each blocked bex sdjacent in
the character, there is a -2 medifier to all anacks, Far each ciher
hex that is blocked (bt not those blocked by other hexes closer
in) there is a -1 modifier. Thrusting attacks can only be
restricted by obstacles direcily opposite the direction of the
thruzt, A hex iz considered blocked if an obstacle {at least
Large) occupies the hex or crosses 2 hexsides,
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Example - Character A has a2 weapon 1.6m long, Thizs
rounds to 2m, thercfors charscter A necds 2 hexes inoall
directions 1 have no modifiers, However, adjacent hex 1 iz
blocked for -2 by the wall, non-adjacent hexes 2, 3, 4, and 5 dre
blocked for <1 each, and non-adjacent bex 6 containg an
overfurned chair for another -1, The mdal minus dee o
obstructions s a =7, Thiz 12 cumolative with the other modifiess,
Charpoier B has a knife, and his Sectors [ 11, and VT are clear, so
he has no modifiers for obstructions, bot since charcter A iz 2
hexes away, nor can be do anything, Thiz room has a ceiling
higher than 4m (2m over the character's head) or there would be
an additional -1 for the ceiling restricting the characier's swing.

Breaking a Weapon - Nommally, weapons are strong
enongh to withstand the abuse they deal out. Howewver, impro-
vised weapons are seldom this good, and regular weapons can be
used in situations other than those they were designed for, In
normal use (blocks, attacks, erc), a weapor does ball damagedd)
to itself, or takes half damage(d) from an opponent's awack.
Parriez seldom do damage to the item parried, or parried with,

Example - An cpee hos a DV of 9, and an AV of 5. [
does an attack for maximum damage (9 points with a Strength of
10}, it will only take 5, which bounces off it AV,

If a weapon is nsed in such a way to canse damage (o
izell {hacking on a chain, for example), the full atack is weawed
a5 an altack on e weapon,

Example - The epee is thrust into a wall. The blade will
bend and snap if the attack docs more than 5 points of damage.

Il damape peneirotes e AV of the weapon, it will Iosc
BP, Divide the length of the weapon by its total BP, IF more
than this amount is done, the weapon i3 broken off at that point.
IF thiz would be random, roll 1410 and assume each point is &
10% loss of weapon leogih. Some weapons may still be wseful
after such treaiment, others may not,
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Damage Modifiers - Melee weapons may do extra
damuage or lesser damage, depending on the Strength of the
wielder and how the weapon is wiclded. Every point of Strength
above or below 1015 a modifier of 2 (o the DY of the weapon.
Whether this is positive or negative depends on the Strength of
the character. This amount should be Gigured ahesd of tme to
save ime during combat. If a weapon that can be used with one
or two hands is pzed with both hands, the DV geis a +10
modifier, If 8 two-handed weapon 15 osed with one hand, the
DY pets a -6 modifier. Weapons that can be dulled may have
their DV modificd aficr heasvy use. A modifier o DY of up o -3
is reasonable, as is lowering the Damage Type by 1.

Example - A charscter with a Strength of 12 geiz a +4
modifier 1o damage with any melee weapon, so if using a
woapon with a normal DY of 10, for them it would be 12, Fill
this information nut on your character sheet for any weapon the
characier commaonly wses.

Stamina Use - A Stamina roll will have o be made
once per turn in melee combat if the character has spent more
than half the um vsing a meles weapon. This generally corme-
gponds to using 51-80% of your Strength (p30). While yoo may
use vour full Strength on ascks, dme is also spent shifting posi-
tion, parrying, or doing other actions not requiring a full effort.
You may modify this tme period for e weight load or weapon
nsed. Daggers might only require a roll once a minute, while
plute armor and a greatsword might require several rolls o wm.

Thrown Weapons - These are any form of meles or
improvised weapon that can be thrown for effect, and fall in 3
gray arca between projectiles and melee.  You can see them
coming, and dodge them, but they are difficult o block with &
weapon {but fairly easy with a shield).

They vse all modificrs applicable to projectile weapons,
melee called shot rules {thrusting atack only), and can be
blocked or paried, but only at an additional -3,

Throwing things - The maximum distance an object can
be thrown by a human is roughly 100 meters. A non-
acrodynamic (nol meant o be thrown) object can be thrown 172
thiz distance. In general an object can be thrown a distance in
meters cqual to Swength?fimass of object in kilograms x 4).
Small ohjects or objects with very low density will travel lasser
distances.  This 15 Ieft to the discreton of the GM, with a
recommended mazimom throw of 100m, Throwing while
stationary only gets 1/2 the mnge, and throwing while prone gets
14 the range. Thrown objects can travel up o 30 meters per
seeond, which will make it difficult (if nod impossible) o hit any
target more than 30 meters away which can see the attack
poming, Motz that there are exceptions. A professional haschall
pitcher can throw a haseball at over 40m/sec, but this 15 an
exception rather than the norm.

The chart below gives the distances ohjects can be thrown
with varying amounts of Strength. Thrown weapons use RC 1/1
for aiming and damage, but do not get positive modifiers for
range (otheraize people would throw knives instead of stabbing
with them). All positive modifiers for range are counted as +H).

Strength
Mass [} § 10 12 14 1& 15 20
L0kg  90m 100m ]ﬂ{_lm 100m 100m 100m 100m 100m
¢ 25kp  36m Adm 100m 100m 100m 100m 100 10m
S0kg  18m 32m 50m 72m 98m 100m 100m 100m
10kg  9m  16m 25m 36m 49m &4m 3im 100m
20kg 4m 8m 12m 18m 25m 32m 41m Slmn
SOkg 2m  3m  Sm  Tm 10m 13m lém 20m
10kg Im 2m 3m 4m 35m 6m 8Em 10m
2k Om  dm  lm 2m 2m  3m 4m 25m
Stkg Om Om Om Im 1Im Im 2m Im

Underwater Combat - Underwater combat is run the
same @15 normal combat, with the following modifiees, Al
damage done underwater is halved(n) for hand to hand weapon
thrusts, and quartered{n) for cotting atacks, so if characters were
involved in 8 waist-deep swordfight, damage done 1o a kocation
below the waist would be halved or quanered.

Mormal puns fired underwater will probably work (but
possibly rupture your eardrums from the blast). Some autpmalic
weapons will even cycle reliably, Those weapons that have no
provision for gas escape (revolvers and semiautomatics do) may
build up dangerous amounts of pressure, weapon reliability
going o Type VI for such shots o reflect the danger, Weapons
such az bows and crossbows will work onderwater, bul have a
maximum range of 1/10{n} their normal range, or 40 meters,
whichever is lowest. They will also be quickly ruined unles
special models made for just this purpose.  All underwater
projectiles are counted as RC1 for damage, and the range is
multiplied by 20 for damage purposes. Thrown weapons such as
spears have a maximum range of 5 meters and the range for
damage purposes is also multiplied by 20, Thrown weapons
such as k1 ves will not work undepwater at all,
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Sample Combat - Eric Smith and Bret Jones in one of
their incarmations have golten into a fight in a walzefront bar
back in 1840, Each of them is one on one, with tee rest of the
patrons forming a rough circle around them, taking bets, The
layout 15 below,

A -
T Y
i R :
%
#?_ E’ &%
= . e
L
L/ : =
i = e
\ s -x::g-& H Vi
i, i = %
it '*.,.- ey % e e
R g

E=Eric, B=Bret, T=Thug, B=Brick, X=0ther patrons

Eric and Bret are wearing 12 armor over Useir (orsos,
and the rednecks are wearing light cloth, for essentially zero
grmor, The weight of Erc and Brel's armos gives them a -2
madifier W their normal Physical Speed.

Pertinent Artribuies and Skills:

STRE DEX WIL 5PD BP IMHW BEWL

Erie 12 10) I 1 30 4 4
Bret 113 10 i 30 1 3
Redneck 1 14 12 13 13 A B 7
Redneck 2 13 12 14 1% 31 i)

Level of 9, with non-lethal effects. Since punches an: Type 1Y
damage (paT), 340d) 15 non-lethal gt 8 Damage Level of 6, and
1/a{d} of this is lethal damage, 5o there will be additcnal effects
at a Domage Level of 2,

Uszing the basic damage sysiem (p45), Bref takes half the
Damage Levels as an impairment, so he akes o (DL&2)=-3
bruising impairment, and a (DL2/2)=-1 lethal impairment from
poesibly having his nose busted.

I addition, he must make g "Ston” roll, For head hits, the
Stun multiple is 4 tmez the largest impairment, 50 Bret must
make a Willpower Boll with a -12 1o gvoid additional, shon-term
munuzes, He needs o 4 or less, and rolls a 6. Bad news! Since
the shun minus is greater then his normal Willpower, a failed roll
means he is knocked out. A meary fizt loomz in Bret's vision,
there is a sharp pain, and then everything goes black.

Bret slumps 1o the foor on his action, leaviog Ene to fend
for himself., Deciding that tools are a definite advaniage, he
grabs a chair and backs up a few steps. The lavoot 1= below,
Mow 1o Phase 3.

The GM determines that combar stans on Phase 1,
Evervone i3 going to be punching, so [nitmtive rolls will be a
fumction of skill. Afwer rolling, the order of action iz Brick, Erig,
Thug, Brer. Brick takes a swing at Bret. There are no modifiers,
g he needs a 100 Rolling an 01, he nareowly misses. Whoosh!
Bret narrowly avoids a jab to the head. Enc tries a right cross o
Thug. The wable i jutting into his side arc, for a -2, hut his skall
is &0 kow that this isn't & hindrance. He needs o 4 and rolls a 14,
mizsing badly. Thug tries 1o nail Eric, and rolls a 9, missing.
Bret tries to hit Brick, Az with Eric, the table has no effect, 50
he needs a 5, and gets o 3. The 1d20 hit location roll (p.71} is a
4 Fist attacks are a -6 modifier to location, so this goes o 3, for
a hit in the right arm. Rolling 1d5 for damage (1d6, ignosing 6,
p.A7), he gets a 2, for 2 points non-lethal damage (o the amm.
Using the basic damage system (p.48), this is only a -2 modifier.
Rig deal. Mobody moved this phase, Now to Phase 2.

Determining Initiative, order is Thug, Brick, Bret, Eric.
Thug takes another swing at Eric. His chance 15 the same as
before, but he rolls a 4, For g hit, The modified location is left
ghdomen. Thug gets 1d7 (1dB, ignore B) for damage, and rolls a
2. Since Eric's armor has a blunt trauma resistance of 2 (10/2),
he takes no damage, Yeal Brick takes a swing at Bret with hig
right arm. He has an impairment of -1, so he needs a 9, and gels
26, The location roll is 07, which is modified (o 05, Inthe face,
Bret takes a big bite of the knuckle sandwich, Brick also rolls
1d7, and gets a 5. Everything afier the first 2 points is
quadrupled (p.47), so Bret takes 14 points, which is a Damage

Bratand gives him a kick, just for the sake of it. Enc decides o
swing the chair while he still can. He wkes a -5 for acting on an
off-phase, meaning he needs a 3 1o hit, Rolling 4 3, he does 5o,
Cetting lucky, he crashes the chair across Thug's skull. Inuhas a
DV of 11, Type ITI damage, but Eric’s Strength of 12 gives it a
+4 (o damage, for a DY of 13 instead. For damage, Eric rolls
1d1iy and 1d3, getting a total of & poinis, Ewverything aficr the
first 2 points is quadrepled, for 26 points, so with 32BP, Thog
lakes a Damage Level of 16, So, he iakes a bruising impainment
of -4, a lethal impairment of -4 (impairment W the bead iz
halved, remember?), and must make a Willpower roll with a
minus of 4 times the largest impairment, or a -16, He fails, on g
14, and iz knocked cold,

Mormally, this would be considered good news, but the
crowd considers thiz ungporting, and grabs Eric while Brick
knocks him senseless. Unconscious and stmpped of valusbles,
they are thrown out into the gutter. Bon voyage!

Combat Simplified - For those of yoo oot there
who prefer an addition and subtraction system over the modifier
system vsed in TimeLords, a way of converting the modifiers is
presented. Divide all modifiers by 20d), and use the resulting
amount 25 an addition or subiraciion o the character’s skill,
This works bezt for skills in the 6-14 range, but becomes oo
unequal at other levels. The UMC is not needed now, and play
may proceed slightly faster.
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Advanced Damage - When you have played long
enough that you want 1o get into mose detailed game mechanics,
el this seetion, Otherwise go o page 78,

Hit Location - When a hit is made, a hit location muost
be rolled, just as for basic damage, Projectile weapons, thrown
wenpons and energy wse the secior numbers, and band to hond
attacks wse the facing numbers.

Example - Projectile weapons firing inwe Sector [ will hit
acctor [ bl & hand-1o-hand attck could hit center, left front, or
right fronl. Percentile dice(d%) are relled and cross-referenced
with the appropriate tble (o get the location hit

Location Modifiers - Certain anacks have a better
chance of hitting certain areas, The amounts shown here showld
be nsed as modifiers o the amount rmlled on the percentape dice
for location.  Straight additions and subtractions are in the
rightmest column, and apply 1o an "average” 1d% roll of 50. O,
you can use half thie left-most modifier ag a straight addition or
subiraction o the 1d20) hit location whle (pd3).

Mouodifier

Altack Additisn
- With lizls -15
+7 With fect (count rolls #17
less thian 35 az 35)
i) With fizlz uzing martial ans -17
-3 With leet using martial arts =
T Using hand to hand weapon -17
less than .2 meers long
-5 Using hand to hand weapon 12
less than 4 meters long
-2 Using hand to hand weapon -5
less than .6 meters long
-10 From mount with weapon less =23
than .6 meters long
- From mount with weapon less -15
than & meters long
-2 From mount with weapon less =5
than 1.0 meters long
-2 Altacker haz height advantage -5
{negales mimmam for kicks)
+2 Auacker at height dispdvantage 45
+7 Autacker prone, delender up +17

(a5 for kicks)

Multiplication of demage applies to most animals as well,
amd can be applied in differing amoums o alien or fantasy
creatures as well. Very large creatures may reguire 3 or 4 points
before multiplication, and small ones only 1, or even nong,

Hit Location Chart - A copy of the Advanced Hit
Location Chart follows, Locations are coded as Heoad, Torso,
Arm o Leg for multiplication of damage, and the multiple is
listed as well,

Roll(d %)

Sector 1 Il IV VY

Location BPx Front EF,EE Eear LELF Name
I(H) dx 0102 0103 01-05 01-03 Skull
2(H) dx 0305 (M08 a0 (d-De Face
HH)  4x 0606 O7-0B  07-08 0708 Neck
A I 07-10 0913 0212 0010 UR.Am
5A) Ix 11-13 14-14 13-14 11-11 R.Shoulder
BT I 14.16 1516 15-16 12-13 WLCheat
TLA) Ix 17-1% 1717 17-18 14-14 L. Shouldes
BLA) I 30-23 1819 1922 1519 UL.Arm
A Ix 2425 2021 2324 20-21 R .Elbow
1NT} 2 M6-2B 22.26 2527 2222 R.Chost
14T} 2 M3 2729 2830 2325 Clest
1T} 0 3234 330 31-37 26-30 L.Chest
13{A) Ix 3536 11-32 3435 31-32 L Elbow
14{A) Ix 3739 3335 34-38 3335 RAmM
15(T} Ix 4041 36-38 3940 36-36  E.Abdomen
16T 2 4244 3041 4143 3T7-39  Alkiomen
1T} 2n 4546 4242 4445 4047 LoAbdomen
13(A) Ix 4740 4345 46-48 4345 LAmm
159 A) Ix  50-51 4647 49-30 42647 R.Hand
2INL) Ix 52-56 43-52 51-56 48-50 R.Hip
2L} Ix 57-57 53-53 . 51-51 Groin
24L) Ix 5862 54-56 5762 5256 L.Hip
2E(AN Ix a¥ad 57-58 6364  57-58 L. Hond
24(L) Ix 6570 5906 65-T0  39-66 R.Thigh
23(L} Ix 7176 67-714 71-76 67-74 L Thigh
26(L} Ix T77-19 7577 T 1577 R.Knee
27(L} Ix BO-82 73-80 &0-82 78-30 L.Knee
ZR(L} 1= B3-R0 B1-B? 8389 8§1-87 R.5hin
] Ix  9-9%  BE-04 0006 HR-94 L Shin
L) Ix 9798 0597 9798 9557 R.Foo
(L) Iz 9900 9300 9900 O8-00 L.Foot

Effects of Location - Hits w different locations will
gel multiples on damage doe to the Fact that these locations are
mire responsikle for keeping you alive. Each torso or abdomen
hit will have all damage over two points douwbled, and hits to the
head gre guadrepled afler the first pao, This takes inlo account
muscles or bone that must be penetrated before serious damage
is done 1o the brain or internal organs. 0t is very important 1o
noge that only damage which is unalfected by ammor is muold-
plicd. Damage reduced in lethality by armor is aer moliplied,

Example - A W point hit i the oezo will have B points of
the damage doubled, for 16, plus the non-doubled 2, for 3 wal of
18 points of damage. See pd7.

= e —— =

The basic Ld20 kit Iocation table is repeated below,

Roll Loc, Bx
l Head iax )
2.3 R.Am Ix
4 R.Hand Ix
5T Chest 2x !
h-4 L.Arm Ix
I LHand 1x
[1-12  Ahdpomen Ix \
[3:16 E.lLeg Ix

[7-200 L.Lep Ix
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Advanced Damage System - The human bedy is
ot 2 homogeneous whole, Damage to different areas will have
different effects, and even moltiple hits to the same location may
hove dif-Terent effects, A hil i a given spol on the worso might
be a graze from one angle, or penetrate the heart from another.
On the next few pages, you will see some wbles designed for
prtremely realistic damage resulis, which you might want o
inclede. They are a little more complex than the basic rules, but
ey take things into account that would be impaossible for the
basie system.

How to - Take the Damage Level of the injury, and find
that column on the appropriste chart, There are 5, for the
HeadMeck, Torso, Arms, Legs, and Whole Body, Eoll 1d10
with any modifiers that apply, and cross-reference the left-hand
column with the Damage Level, The resuliz are then applicd to
the clearscrer,

Example - A characier with 26BP gets shot in the
ahdomen with a bullet that does a multplied ol of 21 poinis,
This gives a domage result of 16, Rolling 140, an § 15 the
result. Find this spot on the Torso table. The result should be:

Dumage Level » 1o
Bi1

Holl= & 59
El2

This is the basic damage resull, The character lakesa -11
i acticns and has suficred a broken bone or other long-ierm
injury(B 11}, must make a Willpower roll with a -9 or be stunned
¢r possibly unconscions (5%), and has suffered an evenwally
falal injury, which is on column 11 of the Eventually Fatal
Table, (E11)

One of the benefits of the sdvanced damage ables 15 that
different damage cffects of weapons can be simulated, Here is
he same result, with a bit more of the thle shown:

14 15 16 17 18 19

Ba El0 Bl1 BI1Z B13 Bi14
& 57 58 1 S0 all 512

El13 El12 ElZ Ell E10 E

Lok at the upper right of the Torso damage table (p.73).
The heading listed “Special Effects” has some numbers for
Hydrostiatic shock weapons, ie. most bollets. Nombers with a
"+" are shifted 1o the right, and numbers with & ™" are shified to
thee lefr. In this case, the numbers are 43E, 435 for a hydrosiate
shock atack, If the character had been stabbed, the resull would
b boen 428, +2E, <23,

The fact that the character was hit with a bullet shifis the
E result 3 column to the right, making it an E9, and the 5 result 3
columns to the right, making it an 512, The impairment is not
changed, 50 it remains an 11. The net reault is that the character
receives 4 =11 (o their Strength, Stamina, and Physical Skillz,
they muost make a Willpower roll with a -12 1o avoid being
stunned, and must check for an eventually fatal resolt on the ™9
column of the "Eventually Fatal” table, On average, the char-
acter will Hve for 24 minuies without treatment before dying.

If a charaeicr ever receives a lethal impaiment modifier
of -15 or greater, the possibility exiziz of permanent damage o
the character, Using the same row as the 1d10 roll indicated, noll
1420 and go gcross, bt not past e initial result, The resull 15
the permanent negative modifier to airibudes that the characier
will have withoot modern healing, Modern {circa 2000AT
medical echnology can subtract 1d10 from the modifier, and
pdvanced wechnology or magic can remove all of i, if i is good
enongh (GM option). Since the modifier is permanent. use the
UMC 1w find the pew value for modified Attributes, and replace
thiz old value with the new walse.

Expmple - On the "17 row of the Torso table, a DL of 13
gives an impaioment of =15 (B15). A charscier wking this eflect
wiould (at GM option} roll & d20), and count the resolt as 0 "DL",
If the roll were a &, the resoll 15 a -6 impairment (B&), so the
injury will galy heal up to the effect of a -6 impainnent. The
chargeter will have a permanent -6 w0 Strength and Stmina ofier
natural healing. For an average man, this means that his
Strength and Stamina of 10 go w 7. This can increapsed back up
by training and excrcize, bul until then it stays ot 7. A modificr
of -20) can mean an amputation, especially of the modilier w the
immediate left is alzo a -20, Advanced technology may be able
i cover for this also, but it might wke a2 while,

Effects of Impairment - Impairment is a modifier 1o
particular sctions, the actions determined by the part of the body
hit, A blow 1o ihe head might affect your ability to think clearky
more than your Strengih, and a cut to the legs would ot your
movement, bt not your thinking, In general, when the todal
mmpairment repches <20 or more on & body part, (hat part of the
body cannot be used. Amms dangle loosely, weapons falling
from battered hands, A leg impaired 1o this extent cannol bear
any weight, and the character must ¢rawl,  If the towal
impairment an both legs is 20 or greater, the same thing happens.
Impairment to the chest or abdomen of this amount weakens the
characters 1o the point where breathing or motion is so painful
thant they cannet do any sort of physical activity, An impairment
of this level i the hesd ares means the chorseter s wo dased o
act, ad while they miy nol actuslly be unconscions, the eifect is
exsentially the same. See the wble on your character sheet for
exuct effects of damage on the different body arcas.  Arcas
shaded out wre wraffected by domage.
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Damage Tables - On the following pages are copies of
the advanced damage wables, There are 5, for the head/neck area,
Wreo, arms, legs, and whole body damage.  Additions and
subtractions o the results are given for various weapons and
locotions, Thess modifiers are applicd horzontally o the rolled
result, and apply only o the areas specified. 17 the resull goes
off a zide of the 1able, any remaining amount is applied
vertically, down for the kefi side, and up for the right.

Example - If a weapon has an effect of -2B and +3E, i
means that for purpeses of broken bones the result goes 2
columns o the left, and for cventually fatal results it goes 3
columns to the right, A good cxample is bums, You could
easily be fually burmed without breaking anything, and the
mudifiers reflect this.

Hydrostatic shock 1z for bullews or supersonic projectiles,
Elunt mstruments are those which do not bave cuiting or
punciuring ability, such as a baseball bat. Burns mclude damage
from heat or cold.  Sharp weapons include any weapon used in a
curting, hacking, or slashing mode, such as knives. Punciuring
weapons wre those which wsually leave small external weounds,
and do most of the damage w intemal organs, such as arows,
quarrels, and stab wounds, Weapon ypes are not combined on a
hit, 20 a sword would either be cotting or puncluring, but not
beth i the same hit,

(zeneral Effects - Here is a list of the effects on the
Damage Tables that follow, These resulis are supposed o
accuralely recreate the effects of damage of varions types 1o
different areas of the body, and you should feel free 1w add m
any specific or dramatic effects of your own for the different
locations,

X  Impairment - The lisied aitnbute, attribotes, or =kills

receive i negative modifier of this amount w all actions
involving their uze,
Example - A result of 5" means the character will ke o
3 o all the actions that are affected by a hit w that part of
the body. The actions affecied vary with the pant of the
body that is injured, and are listed on Use specific tables.
Murk doen the impairment on your chasacier shear,

Sx  Stun - The character must make a Willpower roll with a
negative "x" modifier or will be ake a minos w all actions
of the amount missed by for an gqual rumber of phases,
Example - A choracter fals the modified Willpower roll
by 160, s they take a =10 w all actions for the next 10
seconids,

I the poll 15 made, thers 15 no effect. 1F a character fails g
Willpower roll ard the modifier was greater than their Will-
power, lthey are knocked onconscious or dared bevond the point
of conscious action,

Example - A character takes an 514 result, meaning that
they must make a Willpower roll with a =14 0 avoid being
stunned.  If their Willpower were 13, and they Failed the roll,
they would be knocked out. IF therr Willpower were 14 or
betier, they could only be stunned temporarily by this result.

Count the amount over the charscter's Willpower as an
"Eventually Fatal” result to determing the length of this
unconsciousness, When the character wakes up, they are meated
s being swnned with a negative modificr equal W0 the amoont
the original roll was fuled by, for an equal pumber of phases, A
combar resalt of 520 means the character is knocked out unless
they roll a 1 on their Willpower roll, regardless of how high their
Willpower is.

B Broken bone. The area of the body hit is "broken®. It
has no additional effect, but the damage will take 4 fimes
a5 long 10 heal for the first redoction of the impairment.
The rest heals normally. This is usually broken bones, but
may just be damage in a slow healing area, like iendons
and lipaments.

Example - A result of B6 means that the character akes a
<6 inpascment, and it will ke much longer 1o heal than
normial because of the nature of the injury.

Ex Eventually fatal wound. This is the column of the
Eventually Fatal Table that must be rolled on, Roll 1d10
on thiz table 1o sce how long the character will live
without medical treatment,

Example - An E4 resolt means that a character has from
1-10 turns we live withoul prompt medical treatment. In
this case, the wound is probzbly a severs bleeding injury,

Optional - A charagter may lose conscionsness before
death, Boll 1d10 on this wble again (o zee when the character
passes out, I the result is before the predicted “demb®, the
character will lose consciousness al the given time. [T after, the
charscter may be conscious until death, depending on other mlls,
This unconsciousness 15 counted as an 520 rezull

Please note that an "Eventually Fatal” result does nor
mean that the character stands no chance of survival, just that
left untended, complications of the injury will cavse death,

F  Fatal. Wound iz instantly fatal. The character is dead,
and there is nothing that can be done about it. The trauma
of the injury was 50 severe, or raversed such vital arcas
Ut instant deah occwrs,
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HeadMeck Dumage Speclal Effects (3 locatlons)

Weapon Type Speclal Effects

Leszation 2 (Face) +#2B 2E 25 FHydmatatic shock +3E 438
Leszatton 3 (Meck) 1B =3E 15 Blint Insinmenta =20
(B results go ko F) BamyFreezing -58 3R
Mamage Effects: Tiruise damage cannct cause B, F ar B resolts i WAL +1E -15
Iepeirment effvcta: Intslligend, Dnaterity, Skills Punciuring weapons «1E 15
Damapge Level 1 2 k| d 5 f T & B W 1 12 13 14 15 16 17T 18 18 A0 Mw
Rall 1 1 | 1 1 z 3 3 B4 B4 BS RS B B BY BY B B3
510 % 83 =4 36 SR 510 512 514 514 Si% 5300 5N SN 5200 310 520
B* B B3 Hf BT Er B B6 E5 5 B4 B3 R Bl E F F g
2 O o e T T R e [ RN T Tty T el S T e T e [ T
1 7% §1 %4 855 SR S0 80 310 S1TOSi4 81600519 Si0 S10URN O SI0 S
B9 Fy £ IR EV EI' B E§ E5 E4 Bl EX EI B F
3 iy | i 1 z 2 z 3 . 4 4 5 B Bs4 B& BT BT BE BY% RS
21 52 B3 T =3 65 51 AR K10 SIZ O BI4 BI6 0 S1E 530 53 5a) SHG RN}
[ R Ei ER ET E7 Ef E5 B4 B3 B2 Ei E
4 N 1 1 2 Zz 2 3 i 4 4 5 5 6 L] BT AT HE HE Ay B
S 8D BB SYUUSETISTHUSR S0 510 811 S12 S SIS SIES00 RN s
Ba Ef ER ER  E? E7 Ef ES E4 B3 B2
5 N I I I 2 £ 2 3 3 4 4 k] k] f & 7 BF By B8 R RR
CFE T e e R T R R I 1 L T B R e R
e E EF¥ EF ET EF Ef ES B EZ
[ M I 1 | | 2 ) 2 k] 3 4 4 5 ! ] -] T BY HE 0E 0%
&l Lol ] S5 84 o) 18 50310 511 5z - 513 514 Bl& - 518 53 bl
LG ERr ER FR  ET ET EA k] Ed
7 ] M L | i 1 ) p 2 3 3 4 4 5 3 f 6 BY B? BE B
| a2 53 =4 k] S T 88 i 510 511 51F 513 514 516 518 EI 0 5
B By E9 EE EE EE ET ET EE
B M I 1 1 1 | e 2 ] 2 3 | 4 4 5 5 4] a L7 BEY HE
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Arm Domage Speclal Effects (10 locatiomng)

Wenpon Type Speclal Effects

Lacations 5,7 (Shoulder) +F 2B I8 Hydresiatic shock +18
Locations 14,18 (Lower amm) +1F +1E =38 Blunt iInmruments 2R
Lascznions 19,23 (Handi) +iB 3B Tums/Froczing 1L
Dumage Effects:  Broise damage cannict cases B, F ar B el FEdged weapons -1 «lE
Trepairenent effects: Ams Strengih, Skills and Dexterity Rolls Frunclianag wespons G-Ik e
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Whole Body Damage - Use this wble when a character is
hit with an explosive anack, or an auack which fills the entire
hex or area the character cccupics.

Whole Boady Damage Ep-rtll_lEi‘I’mls

Average any armor of defense the characier has, and do
ned muluply damage or effects based on location,  Since effecis
are averaged out over the entirg body, no 1d10 roll is required.

Weapon Type Speciul Elfects
Ba

Damaps Bifeers: Firnisa damags cannct case B, For B pemla (5] +4E
Impairment effects: All Freezing +1T
£ peaulis are decreazed by | colamn per DL over 20¢, and DL of 40 ore an T resale
Domage Level
Rall 10 3 4 & [ | 2 % 10 1t 12 13 i4 15 16 17 18 1% 20 M4
nia 1 3 3 4 5 -] T % BER RH  B® A0 MO [l mI1 EL2 BI12 B13 BI13 W14 RIS
A1 R . i L | e e || % 5100 501 SiI2 513 514 515 s5I60 51T 515 51% 53
El6 E1S Eld EI3 Elz ElLl

Eventually Fatal Table - Use this if a character ever
receives an "E" injury result, Use the indicated column and roll
110, The result is the time it will ke the characiar wo die if te
injury is lefi untreated, Roll again 1o see when during this period
they will lapze into unconsciousncss. If afier "death”, the
character will remain comscions until the actual death oocurs,

Chherwise, things like blood loss, concussion or infection
will render the character insensible before this time, This wble is
alsp good for generating random lengthe of time for other
purposes, such as how loog a character might be blinded or
deafened from an explogion, random times to check for weather
changes, how long someone will wait for you, e,

Eventually Fatal Column

vou et from the basic damage system, impairment based on the
lewzl of damage and the part of the body hit.

- Phuses t - Tums m - Minutes h - Hours d-Days  nof - Mot faal
Hall | F 3 4 5 [ 7 i F 1w I 12 13 14 15 16 17 18 19 20 Mu
i Ip M dp I 2 4 H Im 4m fm 16m Wm dh Ih db Fh M6h 14 24 4 af
2 S 4 BB M B OIS A %m lm Mm Th RTS8 3 W M W o
3 3p 6 1Zp H 6 1% 2 Gm 12m Mm dim %0m 3 64 (i 0 3 M & 13d o
4 dn Bp M6p A EMSDEE AR e 6dm Zh &h Bh0Eh 3Th 6B 4 Bl I6d of
3 o 10p 20p St Mh  Rh & 10m 20m 40m G0m 150m Sh Ih MWh 40h Bh 50 1d Md of
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Quick Resulis Table - This wable shows the information It aleo adds the "B” resulis for broken bone injurics, which

are not part of the basic system, and takes into accoont Stun
maxdifiers for location hit

Ouick Results Table
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Healing - Full info on healing and recovery is on the next
page, but the basics are as follows. Cross-reference your
adjusted Constitution with the impairment of an injury. This
gives two numbers. The first is how long it takes 10 recover
from that level o thee next one up, Llike o =3 going toa -4,

The second number is how long it would take for the
impairment o completely heal, assuming conditions remain
constant, a good guide for non-play down time, or other belween
adventure rest periods. The table 15 based roughly on the
formula: Healing={Conf/10} = (1-{BF 1aken/Total BEY),

Im'p-uim}Ehl
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Medical Skills - Just a5 combat is a part of the game,
&0 is getting seriously trashed by hosule forces. As outlined in
the skill list, there are two kinds of medicine (plus veterinary
medicing), These are First Add, and Medicine, The first covers
pararmedic type skills. Mouth-io-mouth resuscitation, bandaging,
CPER, and simple field surgery like pulling a buller from a leg,
sewing up a gash, or simple bone seiting, essentially, all the
things characters will need 1o have done in the field,

Medicine skill covers things you need a hospital (or ficld
hospital) for, like major surgery, bone pinning, prescribing
pezorted drugs, treating concussions, oic.

The way the skills work is similar. For healing purposes,
you gel a modifier to your Constitution based on the quality of
the medical care you are getting, which in wm is dependent on
the wound. Yoo won't really heal 3 minor cut any faster if a
doctor bandages it than you would if an EMT did it. On the
other hand, with extremely serious injuries, you need highly
trained medical care simply to survive, much less heal up
properly. Special modifiers w medical skills are below,

Modifier Amount
User of skill has complete set of tools +0

Ulzer has incompleta set of wols -1t -10
Using skill on self {(vary with Iocation) -1 1o =20

Advanced echnology (TLI12+) +1 1o +20
Double normal dme i speot (o 4100 +2
Multiple attempls made -1 (cumulative)

Eventually fatal injury - Column used

When a character tnkes an eventually fatal result, the only
way the wound can be made "not fatal” is by means of these
skills. First Add skill takes a minimum of 10 seconds o use
properly, and takes modifiers based on the time and quality of
regtment. The amount the modificd skill roll 1z made by 15
multiplicd by 2, and the evenwally fatal result is shifted this
many columas W the right. 5o, 3 bleeding injury that would
cause death in a few minutes can be quickly bandaged, slowing
aor stopping the bleeding until better care is availshle, However,
any eventually fatal injury which is weated 10 an eventually Fatal
time of more than 12 houors will go septic if it is left in the
shaded area of the able for 12 howrs or more. Infection has sel
in, and the injury can no longer be weated with First Aid skill.
This can alzo represent things like an internal organ failing due
te delayed damage effects, onset of brain edeoma from a
concussion, eie. In zome of tese cases, drastc feld surgery can
render the injury "not fatal”, The most likely case of this would
be o amputate a gangrenous limb. This is nol a nice option (o
confront characters with, but it can happen. Also, First Aid skill
will not improve the chances or Ume on any eventually fatal
injury that searis with a time of 1 day or more, of any injury
which the GM determings 15 not repairable without hospitali-
zatiom, This type of eventually fatal result requires sophisticated
koowledge andfor actual surgery to cormect.

This system reflecis aciual siivations. An eveniually fatal
wound can be stabilized without too much skill, bot if neglected,
of et treated properly with modern medicine and surgery, the
patient likely to die quickly of complications,

Medicine skill requires at least 10 minutes to perform
correctly. However, cach point the roll is made by shifts the
result by & columns (o the right instead of 2, and it can be wsed
on aay evenmally fatal result

Optional - To represent quack medicine, and to prevent
characiers from simply slapping bandages on wounds instead of
performing sound treatment, say that any amount a medical roll
is failed by shifts an eventually fatal result a column o the lefi.
Suddenly, spending time on treating injuries becomes a lot more
important, This means that incompetent, sloppy or unlucky
treatment will canse an eventually fatal wound 1o get worse
instead of better, and cxamples of patients being "reaicd o
death” abound in hislories of medicine,

Mote - The TimeLords damage syziem is realistic {i.e,
lethal) enough as it is, and you might want o give characiers
some slack, especially early on when they have little raining or
can'l instantly welepor to the nearest high-tech hospital.

Recovery - If a character is injured or impaired, they
will need time 1o recover, Each impairment is usoally treated as
a separale injury for recovery purposes. A group of small
wounds will heal fasier than a single large one. See the necovery
table on the previous page. Cross-reference the impairment and
the Constitution of the characier, The number is a multiple, and
the: pemal time inerement is based on the 1ype of impairmen.,

Lethal impairment - number of days

Mon-lethal impairment - number of hours

Stamina impairment - Half the impairment in minotzs
Power impairment - Half the impairment in hours

After the smaller number, the impairment i reduced by 1.
For long-term recovery under constant care, the larger number s
the tme it will take for the entire injury or impaimment 1 heal,

Characters cannet engage in any sort of activity while
recovering Stamina losses, and any time spent in such actvity
does not count.

A characters’ Conzstitution can be modified by the
condition of care they are receiving,

Muodifler Amount
Poor ar unsamitary conditions -10
Fair conditions =3
Average conditions (food and rest) +
Receiving trained medical cane +5kill
Character in medemn hospital +TL-8)

Example - A character sustains a -4 slash o the arm,
which i given hasic care (cleancd, bandaged, in a gling). They
also have a -8 to Stamina doe 10 exertion. With a Constiution of
10, and average conditions, the Stamina losses will he gone after
an howr (15 increments of 4 minotes) of sSiwing arcund the camp-
fire, and the injury will be healed afier 5 days of average care,

Optional - To speed up bookkeeping on injuries, you can
add all the impairments wgether, and the quarter the time needed
fior healing. At the end of this ime, assume all injuries to be
completely healed.
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Foot Movement - A person on foot can cover about
Imfeec at o normal walk, or roughly 30 kilometers in 8 hoors.
You can of conrse move faster, but your Stamina will limit how
far yau can go.

Movement Make Stamina roll once per
1-2msec 000 mieters
i-4myscc 300 meters
S-fbm/feec 100 meters
T-Emfsec AU melers
Gbmmyfzec 10 meters

A hurman characiers maximom running speed 35 % meters
per phase, modified by Running skill (p.23).  For reference, m
this system you would need to make roughly 17 Stumina rolls in
"4 minute mile”, and about 140 for a "3 hoor marsthon”, The
lafter would require a Stamina of over 20 in this system.

Turn Mode - A moving character can muke a 60 turn
every hex equal 1o their velogity sguared/10¢n). Characters can
make multiple tums in zny hex if moving 1-2m/f5ce,

Velocity Turn

Imyfses any hex (multiple tmes)
2mn/fsec any lex (multiple times)
Imfscc every hex

dm/faoc every ather hex

Sm/fsec every thind hex

tm/sec every fourth hex

Belly Down - A character may crawl along on their
siomach at the rale of 1 meter per 3 phases. The charcter will
be reated as prone while doing this.

Crawling - Crawling along on hands and knees can gover
I meter per phase. A character will be treated as prone while
deng this.

Changing Position - Going from one positicn {prone,
kneeling, upright, etc.) to another 1akes a full phase 1o do, and
pombat actions aitempted on that phase are counted 18 hip firing.

Backwards - Yoo can move backwandz at up 1o half your
maximum movement. Moving backwards without looking may
require a Dexterity roll 10 avoid a fall, with a -2 per meter
moved. Looking backwards negates this, but will effectively
shill your “facing” by two hexsides as vou look over a shoulder,
adangerous proposition in melee combat.

Hazordous Ground - Thiz is any sort of werain that iz
likely to cause a character to slip and fall. This has a safe speed
[mit. Anyone moving at less than or equal to this speed can
maintain their footng. Owver this, and they must make o
Diexterity roll when moving or chunging fascing, with a4 minus of
the amount they cxceed the safe speed. For instance, Ioose
gravel might have a safe speed of m/see, o you could move
[airly fast on it, while very slick ice might have a safe speed of
Imfzec, or even Omysec, making it difficult o raverse withoot
[alling down. For certain types of termin {ice, for example),
special gear will increase the safe movement speed (and even
maximum speed, like skates),

Creature Movement - For creatures which have
different movement rates than man, assume that Stamina rolls
are based on e same fraction of maximwm movement, and Ut
turn modes are based on the same formuls

Example - A horse with a maximum speed of 20m/fsec
could make a 60° wm every 40 hexes at this speed, giving it a
purmn radivs of about 40 meters.

Acceleration and Deceleration - A character may
sccelerate up to 3 meters per phase, and decelerate up o 6
meters per phasze. The movement each phase is afier
geceleration or deceleration. Creatures can generally accelerate
up to full speed in 3 or 4 seconds, depending on the 1ype of
animal involved. Larger animals may be more ponderoys, and
small oncs may reach their maximum velocity almost
immediately.

Falling - If a chamcter falls, they may take damage. The
Danage Level a character takes from a fall is determinad from
the following table.

Heightimeters)  Damage Level
14 1
S-0 2
78 3
9-10 4
11-13 5
14-17 7 f
15-20 g
21-25 11 o A
26-200 13 A
3140 15 1
41-50 17
51-60 18
=700 19
70-100 20
100+ 20+

Damage from falling will be 10 3 areas (not hit locations)
of the body. This is done by rolling three locations until they are
all on different body arcas (cach arm or leg, torsa, and head). A
character who makes a Catfall skill roll can choose the theee
areas. A character who fails most make o Dexterity roll with a
positive modifier equal o the Damage Level 1o do so (this 15
kind of grim isnt it?). Each area will take the Damage Level
result as damape from a blunt instrument. Damage taken will b
both in leihal and non-lethal (blunt) demage, Armor will only
reduce the effect of the "surface™ a character lands on, for
instance negating the effects of a surface covered with fist-sized
rocks. Armaor doesn’t otherwize protect against falling damage
{vou fall a hondred meters onto your anmor ingtead of the
grognd,..).

Different surfaces will modily the effective height. Hard
ground will be a +5 modifier, rocky gronnd a +10, averope
proamd a +0, soft ground a -5, deep mud a =10, and deep waler a
18, Charactars knocked unconscious in water will float for one
tum before they begin 1 sink, at Im/zec.
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Jumping - A character can jump a horizontal distance
in meters equal to half their velocity in mysec, plus or minus up
o 10% of the jump distance. Characters who are encumberned
hitve a lower wp speed, and therelore have a shorer maximom
jump, as might overwedght characters.

Example - A character moving &m/fsec will be able o
Jump 4 meters, plus or minus up o 40cm.

If the landing point iz lower, the amount it is lower may
be added to the distance {up 10 3 meters), 1T over 1.5 melers
lower, & Dexienty roll must be made 1o avoid a fall. [f the
landing area is higher, the distance jumped is decreased hy 3
times the height difference. A character may jump vertically a
distance of 1/10th their harizontal jump, plus or mings 10%.

Example - Using the numberz from the previous example,
the eharacter would be able to jump up 4 meters, plus or minus
Ld4. centimeters. The maximum height a person can resch with
their hands is 1.5 times your height, plus this amount. The
highest vertical obstacle you can throw your body over is .6
times your height, plus this amount.

Water Movement - It isn't always on land that prob-
lems (ie, adventures) occur. Characiers may find themselves
shipboard, or face water-borne perils thousands of kilometers
from the ocean.

Swimming - Swimming may be done in water over 1
meder deep, as long as the character is only 10% encumbered or
less (they gencrally sink if using mare, depending on what is
carried). Normal swimming speed is | meter per phase, plus an
extra meter every (20 - Strength) phases (count 20 and greater as
19). If the character is fully clothed, the Strength bonus is lost
becouse of drag cffecs,

Water Yisibility - Visibility is strongly situation depend-
ent. In clear Caribbean water it may be up 10 scores of meters,
and in muddy rivers it may be essentially zero, The GM should
make a general estimate, and modify il for charscter action
{stirring up sediment) or deamatic effect.

Foot Movement - The area is treated as Hazardous

ground for movement, with a maximum safe speed dependent on
the water depth.

Depth Safe speed Mlax speed
<1/10 characier height 4m/sec fm e
=110 10 14 character height 2myfses 4m/see
=1/4 1o 1/2 character height Imjsec 2mfsec
=142 character height Tmfsec Im/fsee

Breath Holding - A character may hold their breath Tor a
number of actions equal to {Stamina + Willpower) x 4, plus
1d10. Resting counts as 1 action, swimming as 3 actions, and
any strenuous underwater activity as 5 actions. A scuba tank or
arr bladder will be rated by the number of actions it can hold, A
scuba 1ank may hold 3000 or 50, good for about a half hour, and
an air bladder or similar low tech item may hold up 1w 100, The
1d10 is rolled secretly by the GM. If the character exceeds the

| Annor Location: Intreducing public o Gme

amount of tme, 8 Willpower roll must be made each phase, with
& cumulative minws of the sctions vsed after the time limie, IF
this roll 15 failed, the charaeier passes out and may drown,

Girep Porter Ape: Indelerminsbe
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Light - The level of light available will have an effect
on Perception, Skills, and combat. For game purposes there are
1 light levels: MNormal, Poor and MNight. Normal is the
equivalent of normal daytime conditions, or a well lit room. The
amlsient light level is high enough that everything ¢an be clearly
seen. Poor 15 the level vou would have during & very overcast
day, shortly after sunseq, or in a dimly lit bar, Sight Perception
mils get a =4 modifier in poor Light, a2 do skills affecied by dim
light Jevels. Might conditions are equivalent to those found aller
sunsel on @ clear night, and iz the equivalent of swarlight or some
meanlight, A room illuminated only by twilight would count as
having this level of light. Sight Perception rolls get a -8
modifier, as do skills affected by the lack of light. Color
perception in humans does not work at these levels of light, and
many ohjects will be reduced in contrast because of it For
gxample, orange and grey appear the same if there is not encugh
light 1o activate the color sensitive cone cells in the eye,

Artificial Light Sowrces - A description of smne light
spurces likely o be used is provided here for your benefit and 1o
guida yoo in designing your own.

[tem Good light  Poor light  Might  Lasis
Maiches {im Im am 20 seg.
Candie {Im Im 3m 1 howr
Lanterm Im Zm dm & hours
Penlipht Im 2m Sm & hours
12 by

Flashlight Sm 10m 30m

Lights in (ieneral - Lights that project in a circular arca
will go down one rating for cach distance of 3 times (he last
raling,

Example - Good to 2 meters, Poor to 6 meters, and Might
0 18 meters. Lights projecting a 30 degree cone drop off the
same way, but go 3 imes farther than the same light in a cireular
spread,  For the previous case, the numbers would now be 6, 18,
and 35 meters.

Equipment - Your average character (especially in the
Primary Game) is not comfortable unless they have a tcam of
Sherpas to camry everylhing ey think they might need. Extreme
examples of thiz are things like "sword caddies” (Hmmmm,
piant. Mebish, hand me the +35 Sword of Giant Clezaving).

The GM should always meke sure the characters have
enough capacity o carry all the items they say they have, with
"fragic accidents” o take care of excess strongly recommended,

There are two different formats for equipment, These are
for normal tems, and clothing and armor, These iwo calegories
should cover most of the character's needs, Mot all of the spaces
on & format may be used, depending on the specific stem. 10 an
area 15 unused or not applicable, place a dash through it.

Equipment Format - This is the format used for

most kinds of equipment.

% Name Rg Life Cop. AY BF Mms Bulk TL Cost Note

25 Copdle = Sk - 1 2 25 5l 4+ 3

# - lem number, for easy reference,

MName - Mame of item,

Eg - Bange of item under ideal conditions, for lights thiz iz for
Draylight/Twilight/Might. Eadios will have a Pow x
rating. The range of the radio in km is the Pow of the
pransmitter times the Pow of the receiver,

Example: A Pow 1 walkie-talkic and a Pow 3 baze
slation would be able 1o commundcate up o 3* 1=3km.

Life - Operating life of item in normal use, This could be how
long a lantern bumns on a charge of oil, for example.
Electrical itlems will have a power consumption factor
here, generally in Joules per unit Gme, like 1)/5ec for one
Joule per second.

Cap. - If item has a limited operating life, thiz is what the item
uses for power, and how muoch is required for a ull
charge. Items powered off of batteries will show what
type the item takes. The acwal power stored in those
bareries will vary with Tech Lewel,

AV - Armor Value of item,

IP - Body Points of item.,

Mass - Mass of itlem in kilograms,

Bulk - The size of the iem for carryving purposes, A means
that the ilem covers n locations,

TL - Historical period in which the item was manpfactored.,

Cost = The cost of the item in dollars,

Motes - Additonal informaton about item. This will include

special information not covered by the format.

Mote that thiz is just the barest sketch of the irem, and
doesn't help you much unlezss yvou already have a good idea what
the item does. Special pieces of equipment should have a bricf
description available if chameters are (o use iL
# Mame Rg Life Cop. AY BP Mms Bulk TL. Cost Mok
e Girrmo - 0= e 2 O 32kp MR 13 400 p=0i

e
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Clothing Formal - This is the format generally used
for clothing and armeor.

4 Mame Locs AY BPF  Mms  TochLev. Cost Nobes

11 Hardhat Skull 41 3 A5 012 gl ]

# - ltem number, for casy reference,

Mame - Name of ilem,

Loe Covered - Locations coverad by the clothing or armor.

AV - Armaor Value of ilem.

BP per Loc - Body Points of ilem per location coversd.

Mazx - Mass of item in kilograms.

TL - Historical period in which the ftem was manufuciured, if
ko,

Cost - Cost of item in dollars,

Motes - Additional information about item.  This will include
information oot covered by the formar, and will include
the maximum amount of gear than can be hidden under
sireet clothes, for example,

Equipment Damage - Equipment is given an Armor
Vitlue and Body Points, like everything else. The [irsl represents
the amount of abuse the item can take without heing damaged,
and the sccond is how much damage it can take before breaking,
When equipment loses Body Poinds, it may cither be reduced in
capucity, break, or both, What happens is dependent on the
equipment, A radio might break, but binoculars might still be
useful. The chance of a failure of some sort is a roll on 1420, the
number needed being the modifier found afier finding (he BP
laken on the same column gz the odal BE,

————

s ]

Example - If an item ook 3 BP out of 10, i sould be hall
damage and tha number on 1d20 or less wouold be a 10, For casy
[ractions like 1/2, 174, etc., just roll a smaller die, or igure it oot
in your head, like a 1o 1d4 for 25% damage, ora 1 or 2 on 1d6
[or 33% damage. Normal items will aromarically break aller
taking 1/2u) of their BP, Equipment wom on the body acis as
armnor, but no damage gets through ontl the ilem has lost all s
BF in most cases, In general, do not count the AV twice when
damage penetrates both sides of an item and hils a character.
Thiz is what the BP loss is for.

Mote - lems that have more than one location of length
{like 5/2), should be treated as having their total BF split
between the number of locations, I any single location loses all
itz BP, the item iz wsually broken, or broken in half ar the
damaged spot. The GM may have o determine special effects,
A revolver cut in half might simply have the barrel shortened,
while a semi-aute would bave zome of the [iring mechanizm
remived az well,

Equipment Bulk - Equipment, gear, weapons, eic.,
come in various sizes, The listed Chance 1o Hit is the chance in
20 that the object will be hit if the location it is wom o 65 hil,
The Mazz is the approximate mass of a random item with thiz
bulk, Examples of the bolk of different items is given below,

Bulk Example  Chance to Hil Mass
Wery Small{V5) Penknife 4 dkg
Small{5) Shoe, dogeer 3 1kg
Mediumihd} Typewriter 12 Skp
Large(L} Chuir, Tire 16 kg
Very Large(VL) Sofa, person - 100k
ExtLarpe(EL}) Horse = S0kg
Huge 1{HGL} Truck - 20kg
Hupe 2(HGT) Large Truck - AHIkg
Huge 3{HG3) Tractor-Triler - 2HHEkp

Equipment Accessibility - Equipment stashed in
packsz, pockets, ete,, will take several seconds 1o get al. To gelat
uny item worn on the belt or outside of clothing kes a phase,
T get at items in pockets, boots, eic., takes 2 phases. Items that
require elaborute work o get at, such as ingide winier clothing,
will require a Dexterity roll with a -10 o get at. [tems in 3 pack
require removil of the pack, and o Dexreray roll with a =13 (o
find, unless specifically placed for casy acceszs, when they will
Lake be only at a -10. Using these guidelines, you should be able
i make conzizicnt and reaspnablie nmes o ped ol other things.

Encumhbrance - Up 1o 10% of carrying capacity may
be carried with no effect on movement or combat, Carying
capacity is Strength squared in kilograms, and assumes o load
that is evenly distributed and fairly compact, Carrying 10% af
VOUF capacity in ping-pong balls would not weigh you dows, bt
would take up so much space that you would be incfieciive
doing anything else. A dead weight such oz g carmed person will
be more encumbering than an equivalent weight inoa good
backpack. Each 10%{u) of yoor carrying capacity after the first
iz a -2 modifier o Physical Speed. This cannot Be lowered
below 1, Each 10% i5 also g -2 modifier 10 munning speed and
andd other physical skills. Skills may be alfecied again because
of an off-Phase penalty on actions, The character will get fewer
actions without a minuz, and the minuzs will be larger when il
does oocur,
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Repair - Damaged items can be repaired with the
appropriate Repair skill. The appropriate Repair skill is usoally
complemented by any skill for operation of the equipment in
question, For a car, this would be Mechanical Repair and
Auntomobile Driving, The adjusted roll is the chance of effecting
a repair, If the roll is failed, yoo can try again, with a cumulative
+2 modifier, so you will eventually get it right. You can go fora
jury-rigged repair, & normal repair, of a detailed repair.

A jury rigged repair means that a suocessful repair brings
the item to barely functional condition. 1f a 1 is rolled on 1420
each time it is used, it will break again. An additional +1 is
arkled o this roll per use, 5o the ilem will break down again.

Example - Your fan belt breaks, and you repair it with a
picce of rope you found in the tnunk of your car.

A normal repair covers only the damaged areas and linde
ar no cosmetic repair will be performed, I the repair is
successful, all of the damage taken will be restored.  The item
will still be noticeably the worse for wear,

Example - A hole is shot in your car's radiator, 'With a
soldering iron and a pair of pliers, you bend out the picces and
solder them back topether, It works, but the repair is noticeable,

A detailed repair is a complete overhaol of the device,
gomplete with cosmetic repair. 1 the repair is successful, all of
lhe damage i repaired, and appearmnce is restored as well.

Example - Your rifle stock is shot in half. You pin the
picces together with a steel rod and glee, plug the remaining
arzas with wood slivers, and then sand, restain and polish the
enting stock 1o cover the scars,

Spare Parts - If equal or greater than the faction in 20 of
BP left is rolled on a repair roll, the itlem needs spare parts for
the repair, and cannol be repaired with tools alone, The exact
parts needed are found out after 1710 the full repair Gme is spen|
o the repair,

Example - If mn item with 20 BP ook 4 in damage, it
would have 16 left. [ the repair roll is 16 or greater, the repair
will require spare parts and cannot be performed solely by Wols,

Repair Time - Repairs can take time. This can be an
excuse by the GM 10 get characters 1o stay in a conlinuum, or an
unpleasant delay when you would much rather be somewhere
clse. The time in minutes for a repair will be (4 x BP lost x AV
of itzm needing repaired x Complexity of item).

liem type Example Complexity
Mon-mechanical Masonry 1
Simple mechanical Lever, pulley 2
Fegular mechanical Crosshow, lawnmower 3
Delicate mechanical Clock 4
Electromechanical Disk drive 5
Electronic Eadio 6
Miniaturized Digital watch n

Jury-rigged repairs ke 1/4{u) this time, normal repairs
tzke this amount of time, and dewiled repairs @ke (wice this
amount of time, The tme may be divided by up o 3 if multiple
people are working on the repair. All repairs assume that proper

tools are available, If not, repaic rolls will @ke op o a <20
modifier (many repairs are impossible without tools, like
changing a fire),

Example - An item that has a complexity of 3 is being
repaired. It has lost SBP, and originally had an AV of 3. The
time in minules between repair rolls willbe 4 x 5x 3 x 3, or 180
minutes (3 hours), This time might be modified by the ools
available and the number of people helping.

Equipment Aging - Occasionally, characters may
chance to acquire equipment left by other time travellers, or
somewhat durable items found in an aged and decrepit but
piherwise intact state, Owver tme, items will slowly deteriorats,
and will losz a fraction of their BP due to exposure and neglect.

Firat, figure out the conditions the item has been under,
then see below. Roll the dice for each modifier, and kesp rack
of the separate resulls,

Amount MModifier

24242 [iem rapidly decays with exposure to the elemenis.
143 Tiem slowly decays with exposure (o the elements,
142 Ttem will not {or very =lowly) decay with exposurne,

14274 Averape summer lemperature ol or less than 07C,
14272 Average summer temperature is 1-10°C

1d2 Averape summer lemperature is 11-2537C

2d2+1 ANCIEge SUMMET temperature 15 more than 25°C,
1d2/4 Ared receives less than 100m of rain per year,
1d2 Arca receives 11-100cm of main per year,

2d2+1 Ared receives more than 100cm of rain per year,
1d3+2 Item 15 left in the open.

1d2 Iem is sheliered from sun or rain.

1d2/2 Item 15 sheltered from sun and rain.

] Iem in an environmentally sealed chamber,
l Item is found afer less than a year,

1d2+1 Tz iz found after 1-5 years,
2241 Iem is found afller 6-25 years,

23+ Diemn is found after 26-100 years.
2443 Iem is found after 101-500 years.,
2di+4 Ttem iz found after S04+ years,

Example - A group of characiers iz hailed as wizards by g
Ipeal 13th century French lord, who escorts them to a bam.
Inside is a German ATV (WWT tank) that his great-grandfather's
wizard used o defeat the heathen Arabs, 52 years ago (don't ask
how it got there). He wants the charactors to make it work again,
In fact, he insisis, The item has the following characieristics:
Will slowly rust (1d3), aversge temperature 11-25°C (1d2),
rainfall of 11-100cm per year {1d2}, sheliered from sun and rain
(1d22), and item abandoned for 26-100 vears (2d342), After
rolling dice, the resultsare 21 2x 2% 1 x 7= 52, 50 each of the
mechanical ftems in the vehicle has lost 52% aof its BP.
Foriunately, most of this s due w neglect rather than broken
parts, and luckily, an ATV has two engines, which could provide
spare parts in & pinch. However, it is unlikely that characers
will realize thag with only onc engine, it will only ron in circles...

If they get it running in exchange for whatever bargains
they can drive, they still need to figure out how it got here..
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Building Things - Sconer or later the characters will
want to design and build their own equipment, Especially early
on, their may be a Hurey of light bow, crosshbow and spear
muaking, depending on what the characters have in the way of
starting equipment and opponents,

Guns - To design fircarms of any type, at any TL, use the
Mz system, also produced by the BTRC. The DY of a projectile
ar beam is based on its energy and diameter, This formula is:

"J{Ennrz'_-' i Joules x 735N diamater of ballet in cm

The conversion from foot-pounds (o Joules is 1ip equalzs
L3gd, I wou have the velocity and mass of the projectile in the
common English terme of grainsg and fi'sec, or metric terms of
grams and myzec, but not the enecgy, the energy iz

Fool pounds = {Orains/450,285) » (o)
Foot pounds = {(Grams/29,429) x (mfeee x 3.28)2

Eric Srith Age: Indeterminnte
Height: 183:m Weigh: 85k
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POW: 10

STR: 13 DEX: 12 APz 12
COM: 13 WIL: 11 PER: 12 BP: 3]
[NT: 19 BEV: 11 5TA: 14 Speed: 11
Major ckills
| RIFL 10 HRWL 7 COMP 10 SPAN 7
- AUTW & MEDA 15 MLEC 12 F3AD 7
PFIST 10 SURC & MSIC 14 KNFE 7
| SLET 11 COSC 18 Hass 46 HIST 11
il Matnhle equipment
BA-1100, Y (211 Tentlicld
B-16 (2003 Bass guitar with amplifier
Farst aid kit Laptop supercomputer
| Armar Location; Secret base insidz Mz,
164 Tosso vear Ewerear, bat regularly mesis with
| 12/9 Helmet other TimeLards

Motes: Buikds robots in spare time

Equipment Design - To construct a piece of equip-
mend, you most first design i, Thizs can range from 3 drawing in
the dirt to a complete 221 of blueprints, depending on the iem.
This in itself could require drafting or engineering skills, or just
be g matter of common sense. IF U seems neceszsary, plans can
bz made = & Mental Task (see below).

Doce the plans are done, Ggore out the skills peeded o
build the item, and average them, taking inio aocount the relative
imporiance of cach skill towands the fimal product iF necessary.
The consult the following tables and multiply all applicable
Tactors in each.

Ttem Factor
Crisde and funciional x1.0
Pluin x1.5
Acsthetic x2
ATLSLE x3dl
Erponomically designed 520
Armoe Value VAV

Complexity of ilem As per Repair Time
Tz bulk/per extr location. ¥ x.20+.1
8 xGf2
M ox2OM+S
L x6+1.5
YL =3+
EL x30/+10
Proper tools osed 1.0
Improvised tools used x3.0
Foor or no tools used x10.0
Building from plans or pars %30
Building rom plans and parts %10

The number computed is the number of man-hours of
Iabor it will ke o complete the iwem, A roll on the averaged
skills is necessary o aetually finish, otherwise there will be cost,
time and marerial overmuns, equal 1 the original zums fimes the
amnount the roll was missed by, After this, roll again, and repeat
the process until you give up or the project is done.

For some items, they really should be made of component
paris, especially if these parts have function outside the fem as o
whole, or if their complexity is vastly different.  For instance, a
car is an EL regular mechanical object, but it would make more
sonss 1o break it down into groups like chassis, dovelrain, eic.,
which might require sull more equipment (o make.,,

Example - Joc Movice, amateur TimeLord, decides w
make a light crossbow. He remembers how (o make a crossbow
action, and has a Swisz Army Knife as his only wols. After
scribbling down some plans and dimensions on a sheet of
notepaper, he beping. The GM =says this will be based on his
woodearving skill, which is at his aptitude of 3, and mechanical
engineering, which he has a 9 in, for an average of 6,

The item is crude and functonal (21,00, repular mechan-
ical (%30, haz an AV of 4 (x2.00 12 Medium in bulk (=20}, iz
being made from plans (x.3), but with improvised tools (x3.00.
Thetwtliz 1 x3x2x2x.3x3=ULE hours, After a full day
of doing nothing but hack at saplings and carve wooden pegs,
Joe con make a skill moll o compleie the weapon, Rolling a 16,
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he fails by 10, =0 the weapon nceds 50% more tme and
mzierials, Finding that old shoeluces do not make durable
enough bowsirings, he scavenges through everyone's packs and
starts bargaiming for & mewer el or trying o braid deotal floss
irlo A sitable string,  After another 5.4 hours he can iry again,
Eventually, he will get it cight {ond get a roll woimprove his
wiodcarving =kill).

Mental Tasks - Using a skill or knowledge 1o com-
plete a mon-consireciion/research sk done can b important, bt
psually more so between adveniures rather than ducing them.
Characters may wry 10 fathom propenics of the Malnsx, Izarn
mare ahout the hyperdimensional physics involved, or g2t up de-
iled plans for big events, like invasions, break-ing, eic, Multi-
pty all applicable factors, as you did for equipment construction.

Difficolty of Task{approx. skill)

Factar
Ridiculously eazy(1-2} |
Easy(1-4) x3
Simple(3-4) al
Below averape7-8) x3
Averame(-12) 4 1
Mesderately difficuli(13-14) x25
Wery difficulif15-16) KL
Extremely difficulif17-18) T H
Mearly impossibled 159-20) K1l
Impossible214) x MM
Skill vz, dif ficulty a(30-Difference) 202

Task can be worked on with {if applicable)

pencil and paper x3
ahacus B
calealulor x5
small computes A2
[arge computer w00

Task has never been done by character x3

Task his never been done x3
Tazk haz been done by charscter s 1 Aptitade
Intelligence of charscior x 10Tl ligence

The end rezult is the time in minoles it will take to
complels the task, A skill roll should be made to ses of tee ek
ig performed correctly, which may or may not be hidden from
ihe player, depending on circumstance, since yoo don't alwoys
ko iF wou did the experiment right, ew.

Example - A choracter is trying o formolate an attack
plan against 3 nearby stronghold for a group of somewhat coop-
erative barburipns, The GM save thiz is a moderately difficolt
sk bosed on Military Science skill, which the characier only
has g 6 in. The time involved would be: Moderpiely difficult
(x25), skill difference (x3.4), wsk has never been done by
character(x3), and we'll sny no Intelligence bonos or penalty. 5o
the end result 15 25 x 3.4 x 3 = 255 minutes, or 4.25 hours 10 gel
the aack plan formulaied and communicated o the barbarian
[eaders, The GM rolls secretly on the character's Military
srience skill 1o see how accurately the barbarians interpreted his
wizhes, as well as the overall soundness of the plan itself.

Goodies - Everyone loves goodies, those gadgets that
show up in history as isolated examples, weapons that never
really canght on, but might have been effective, or itlems from
the future which charscters might get their hands on eventually,
A shon list iz below, and you shoold feel free to make up your
own. Aller all, given an infinite universa, someone already
has.. elzewhere or elsewhen,

Dagger pun - This iz a
combination melee and projectile
wieapon, and is one inoa long wadi-
tion of pulting guns inte any
opject that is capable of holding
them. Historical examples go
from the L3th century (o the
present, and include penknives,
gloves, bracers, shields, swonls,
polearms. pens and cigareaie
lighters, The item illustrated 15 an
lalian example from the 165th
century, currently on exhibir in the
Metropolitan Museum of art, Mew
York, It is 45m long, and has a
culting or punciuring DV of E1,
The tip of the weapon can be fired
by means of a wheellock scuon in
the hilt, and has an TA of 0, an BC
of 1/1, and a DV of 3. Estimated
cost of production would be about
S1000 in modern terms, but since
was meant for formal wear,
oenamentation would add substan.
tally to thiz, It iz interesting o
note that if the blade were plited
in gold, the seam at the up would
be undetectable, and the weapon
could be carried where firearms
would otherwise be forbidden.

More recent examples includs
a spring-fired dagger supposediy
used by Ruszian Spetenate lorces
(now illegal in the TI5Y, and o
dagger/d-shot 22 pigtol manufac.
i tured by Morineo of China,

Vibroblades - An old science-fiction standby, thiz isa
normal bladed weapon with a high-powered wlirasonic rans-
ducer in the hilt, Any contact with the blade while it s activated
subjects the target to hundreds of tiny oscillatory cuts, greatly
improving the efficiency of the weapon. It does normal damage,
but the anack is counted as armor-piercing for purposes of
penetrating armaor, A good vibroblade can cut through anything
eventually, as long as it is softer than the blade and the powercell
hslds ou.

Vibroblades become available at TL13 or better, and are
gengrally a reswricied item. 1T available, tsey will cost at least
Lwice the price of a good regolar blade of the same size,
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Stunners - Either the corrent form, which is a melee
weapon, or versions from TL13 and vp, which are ranged
weapons,  These send an electrical impulse which rapidly
fatipoes the muscles of the area hit (and horts like hell, besides),
The damage is all non-lethal, and is totally stopped by any metal
or conductive armor, or any armor with g valee of 3 or more,
The ranged versions use a small laser (DV of 21-31) to ionize a
conducting path through the air o the target, and the jolt of
clectricity is zent down this conductive path, Obviously, they do
not work underwater or in space.  One the average, damage is
about 20% at TL11, and goes op by 10 per TL. Larger, heavy
duty models will likely be a hit more powerful. At TL11, ashart
range version is available which fires a pair of small metal darts
{30 with a range of about 10 meters, and continuows jolis con be
applied each phase 1w the locauen hit

MNate that since a laser i needed for a stuonner, it does not
always have to be a lew-power laser, Laser assault rifles might
ltave a “stun” option, but can always swilch w lethal fre if the
targets start shooting back,

Bome DV RC IA Init Masz Bulk TL Cosi Clip ROF
|Hru.uncr 0V 21 41 43 60 5N 15 s00 S0 4
Tentfield - This iz a highly vselul accessory for any
time traveler, byt also hard to come by for most characters, being
a TL16+ item. In its basic form, it is a small package, about the
size of a paperback book, containing a power source (fusion?)
and a small force Deld generator, The device will project a field
up to 3 meters in diameter, which has an AV of 2. People can
slowly walk through i, but it will otherwise keep oul wind, rain
snow and hail, The spherical field can be made opague or
transparent, and temperature and humidity adjosted within the
range of human tolerance (within 30°C of ambient leveld, 1t can
lgo poll moisture from the air to provide small gqoantes of
drinking water. The power source lasts indefinitely for all
pracical purposes,

Plastiflesh - The all purpose first aid item. This is a
TLI3+ item, a mix of synthetic skin, absorbable adhesives,
antihintics, congulants and tissue growth hormaones, In effect, it
provides a 10 to first aid zkill on any injury that does not
involve g broken bone or eventually fatal result, and provides a
53 10 even them. You basically peel off the protection on the
adhesive, close the edges of the wound gnd slap it on. It bonds
(o zkin almost instandy, and will nowrally slough off as new skin
grows underneath i, It wsually comes in palm-sized patches,
although long, thin strips are available. While capable of
working near miracles, it still requires competent use, as foreign
bodies left in a wound will still cause infection, and it will not
stop inlemal hemorthaging. Paiches of plastiflesh mn about
3200 each a1 TL13, and sbout 530 cach at higher TL's,

Power Converter - This is one of those rarest of
artifacts, a piece of working Designer technology. When found,
it will probably appear as a shiny, amorphons blob of meatal with
a Matrix-shaped depression one one side, massing about kg, If
a Matrix is placed in the depression, it will seem 10 be absorbed
by the device. The Marrix will communicate what it knows of
ils "hosts" to the power converter, which is “soft”, and will
physically alier its shape into a form the user can understand,
with bations and readouts, Omee activated, the device is capabls
of producing elecirical power on demand, in any form desired, al
any voltage or current requested, with a maximum constant
ouiput of roughly 10 megawatts.  Aside from making one nasty
melee weapon {don't fumble it!), it has a viriely of practical
uses, like cooking, welding, carving holes in 10cm steel plae or
pushing a 1,000 ton submarine at 60kph.

Scanner - This is a high-tech (TL144) minicomputar
designed o accept a wide variety of analog or digital input. It
will hold up to four skill modules for Inelligence-based skills,
each of which will give up to a +10 10 use of the skill, For
example, you could gel o translator module, giving 2 +10 10
speak a specific foreign language. A wildemess survival module
would be able to analvee food and water for edibility, or give
tips on how to find and build shelter, or a perimeter sccarnty
module could make sonic scans of local terrain, giving a +10 10
Perception va, stealthy intruders.

The sconner i3 abougr the size of & college wxabook, and
minsses about 2kg. 1T available, it will cost abowt 55,000,

Featherstaff and Brandestock - These are a form
of concealed melee weapon, The featherstaff looks like a large
wilking stick. A hefty swing, however, will cause a long blade
to come out of the top and lock into place, effectively making the
weapon into 4 spear. The brandestnck was a small halberd-type
weapon (aboot a meter long) with a similar blade.

Girandoni Windbiichse - This is one of those ech-
nological innovatons that was slightly ahead of its time. The
Windbiichee was a compressed air rifle, and while it did not have
the penetrating ability of a regular rifle during it short period of
wse near the end of the 18th century, it had a 20 round magaeine,
and could Gre almost silenily as fast you could cycle the action
with your thumb. Perhaps unfortunately, the mechanism was
delicate and did not stand up well 10 abuse given it by the coarse
Ausirian Jager to which it was issued.

The stock of the weapon was a removable compressed air
reeervior, which wok about 20 mimetes o pomp up, and which
held enough air for abowut 30 shos,

Mome LV RC TA Init Mass Bulk TL Caost Clip ROF

Windbilckes 151 22 41 -1 400 WS T 150 X |
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Explosives - This section covers explosives, explo-
sans, and other similar nasty things that the characters will want
o ged thedr hands on for increasing the local entropy quatienl.

Explosive Damage - Al explosives are rated by the
dmount of damage .1 kilogram can do. Thig nomber iz doobled
every time you guadrugle the amount of explosive,

Dauble effects at:  .Skg  2kg  8kg  32kg 125kp Alikg

There may be 2 Damage Values, one for blast effect, anmd
anather for fragmentation effect {if wny), Full effect is fell in the
hex of detonation, At a range of | hex, and each time the range
1 multiplied by 1.5(n), vou halve the damage.

Halve effects ar 1m M 3m Sm Bm 12m

The DV is rounded down and is Type 111 damage. Any
damage that is explosive in nature will have an "E* after the DV
Explosive damage should be rolled for rather than Iaking the
average. There have been instances where people have survived
explosions that should normally have killed them cutright, and il
characters are involved, they may need every edge they can et

Damage Allocation - Damage allocation from
saplosions uses the Whole Body Table, The average AV of the
character is used o profect from the blast, The average AV is the
il of the AV on each location, divided by 30,

Deafening - Any explosion may temperanly desfen a
character. The Damage Level the charaoter takes is counted as
an eventually fatal result. The time gotten from this is (he
amount of time the character &5 deafenad by a blast. If the
character takes any damage whatsoever, the minimum effect is
an EQ resull. The net resolt of this dealness is that the characiers
eardrums may have been damaged, and all Pe reepion rolls bised
an hearing gel an automatic -15, The elfects will strt to wear
aff after the time has elapsed.

Blast Knockback - A reasonable explosion will tirow g
tharacter back from the foree of the blast, The character will be
knocked back a number of meters equal to the DY at the
character with a -18 modifier, Kneeling characters will be
thrown 1/2{d} this distance, and prone characters 1/104d) this.
Treat such knockback 25 a fall from an equivalent heighr,

Explosive Types - Several different types of explo-
aves are listed below, with all information thar shonld be peeded
for use in play. It is strongly wrged that plavers limit their
lascination with explosives to theis characrprs,

Explosive TL DV  Det.Ease  Sensitivities
Black Powder 5 308 5 Flame, spacks
Nitroglycerin 8 55E 2 Everything
Guncolton 5 45E o Shock, sparks
Dynamita B 40k ] Severe shock
Ammonium Nitrate & 40E 1% Naothing
Pieric Acid 4 S0E 12 Severe shock
TNT 9 435E {3 Nothing
Flastique 10 55E [7 Mothing

If these DV's seem high, consider that a normal erenades
or antipersonngl ming only has ahoyt 1-2kg of explosive in it
A kg charge of TNT (about 3.50z) will #ela DLIG effect on
the Whole Body Table, A Ak charge within 1 meter would be
DLA0, that is, it would blow you to bils ifor practical purposes).

Black Powder - The oldest of explosives, its use dates
back over a thousand yaars in China. In Europe. one of the first
recorded uses wis at the bantle of Crecy in 1346, Black poweder
must be in an encloged space 10 have an explosive cifect,
otherwisz it will just go "POOF!", This may be useful ar night
for temporarily blinding an enemy, especially if mixed with an
equal part of powdered magnesium, Black powder is sensitive 1o
any type of sparks or flame, The necessary ingredients ane
charcoal, sulfur, and potassium nitrate (salipeter), with the
respeclive percentages being 15%, 105, and 755,

Nitroglycerin - The first high explosive, invented in
1846, It is extremely sensitive! 1t is made from sulfuric acid,
nitric acid, and glveerin, with an approximate rotio of 7:5:2,

Guncotton - Guacoion is made by ghsorbing nitric and
sulluric acids into celluose {usually catten).  1F improperly
manulfactured, residual acid will react with the guncotton, which
will lose a point of Detonation Ease each 142 weeks untl it hitg
rero (booml), The properly made product is Fairly swbile.

Dynamite - Dynamite is a stable form of mitroglycerin,
made by absorbing it into charcoal, diatomacenus earth, swwdusr,
or anything that can totally absorb it Old dynamite may start to
sweat oul pure nitroglycerin, with prediciable CONZEUSNCTE,

Ammonium MNitrate - This explosive iz very difficall 1o
sel off, making it useful for high-stress sitnations, It can ba
mude from ammonium nitrate fertilizer and fuel ofl.

Picric Acid - This explosive mdy react with megal
containess (o form unstable (Detonation Ease=1) galis, and
should be kept in non-mesal or lined comtainers. It is made from
sulfuric scid, nitric acid, and phenol, and umil reconily was
available in dilute form in most high school chemistry lnhs,

TNT - A common high explosive, TNT is made from
nitric acid, sulfurie acid, and wluene, It is used in both military
and industral applications,

Plastique - Plastique is made from TNT with plasticizers
added 10 make it more malleable,

Detonators - Detonators are uspally meeal whes shout
the size of 4 person's lintde finger. They are us wally set off with a
fuze or eleciricity. They have efficiencies from 11 20, and if
ane goes off while touching a character, will have 3 DV of 1,2
this amount (Type 111). This is sufficient 10 remove fingers,

Detonation Ease - If the sum of the detonator efficiencies
used on 2 charge is equal 1o or greater than the Detonation Euze,
the charge will go off, Otherwise, the charge will not detongre,
and the detonaters lost.  Esplosives may be detonated
accidentally.  If sensitive 10 an attack, 1F it wmkes 12 ihe
Detonation Ease in BP, it will go off. If not sensitive, it muss
lake 3 times the Detonation Ease in BP before it will go off.
This damage must be done in 1 phase. This is a general rale, 5o
use your own judgement, For imstance, any Mame appliad 1o
open black powder will probably set it off.
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Megaforee - This 15 the section of
the rules that covers the weapons and
devices that all self-respecting gamers
would secrelly love to use, and will
seemingly innocently try to get their
hands on, despite claims o the contracy.

Usually, this includes any item
which an enemy canool defend them-
selves against, and which they have no
chance of surviving a direct hit from,
which iz the entire reason characters
want o have them in the first place.
Becpuse the designer alzo holdzs a lowe
for weapons of random, ndiscominate,
total destruction, rules for these things
are incloded.

Artillery - Anything oo big to be shoulder fired will be classified as antillery.
This includes light cannon, anti-tank guns, and a varicty of archaic spear, bolt and rock
chuckers.

Modem artillery and cannon are listed below, generally from TLE-12 (Data are [or
TL11 rounds). Generally, you would only use rwo of the DV's listed at the same time,
like a high explosive armor piercing shell, or a high explosive fragmentation round, eic,
The DV listed for normal rounds is for a full-bare projectile (uncommon or nom-exisien|
in the larger sizes). Armor-piercing ones or shaped charge rounds begin to appear il
TLS, and will have at least double the normal DY, and act &8 anmor piercing ammenition,
By TL11, almost all rounds will be of that type. However, they cost significantly more
Fragments will never have an aetwal DV of more than 1001, The mass listed is for e
basic weapon, Traversing mounts, trailers or other paraphernalia will nsually double this

Cannon DY RC Average  Explosion Fragmentation Cannon wt.
20mm 1500 54 83 I6E 25FE 90kg
Almm 2200 55 121 ME 55FE 150kg
4lmm 25001 56 138 GHIE [OFE kg
5Tmm 4200 57 231 e H0FE 400kg
7imm 5601 58 308 160E 350FE Gkg
Qlmm 6201 &% 341 1905 S0FE kg
105mm Tl oE 385 ZBDE THIFE 14Hkg
120mm 7501 &R 412 JR0E SOREE 2000kg
155mm 9501 6% 523 S00E | SO0FE S000kz

Archaic cannon will vary widely in damage and mass, The selection below is
taken from TL6-7, and represents the most common guns of the period. These are
counted as fimtbocks Tor malfunction porposes, and can be overloaded.

Cannon DV RC  Awrppe Masswiearringe  Powder per shot  Shot mas
a-Fidr 1501 204 B3 B0k kg 2.7kg
12-Pdr 1901 24 103 12004 kg 5.5kg
24-Pdr MO 5 32 1600k 2ke 10.9kg
32-Fdr 2801 25 154 kg kg 14.5ka

Thoroughly medieval and ancient weapons are below, generally from T1L4 and
lower. These usually required lurge crews 1o man, and were constructed on the site they
were 10 be used, Smatler versions of these siege weapons may be towed behind horses o
other baasts of burden.

Siege Weapon Projectile DY RC ROr Crew Shot mass
Small ballises Spear 401 24 1 per 3 min, 3 akg
Medinm hallista Swone 10010 24 1 per 5 min. 5 2k
Large hallista Stone L2000 24 1 per & min. T 12kg
Small onager Slome 6511 244 1 per 3 min. 4 dkg
Medium onager Slone o0 24 1 per 3 min. f Hkg
Larger oager Slome L 244 1 per & min. £ | 2%z
Small sprengal Spears  35Ixd4 2/ | pér 3 min 4 kg
Medium sprengal Spears  45Ix4  2M 1 per 5 min. G ke
Large sprengal Spearz 5ilxd 24 1 per & min. B 4kp
Trebuchet Slone S00I1 2M  1periSmin. 12 250ke

Man-portahles - The short list on the next page is a small sample of the
varions man-portable heavy weapons that shewld be the most powerful items a GM will
let characters have, Mo living creature and very few non-military structures can pul up
with an atack from this sort of weapon, and the only counter is 1o Similarly arm
apponents, which makes things real messy, real quick. Cost is what you would pay
through official channels. Black market prices will be up to 10 times as much.
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Weapon DV Aveg, IA RC  Mass/per shot TL AY BPF Cosi
Bamooka 16005H  E80 41 25 SHNESD 9010 11 25 3500
MIZLAW  I3505H 1283 +1 2M 2504 10-11 % 11 5250
RPG-T 25005H 1375 41 35 TAN2.25 I0-11 10 17 5700
Slmm mortar  60E - +1 3/5 22061 440 B-12 15 14 82500
Elmm mordar  100E - 41 45 4301320 B12 20 27 &3000

Mukes - Mo one ever uses them, but
everyone thinks about it IF you need
the effects of nuclear weapons in a
campaign, the following rules apply,

There are four basic categories of
physical damage for nuclear weapons:

Misses - With large weapons and poor RC's, misses are likely 1o be by a substan-
il distance, However, the shois have (o land somewhere, and given the damage some of
these oo, this may be important. [F this is the case, roll for scatter like acal[-l:d shid miss,

The amount the to hit roll was missed by counts as a modifier on the range o the
wrpel, The resolt iz the magnitude of the miss,

Example - If o roll was missed by 3, ot a range of 100m, the magnitude of the miss
wonalid b 10MIm with & medifier of 3 on the TIMC, in this case resulting in a miss by 15m.

Fire and Flames - Fire a5 an auack, will work somewhat differently than other
ypes of damage. All fire damage is kethal, and always scts ngainst the full AV of the
target (no blunt tranma effects). The fiest phase an item is subject 1o Names, it pets 4x its
normial AV, The second phase, it gets 2x, the third phase it gets 1x, and it is halved(d) on
cach succeeding phase, down 10 s minimom of 17160 s normal valee, Any armaor that is
Mammable will ke damage when the fire penetraies i, a5 for normal armor atridon.

Grenerally, the DV of a flame weapon will go down by 1 each phase, as the supply
of fuel is slowly exhausted, but flammable clothing may extend the burm period by
several seconds,

Splatter Weapons - Weapons like famethrowers, Molowov cockiails or the
stereodyped (and unlikely) Maming oil sk all have the inherent ability oo hit several
largels inan arca, These weapons are targeted normally, but will speead oot from the site
of impact, the amount dependent on the quantity and velocity of the attack. In general,
Ealf a liter of fluwid will more or less ¢over one hex, To get the (ull splash effect, the
attack must be moving at a speed at least equal to the quantity in liters, i.e. a 4 lier jug
won'l [ill § hexes if you drop it on your fool,. Uzeally, the area of effect 15 circular or
elliptical, with any uneven sproad wsually going in the direction away from the throw.

Attack Dy (Jiantity
Flaming drink 41 25 liter
Mooty Cockial | o5 =1 liner

Flamethrower/Drragon breath 200

4 libees por second

(ases - Gases are usually for the purpose of covering a large area with a drug or
chemical. Usually, a container will bave o number of "doses" of the chemical (cach
overing a hex), and a rate at which the doses are expelled, for instance a wear gas grenade
might have 20 doses, and expel 2 per secomnd.

The clowd of effect expands out from the source, filling enclosed areas and linger-
mg, Cutdoors, the cloud will rail downwind, and will lose 1 hex of effect per m/fsec of
wind velocity per second. The hex the item §s In is almost always affected, regardiess.

[ -Total destruction

Il = ¥V.good shelter will survive
I - Moderate shelier will survive
IV = Light shelter will survive

Very good shelwer is underground
bomb shelters or really tough sky-
scrapers, Moderate is skyscrapers or a
stone/brick dwelling, and light iz a
typical wood-frame tinderbox, Every-
thing of a higher category is wiped out
or damaged bevond repair. Even struct-
ures that "survive” are damaged, if only
by having most of the glass blown oo
People can survive in the open in e IV
area (whole body DL of 24100, but will
be senously imjured or killed in 171 {101
of 44103, and can be permanently
blinded in [1l or 1¥. The table below
gives the outer range (in km) for the
different damage regimes of various
warheiuds,

Warhead I In I Iv
Akt A6 il B e | 1.0
Ikt A0 A0 A0 2.1
1kt S50 0 1.8 4.6

[ Al IR S T
Imt 1.3 34 RO 210

Fadiation damage will accumulate
from fallout and other soorces, absorbed
in rads per hour, Dosage is cumulative,
but is reduced by 10% per yvear,

Rather than draw out long and gory
details of radiation poisoning, the Fol-
lowing tahle gives quick game effects,
The tima listed is how long it tkes for
effects o show. Multiply this by 1410
100 o see how long it takes 1o com-
plete recovery (or die). Effects are to all
actions laken by the character, and the
sympioms are generalized for the dose,

Dose Fatal® Time Effects

{1-54 (% nfa Mone
100249 10%  4hr -1d6 fatigue
250509 S04 Zhe =206 fever
GOO-1000 D0% Thr -3¢, infection
00 100%  153min -4d6,delerium
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Example - In a stiff Sm/sec breeze, the previous grenade
would lose all its effect except for one hex, since the wind
velocity is greater than the hexes filled per phase,

These rules also apply to obscurement like smoke, but the
guality of the ohscurement is divided by the wimd velocity
inztead of hexes of effect.

Example - A smoke grenade which gives a -20 to
Perception, and fills 20 hexes at 2 hexes per second iz in the
Sm/fsec wind, so 2 hexes divided by Sm/fsec is 4, making the
obscurement 4 x <30, or -8, and only for the 5 hexes downrange
of the grenade. If this were a gas or drug, the simplest thing
would be to say there was no effect, or you could say a person
wiontld fzke 40% of an effect esch phase they remain in the arca,
g0 every 2.5 seconds would accumulate one dose of whatever the
subsLance wis,

Guses and smokes will spread in the wind, Generally, you
can assume that the area filled will be a teardrop shape, with a
length 1o width ratio of the wind velocity. For example, the area
below 159 hexes of smoke, with a wind velocity of 2mfsee. The
chond is &m long, and 3m wide at the widest point.

Mines - Mines are generally explosive devices desipned
either 1o incapacitate a vehicle or person, and are a creative use
of Anarchy skill for those so inclined.  Anti-personnel mines
with edther be designed to anack ane character, or groop, like the
US "Claymore” ming, or the German "Bouncing Betty™, of
WWII fame. They can be as simple a5 a buried rifle bullet with
1 spring-loaded nail as the firing pin, or complex enoogh 1 arm
gnd disarm themselves several times in 8 given pericd, or
recognize different target types and act accordingly.

An individual effzct mine will probably have a T of 201
vs, the foot or lower leg of a character, This is unlikely to kill
(hem, bot is psually enovugh o ke them out of action, slowing
down an advance, and consguming medical resources of VA
[ypes.

A proup effect mine will uspally act like 3 grenade or
fragmentation effect.  Directional effect mines (like the
Cluymore) will blast in a 307 arc, and divide (he range to the
target by 5 for purposes of quantity of fragments that hit

Example - A perzon 40m from a directional effect mine
would be counted as ar a range of 8m for determining the
number of fragments that hit them,

Shaped Charges - A shaped charge weapon will have
an "SH" afier the Damage Value. The auack is always Type
damage (all lethaly, but will also have a normal explosion effect
in all other directions, with an effect equal o the DV with a <18
modifier (10% of shaped charge DY)

Example - A Bazooka has a DV of 16005H. so it will
have a normal explosion DV of 160

Non-professional (i.c. homemade) shaped charges will
have a DV equal o the base explosive damage, times half{d) the
amount an appropeiate skill roll (usually Anarchy) iz made by,

Example - A character wants to make a small shiped
charge limpet mine, and they have 2kg of TNT 1o pliy with,
This has a base DV of 180, They make their modified Anarchy
skill roll by 6 points, 5o they now have a shaped charge with a
DV of 5405H. Naturally, the GM would not tell the charmcler
the setual DV unless a prototype was constroclad 1o gauge the
effectiveness, a luxury not always possible in the fickd,

Underwater Explosions - For explogions under-
water, halve the acwal range for determining damage, since the
pressure waves arc less attenuated and the damage carsied bester.
However, multiply the actual rangs by 4 for purposes of
fragmentation effects, since the water will glow 1hem down
immenzzly.

Example - An explosion with fragments at a rnge of
Alm underwater would be treated as only at 20m for the blas
demage, but coonted as a range of 80m for fragment cfiects,

.
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Grenades - Grenades are very effective weapons which
require very little =kill to use. However, they can be ag danger-
DS IO YOUL A5 10 an enemy, 20 you need 1o have some commion
gnse oy use them right,

Current MATO grenades have a casualty rudius of about 5
meters, which hopefully means that you will be incapacitated or
killed if one goes off and you arc in that radivg. However, body
amnar, cover and position will affect your chances significantly.

Modern grenades consizt of a small HE charge, and
tousands of sweel fragments, which do most of the damage,
These slow down rapidly, and are very licde danger w anyone
furiber than 20 meters away from te grenade,

Lower tech prenades, like those found in WY and
WWII, produce a relatively small number of large fragments,
which stand less chanee of hitting you, but which retain a lethal
gmount of velocity for a distance much further than you can
throw the grengde, Below TLE, most grensdes are improvised,
ind were nod used as an effective force in warfare,

Characters might acquire grenades i one fonm or another.
Some samples are below, for use, or to serve as cxamples,

Mudern grenade (TLAG-11)
Hanpe 1] 1 2.3 4.5 67 EB=1D 11-15 16-20
Mamage ¥Walue 150 040 131 121 191 100 al Al

Awerage por fragment ] b T e i 3 T
Fragmends per me LT e ke L T L
Explosion damags . LA, ] e AR | 9 1 ]

WWL-WWII prenade (TLS-9)

Bunge i 1 23 45 67 810 11-15 1@-20
Dzmizpe Yalue A51 451 451 450 4201 421 421 40[

Avernge perfragmens 25 M B 238 13 13 22

Frigments per m2 S N [ 1 0 ) O ) N v F | |

Explesian damnge L LR R S 2 | ]

Hick al dymamiie studded with nalls

Rampe ] 1 2.3 4.5 67 1D 1015 1620
Damage Value 50 251 24I 23 2 171 141 121

Avergpe per Degment 34 14 913 13 1) H R fi

Fragments per m? 3 3 1 .33 .16 10 05 m

Explosion damape [ LB FE b 1 1 i

The area mken up by vanons iems 18 45 shown below,
simply apply the appropriate number of fmgments for the arg
sre inm?, For objects getting less than one hil, the [ractional
chance 15 molled on an appropriste die type, with 3 minimuom
chance of 1%, For instance, a number of hits equal 1o 33 per m2
would be a 16% chance to hit a standing person with 1 fragment,

Object

Front Side
Wan Sm 1n
Car Fm? fim*
Motoroyele lm= 2m?
Strding honen® S0m? 25m*
Jining human 25me 25m?
Frane human 10mE JEmd

® Rasically, half the fragmenis

Grenade Use - Once in hand, a grenade nsually takes 2
secomds 1o use, one Lo pull the pin, and one w throw it. Grenades
use Improvised Hand Weapon or any throwding skill in general,
and are thrown with an aiming RC of 1. For each point the
targeting roll was missed by, the grenade will be off by the
distanee o the target, modified by that amounr,

Example - A 10m throw whose roll was missed by 2
would be off by a distance of 10m, modified by 2, or 1m.

Roll 1df, 1 being towards the thrower, and going
clockwise, This is the direction of the miss. Modem grenades
have a 50-50 chance of going off in either 3 or 4 seconds after
they are thrown, and archaic ones by a fuze whose religbility
may be off by up 10 50% in cither direction.

General Fragmentation - For quick fragmentation
elfects, sone weapons are given 8 Fragmentation Effect, or FE.
The FE equals the number of fragments per m2, and 4 times (1)
the DV of the fragments, at a range of 1Im. The FE will be
halved at 2m, and every time youo halve explosion damage.

Example - At a range of 1m, an FE of 40 would lave 40
Fragmemis with a DV of 100, At 3m, there would be 10 feag-
ments, each with a DYV of 21, and at 5m, 5 with 2 DV of 11, Noe
that many explosions will have inherent debris fragments.

Cover vs. Explosions - Unless armor wowlly encloses
a character, they are likely o take concussion damage. Any
cover sturdy encugh to withstand the direct blase will shicld a
character somewhat. In general, each %07 furn a blast must
traverse will cut the DV in half, which can be figured out from
the sitation the character is in, using the minimum number af
lines. Naturally, if the cover cannot withsiand the blast, it offers
little indirect protection.

A character in a protected position (prone, elc) will be
affected by half the DV of an explosion. Explasives going off in
an enclosed space will have double effect, including on the walls
of the enclosure.  Areas like hallways will be at normal effect,
but the ranges for halving effects will be doubled.
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Vehicles - The heading "Vehicles" generally covers any
means of non-animal transport the characters might acquire, Al
vehicles will follow a certain format, and will generally appear
like the one below. The circle indicates the edge of the Matrix
field, and "x" will mark any hatch or doors on the vehicle.

Unarmored //ﬂ,.ﬁ
Mame = [¥irt bike -‘\\
S-enl:i:ng -1
Winss - 150k
Care Cap. - 1Mkg
Length - 2.0m
Width = Am .
| Heipht - 1.2m
Max speed - D30ph/2m
Ace/Dec - TmMmfeee
Climb/Dive - nfa i
El.lm mode -8 \ _//
HTH - 3Hlkm
Fuzl eopacity - 13 liers gasoline T
Asmor  Fromt 4 Rear 4
R.5ide 4 Tap 4
L.Side 4 Botiom i
Engine  T(5BP)  Tires S(2HEP

Moter - This is a generic, fairly heavy off-rosd motoreycle. It can
ford streams up to 8 meters deep, and craw] over ebatacles up Lo

5 melers high, It commez with s basic tool kit, and & pair of panniess
having B2 copozity ench. The AV applies only 1o the struciere of
the evele, and doss niot protect the rder except from front shots from
the wiist down, Tt is veey noisy, and is o +10 10 hearmg Pereeption,
ard usually is at high or very Ingh contrast to surromedngs s well

Armored/Unarmored - This basically shows whether the
wehicle is military or non-military. Civilian vehicles miy
have a significant amount of protection, but are likely to
have gaps and open spots, and were not expressly
designed 1o protect the occupants from anack,

Mame - The oflficial name of the vehicle being described.

Seating - The number of people the vehicle was meant (o
accommaodate, An exira 50%(u) can be carried, but each
10% gives all passengers a -2 on all skills due to
crowding.

M ass - Thiz 15 the mass of the vehiclz in kilograms, fully fucled
but unloaded,

Carrying Capacity - This the maximum load the vehicle can
safely carry, and includes the mass of the driver and
PaSSCNECTs.

Length - The length in meters from the furthest front projection
i the furthest rear projection on the wehiclke,

Width - The mazimum width of the vehicle in melers,

Height - The maximum height of the vehicle with all haiches
closed, but not counting antennas, eic.

Max, Speed™Min, Speed - The maximum specd in misec that
the vehicle can reach under optimum conditions. For a
Mying vehicle, the min. speed is the speed needed to stay
aloft or avoid a stall. Hovering vehicles have a minimum
speed of Omfsec. If no minimum is listed for an air
vihicle, assume that the vehicle can hower.

Accelerstion/Deceleration - The maximum increase or deoreass
af speed that the vehicle can manage in 1 second, Far
deceleration, this is a straight amount. For acceleration,
subtract the acceleration from the speed. 1 the result is 0
or lower, the vehicle may accelerate the listed amount, if
areater than 0, subtrect 1 from the acceleration arwl
subiract this amount from the previous total, This i
repeated until the wial reaches 0 or less, or Imfiec is
reached.

Example - A vehicle with an acceleration of Smfsec i3
moving 12m/sec. So, it can accelerae 12 - 3-4 -3 =1,
Imfsec, from 12mfsec up to 15m/sec.

Reference - The following pccelerations will give the
listed times to reach a speed of 100kph (about Smph).

Acceleration  Time to 100kph  Equivalent
Im/fsce 28 seconds Bain bawle tank
2mfacc 26 secomds AFC
3mjzec 24 seconds Armored car
dim/fere 21 secomds Dglivery van
Sryses 17 seconds Economy car
Arnfsee 12 soconds Average cir
Tmfses 6 seconds Sporis car
Bmfsec 5 seconads
Omfiec 4 seconds

10m/fscc 3 seconds Drrapster

Climb/DHve - This is only nsed for Oying vehicles, This is the
maximum vertical velocity the vehicle may achieve
without losing speed, and the maximum amount that can
safely be added 1o the noemal maximum while in 2 dive.

Turn Mode - All vehicles have a wrn mode based on their
handling ability. In general, the wrn mode 15 Lthe misce
aceeleration the vehicle can pull in a um.  Divide this by
10 to get the number of gees the vehicle can do. A
vehicle can make a 60° urn in a number of meters cqual
tn the velocity squared, divided by wm mode.

Example - A sports car might have a tum mode of &,
meaning it can pull 9 gees in a pght tuen. I the car wers
maoving 20m/sec (72kph), it could make a G0 urn every
2030 = 44 meters,

This tem can be pradual, 10 follow the contours of any
read the vehicle is on, With the exception of tracked
vehicles, most vehicles have a minimum number of hexes
of movement for each 607 turn, equal 1o their leagth.

Turn mode

velpeity  Kph R R 1 L T
i} Okph 0 H ] 0 1] 0 0

3 11kph 2 2 2 1 | 1 I

5 1skph f 5 4 3 3 3 3

B 20kph 15 13 11 o 8 7 6

10 36kph 25 0 il 14 R 10

15 Sdkph se 4% 38 32 28 Zx R

a  Tikph 100 B0 67 57 50 44 40
30 ipBkph 225 180 150 129 112 100 90
50 180kph 625 S00 417 357 313 7R 250
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Ranpe - Thiz is the maximum range of the vehicle on one charge
of fuel or cnergy at cruising speed (609 ol maximuom),
under optimom conditions,  Subtrpct 10% from this for
each 10% of speed aver cruising velocity that is used.

Fuel Capacity = This is the amount of fuel or energy needed for
oae charge, and the wype of fuel regquired.

Armor - Thiz is the AV of various portions of the sehicle, and
the BF of the engine and other motive components,

Armament - Thiz will list any weaponry mounted on the
viehicle, and may be elaboruted on in the "Motes" section,

Sighting Mechanism - This will 2l any modifications the
weapon sights give to the skill of the user for wacking,
LIgEling compulers, eic.

Turret Traverse - This is the maximom rate that any ureed on
the vehicle can raverse,

Hodes - This is a boel hizory andfor other assored information
un the vehicle.

Special Vehicle Rules - The vehicle rules apply 1o
il forms of vehicles, but certaim special maneuvers or siteations
will apply only o air or water vehicles,

Power Turns - Any air vehicle which relies on large
grodynamic surlaces may make a power tom. The vehicle
decelorates, andd the square roatiu) of the decelertion iz added 1o
the wrn mode for that phaze.,

Power Climb - A climb of more than the normal
maximum may be made, sacrificing horizontal velocity as o
result, You can add wp o Zmfsec of climb for every 3mfsec of
harizontal velocity lost. IF the vehicle ever drops below its stall
gecd, the pilot will have to roll on the accident @ble each phase
til gpeed increases 1o salz levels, and the pilot makes g skill
mll, In addition o other effecis, the vehicle will dive ar an
pereasing rate equal o the racton that phiose's skill roll was
nizsed by, times the current speed,

If a vehicle ever exceeds its maximum dive speed, or i3
frrceed 0o make 3 turm ac a speed greater than would normally be
wermizzible by iis um mode, fguere oul the modifier on tee safe
specd that results in the corrent spoeed.

Example - If a vehicle had a maximum safe speed of
[(dm/sec and was actually going 110mysec, this is 1% over
afe speed, which would be a modifier of 2 ona D20 svatem,

Mow, roll a die and pray, If the roll is equal o or Less than
he mumber you just Ggared, tere has been a strociural failure of
some ype, permanently damaging the vehicle, Eoll apain, I
e roll iz another failure, the rezult iz corastroplioc farlure,
psually meaning the plane can no longer fly any direction except
draight down.

Pulling Ot - Vehicles with lifung surfaces may convert
vertical dive velocity into horizontal velocity, in the reverse of a
povwer climb, or put thiz immediately mto twen mode, like o
POWET LT

Flying Creafures - Flying creatures will be forced (o
crash land if either wing ever takes a broken bone resull, and
nust make a forced landing (or worse) if the total impaimment on
ang wing excoesds =10, or the wial on the wings reaches =20,
Attacks o a (ying creatures will hit as follows,

u3
Roll  Location
1-3  Headmeck 5
4-10  Torso
11-15  Wings
16-20  Oiher appendages

dinking - Water vehicles have the unfortunate tendency 1o
sink when damaged. Generally, you compare the BP done to the
waterline stmcture of the vessel to itz mass in kg (or each
IHIBF done 10 e mass in metric tons), This is the percentage
of ship's mass in water it will ke on in one hour, which iz
applied 1w the carrying capacity of the vessel. IT the carrving
capacity ever reaches 2005, the veszel sinks, Crew members
involved in bailing can move an amount of water dependent on
their Strength and the technology of pumping equipment, but
will be around carrying capacity times 20, per hour.

Different types of vessel may have multiples w the BP
done for the porposes of sinking, For instance, small vessels
may multiply the BP by a fairly large number, as they will sink
very fast if they tuke appreciable damage, while larger craft will
ke longer, given a proportionate amount of damage.

Winds - Eailing wessels will have a "wind ratio”
mentioned in their stats, as might sail driven land vehicles, This
is the maximum amount of forward velocity that the wind can
impart o the vehicle,

Example - A wind ratio of 573 woold mean that each
Smisec of wind would give the vessel 3m/fsec of velocity, up 10
the listed maximum speed.

Long-term Movement - Ohviously, very lintle
vehicle nse will be in combat, or on a second-by-second hasis.
Uzually, vehicles are used to get from point A (o point B, and the
migjor comeerm is the fme i will ke, and how moch fue] will be
consumed in the process. The following guidelines will give an
idea of ravel time for any long journeyvs the characters will
mike, Remember (o use only the modifiers that are approprisie
for the vehicle in question. For mstance, hovercraft don't care if
the ground is muddy, wet or icy. Also, while modifiers are
cumulative, any termin that is conceivably paszable will only be
a maximum of -1%9 1o safe zpeed and canzing range,

Mudifier Speed Range Example
Optimum conditions + +0  Paved road
Good conditions =4 <4 Dirt road
Fair conditions B B Dim track
Poar conditinns =15 10 Off-roagd
Rugged hills -B -8

Mountaing =12 -14

Ciround 15 wet -2 =2

Ground is muddy -4 -1

Ciround 15 iy =15 4

Swamp Cinly iF wehicle has water movement
Light forest = -2

Denge forest =10 &

Night -6 +0

Per 25%0d) capacity used -2 2

Per 25cm af snow (4 -2
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Example - A ground crawler is traveling on a dirt road
through hills and is carrying 1/2 its capacity. This gives a totnl
modifier (o its maximum safe speed and rangs of -16 (-80%), 1F
the vehicle hus a normal maximum of 100kph, it woald only be
able 10 crawl through this terrain at 20kph, and if its normal
range was 500km, this terrain would reduce it to 100km.

These long-term movement rules can also be applied to
characiers on foot or on borseback,

Short-term Movement - In the event where move-
ment iz imponant on o shor-term basis, figure things out as
ahove, To mowve faster than the maximum safe speed will
require a skill ol each phase by the driver {or rider, in case of
animals), with a base modifier of +10, and a negative modifier
equal 1o the fraction the safe speed is exceeded by.

Example - If the maximum safe speed were 40kph, and
the character was driving at S0kph, this is 25% more than the
safe speed, for a modifier of -5. Taking into account the
putomatic +10, the wtal for this roll 15 +5.

Thiz same calculation applies if a character tries 1o do 4
tum 4t a higher speed than the torn mode woold indicate is
possible. In either case, if the skill roll is failed, yoo then roll
120 on the accident tble, with a modifier cqual to e modifier
on the driver skill moll,

Accident Table
Roll  Result

1.8 Land vehicle Vehicle wrns 1 hex facing to lefl or
right and skids in direction of original
movement. I vehicle is wming, facing
changes towards inside 70% of the time.
Bancover is hall as severs a8 intended.
As 1-8, but vehicle moves in the
direction it is facing on the next phase.
Manewver is half as severs as intendeid.
Vehicle moves straight forward, loses
velocity equal 1o its deceleration, and
turns 1 hex facing o the side {see 1-8).
Maneuver is in wrong direction, amd i3
half as severe as intended.

Yehicle decelerates al maximum, goss
to random facing and continues (o skid
on the next phase.

Mancuver i3 in wrong direction.
Viehicle decelorpies atb maximom and
rollz, I not stopped, it will contimoe 1O
degelerate and wmble in a random dir-
eclion in the 60F anc it was moving i,
Unrestrained passengers iake velocily in
m/see divided by 4{d) as a whole body
DL. Those belied in divide this by $0d).
See 20-24.

Vehicle rolls, decelerating at maxirmum
each second, and will cach fire (if
possible), daing Acceleration as a whole
body DL 1o passengers.

Qe 224,

Oiler vehicle
.12 Land vehicle
Other vehicle

13-16 Land vehicle

Other vehicle

[7-20 Land vehicle

Other vehicle

21-24 Land vehicle

Chiher vehicle
Lond vehicle

Oiher vehicle

Lacation - If a vehicle is hit, it will usuafly be importan
1o get an idea where, Since there are pultitudes of differen
vehicles types, the following hit locations are generic, and can ke
customized for particelar vehicle types il you wizh,

Vehicle Hit Location

Eaoll Location

I-6 Motive system. This is the cngine or whalsvi
performs this [unction on the viehicle, like a reactor o
must or battery pack. If this item has been tedally
destroved, roll again and ignore this resull. Armor dog
nnt count against the results of this sccondary rell.

7 Mon-vital. This is some part of the vchicle that it
expendable, like anlennas, PREFTOrS, Spare  bres o
armament

§-10 Propulsive system. This what actually takes the

motive system power and puts it 1o use, like sails, tirs,
arav plates, elc. On applicable vehicles, wheels ore i
half the time, and tices are hit the other half, Wheel hat
cun have GM-determined dramatic special eifects oo
sleering, hrakes, clc,

Carpo or passenger. This hit is somewhere in the
Crew, PRSSCrer OF Sorage ancas of the vehicle, Assigr
each passenger and piece of luggage or cargo {including
aminod a number from 1 to twice the passenger capacity
of the vehicle, For instance, 4 4 passenger car wiub
have numbers from 1 to B, Then roll a die closest @
thiz number, If the number rolled is the same as ar
item, that item Likes damage equal 10 what was leii
after the shot penetrated vehicle armor, IF the weapoa
was explosive, shaped charge or had a DV of F0C o
more, other passengers will take 14 this amount From
frugrments.

Mon-vital hit,

11-14

If shooting at the end of the vehicle which has the
propulsive system, subtract 4, and if shooting at the
opposite end, add 4.
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Chase Combat - Rather than move a vehicle (or
horseback, ewc) chase oul zecond by zecond, many chases can be
resalved inoan abstract manner, without the use of exiensive
maps or other aids. Al vou need are the sis for each means of
iransport, and 4 sheet of hex paper to keep rack of relative
pogILion,

Layout - Initially, the GM should set things up on the hex
paper, using an expanded geid of 5 meters per bex, or any scale
ihat iz approprigte for the speed of the chase, Actual terrain
doesn't matter, only the initial speed and relative position of the
participants, Bemember, regardless of kbitzing, only one person
will actually be in control of the vehicle, and rhar person is the
ene who makes the movement decisions. In order to enforce the
chaos of a high-speed chase, all characters shoold write down
what they plan 1o do each second withour knowledge of what the
oiher players will be doing (This can be loads of fun)

Terrain - The circumstances of the chase will dictae the
starting terrain, although this may change over the coorse of the
chase, especially at high speeds.  Terrain will be one of (hree
types: Open, Resricted, or Very Restricied.

Open Mo obstacles, and vsually with unlimited
mansuvermg room, The majer factor will be
the top speed and epdorance of the vehicles
mvolved.

Examnple - Dogfights, or a swawch of desen
highway.

Restricted Some obstacles, but high speed can be

mamtained with skillful mancovering., Both
avceleration, wrning ability and driver skill
will be important.

Example - A crowded freeway, open forest, or
w doglight among skyscrapers.

Very Restricted Many obstacles, and top speed is almost
impossible to aitain. Turning ability and driver
skill will be the most imporiant factors,
Example - Fesidential neighborheod, denge
[oresl of Cily SlraeLs,

These terrain vpes will be important, because they will
give advantages o ane type of vehicle or driver.

Closg The driver antempts to redoce the distance
between the vehiclez, 10 both drivers close, the
attempt 15 automatically successiul.  All
wiapons fire gets the modifier for reladive firgr
movemenb

The driver may be trying 10 close or run away,
baut most of their efforts are wwards making
the wehicle harder 1o hit, eiler by dodpeing or
finding cover. The vehicle gets a negative
medifier to be hit equal 10 the modifier for
refative targel speed, plus the amount the
driver's skill is made or failed by, Fire from
the vehicle wkes a modifier for relative frer
movement, plus an additional mines equal 1o
the tum mode of the vehicle and any amount
the driver skill roll was made by,

The driver attempls o increase the distance
borween the vehicles, Agan, of both drivers
attempt this, it is gutomatically suecessful.
Weapons fire gets the modifier for refarive
[irér movement,

Dindge

Bun Away

Each wmn, check 1o see which vehicle factors will apply 1o
the resulis of the chase,

S —

Terrain Close Drowl ge Kun Away
Open T, A M., 5 T, A
Restricted AM A5 M, 5 AMS
Yery Restricied M, 5 M, & M, 5

T-Topdpeed M- Tummode A - AcgDec 5 - Driver skill

The difference between the factors used is calculated, and
if applicable, drivers roll an their skill and add the amount made
ar failed by to the wal. The total for each vehicle is compared,
and the high todal "wins”, This can have muluple consequences,
A character dodging always gets to dodge, bot if they win vs.
someone irving o close, the opponent does not got o decrease
the distance, but if they lose, the opponent does.

The relative positioning can be changed by the winner by
the fellowing amoonts,

Terrain Advaniage to: Example

ipen Faster vehicle Open highway
Restricted Maneuverable vehicle  Crowded highway
Very Restricted Bost driver City straets

Terrain Change distance by
Open Acceleration (or top speed) difference
Restricted Acceleration and Turn mode difference

YVery Restricted Tum mode and Skill difference

Sequence - The GM will set up a dme increment for each
chase turn. This can range froan 1 second for something fast and
furious like an auto chase with gunfire, 1o an hour or more for a
slow bot dramtic chose between a picate vessel and 3 merchant
thip. A good gencral turn frame is 1 second Tor each meter of
hex size, for instance 15 manates for a 1km hex, or 1 minoe for
3 50 meter hex. Each “lum” of the chase, each driver (or capiain,
gic.) will s1ate one of three intentions, the pursued stating before
ke pursuer. The allowed actons are: Close, Dodge and Run
Ay,

Example - Characters are flecing from a military jeep in
an average car through Restricted termain, Since no one is
shooting yet, the GM has assigned 5 second "wms®, The
characters decide 10 "run away”. They have a positive difference
of 1 pointof acceleration and 2 points of wm mode, for a wotal of
3. The driver fails his skall roll by 3, bringing the total 0§, The
jezp is Closing, and its driver fails a skill roll by 4, so the
characters "win" that turn. The difference in zcceleration and
turn mode 15 4 total of 3, times & 5 second wm, 20 range 15
increased by 15 meters,
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Oiptional - If characiers can suceessfully Eun Away or
Dodge 8 times in a row, they can *loss” pursuil in Open terrain.
This is reduced 1o 6 tmes in a row in Restricted terrain, and 4
rimes in arow for Very Restricted termain,

Multiple Chases - In the event that more (han one pursusr
is involved in a chase or interception, the tolal is compared
separatcly between the participants, The GM may restrict
certain options for the pursued party, especially il pursuers ane
atempting to intercept from different disections. In this case,
distance is automatically decreased by the cloging velocity of at
least one pursuer, and the winner of that wm gets to modily the
distance normally, which might carry over into the nextl mm as
an adjusiment to relative velocity., Evading multiple pursuers
requires skill in moving on the large scale map, and
exceptionally good skill rolls shonld allow the charscter 10 ke
pdvaniage of surprise moves, make opponents run into ohatacles,
nr mzke other good use of the local terrain,

Drugs - Drugs, whether beneficial or harmiul may come
into play. The reaction of living creatures (o drugs covers an
extremely wide range, and even when simplified for game
purposas, it can sl be complex,

For all practical purposes, drugs will have one of two
game effects, that of raizing an attribote or skill, or that of
lowering them. The trick is 1o mimic real drog cffects, which
have additional effecis, and effects that oocur in Sequence over a
period of tme. For the most part, all drogs will have side
effects. Perhaps an extremely advanced culture will have a
perfect enough knowledge of biochemistry o avoid this, but this
iz not likely 10 be of benefit 1o the characters all that often,

Mame The common andfor technical name of the
substance.

Administration The way in which the drog iz adminiztered.
Thiz will be one of four wiays:

Ingestion(I) - The drug must be swallowed 1o
have effect.

Respiration{R) - The drug is an acrmosol or gas
and must be inhaled.

Contact{(C} - The drug will work through
simple skin contact.

Injection(MN) - The drug most enter the
Boodstream throogh an injection or wound.
This i the dose that will generate the listed
elfecis, and is based on g body mass of around
10Mcg. For each half{u} this mass, multiply
the severity of the effects by two, and for each
doobleld) this mass, divide by two,

Thiz will be a simple 1o complex series of
abbreviations and numbers showing the efflect
of the drug, The first item will always be a
nomber, This iz how long it will take for the
character 1o feel any effects of the drug. A
"4+n” next (o an attribute will mean the drug
increases the Atribete by a modifier of o, and
a "-n" significs the opposite.  This elfect will

Mormal Dose

Eifects

usually be in parentheses, and is followed by
two numbers separated by a "/, The first is
how often the character must make a
Constitution roll 1o avoid wking the effect, and
the second i5 the masimum time that the drog
will aifect the character. A drug with a series
of effects will have a second se1 of numbers in
parentheses, or sometimes more, For instance,
a drug which added to Strength temporanily,
but then left the charscter weak would have o
"+Str" effect followed by a "-Sir" effect
Note - A "-CON" effect does not usually
reduce Constitution rolls for the drug, but may
counl lewards recovery of domage sustained.
This is the recommended treatment for
counteracting the drug. Once administered,
the character will get 8 +10 modifier to
Constiution on all further rolls to see il the
drug has further effects.
Mies This iz any additional information an the drug
which falls outside the normal drug format.

Treatment

Mame - Mace

Adminisiration - I

Normal Dinse - 1 spray

Effects - (1 sec (-5FER SKL.STABRV)I secf5 sec,
i+ PER SKL 5TABRV}1 min/sa

Treatment - Copicus flushing of affected area with

cool waler,

Muotes - Alributes and skills are only increased 10

normal levels during recovery perind.  Due 1o the

pain of the effect, victim must make a Willpower

moll each phase 1o stay in an area causing this

effact, To have effect, it must be inhaled or

sprayed on face, although at GM option a single

effect may be iaken if adjacent areas are hit.

Example

Explanation - Mace takes effect instantly upon contact (0
second time delay). The person struck must make a Constitution
roll that second and each subsequent second for a wtal of 5
seconds, 1F they il a Constitution roll on any second, they take
a ceprudative -5 modifier to their Perception, all skills, Stamina
and Fravado. This lingers until 2 minute after the last effect, at
which peint the character can make a Constitution roll 10 negate
1 point of the negative modifier accumutated, and they get to roll
on cach subsequent minute until full recovery.  Flushing the
ayes with cool water will give the character o +10 on Consilution
rolls both during the application of effects (f they are quick) and
during the once-a minute recovery period afier the maximum
elfects have already taken place,

Supgested Effects - Different "classical” effects for
drugs are below. You can mix and match these, or use them as 2
springboard 1w creating your own custom cffects.  Only the
major effects will be listed. The recovery period will usually
give a slow but steady increase (or decrease) of all affecied
attributes, depending on the particular drug involved.
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Anesthelic

Antibiotic

Anoxia

Itindness

Coma

Canvielsinns

Cramps

[henfmees

Marrhen

Dizziness

Hallucinogen

+WIL, -SKL

Motes - The character is leeling no pain, bot
may be slightly fuzzy or less inotune with their
sense of wouch, distance, ele,

+0M

Moles - Antibiotics automatically work, as
their effect is not against the body, but agaimst
“intruders” (i, infections),  The amouwnt
Comstitution s modified by 15 alzo a positive
maodifier o any Medicing skill vsed when
treating an infection-based eventually fatel
resull.

-5TA,BP

Maotes - The character will run cut of breath
and be unable w absorb enough oxypen o stay
alive, The BF iz countcd as a whole bBody
effect, and the character will die iF e modifier
e Sigmina is at -20 or mare when an
eventually fatal resull rung oul.

-PER (sight}

Mubes - It will become more and more difficult
for the character to make sight Perception
rolls, until the modifier reaches a maximom of
=30, at which point it becomes impossible.
=All

MNotes - All atrtbaies are lowered (o rern, The
character is in o deep stare of uUnConStiGUSHEES
and will not awake or react 1o any oulside
stimuli unless e GM desires i

-All

Motes - Like vomiting, excepl any damage the
character takes is lethal, and may be whole
body, specific locations or random locations,
-5KL,BP

Motes - Thiz may be either lethal or non-lethal
damage, at GM option, and the effect may
target a specilic location {stomach cramps, leg
CRUMpPS, e

-FER (hoaring}

Motes - I will become more and more difficalt
for the chargoter o make hearing Perceplion
ridls, but the character will still B2 able 1o
zense loud or low-frequency  vibrations
through their sense of wuch.

=APP, 5TA

Motes - The charpcter feels lousy and is
irritable, Rest stops must be made every 1d%
minutes or any time 8 Staminn roll is filed.
-DEX, PER, SKL

Motes - Character will have to make a Dex-
terity roll o complete any action which bas a
total negative maodificer, like this effect.
Preparation time may be used 1 negate this in
SOME CHASCH.

-All
Moles - Exact cffects will vary with the
snbstance.  IF the choracler makes thelr

Iiching

Enockout

Magsea

Pain

Paralysis

Relaxant

Stimulant

Stupor

Tremars

Vomiting

Weakness

Constitution roll, they make act normally (with
mingses) but can sl be distracied by drog-
induced zensory input.  [F the roll is faled,
they will usually not ke good for anyihing, and
may do swpid stents ke ryving w vy, going
berserk, or flecing from unscen fermoes,

-APP

Muates - Scraich, scraich,

-BP

Motes - This is counied a5 non-lethal damage,
and the character most roll on the whals body
damuge table whenever the results gel worss
for purposes of being stunned or koocked cut
-BRY, APP, PER, SKL

Motes = If character fails o Willpower roll dus
to any domage, prediciable resules will oocur,
=All

Mobes - Character needs to check on the whole
body damage table for unconzciousness!
blackouts each time the DL incresses dus o
the non-lethal BP effect.

-5TR, DEX, SKL

Motes - May torget a specific location, or
spread from the admindstration site,  If an
extremity location takes moximum effect, all
locations further away are rendered wscless as
well, Paralysiz affectz running speed o the
zamie extent it affects Strength,

-3TR, WIL., SKL, +AFF

Mobes - This can be vsed for drunkenness, if
Willpower is reduced for purposes of being
interrogated, but mereazed for pain tolerance
pUFpOsEs,

+5TE, BEV, FER, 5TA

Motes - Some stimulants may alzo give a -3KL
effect due to jitters or decreased attention span,
bMany stimulants will have a wearing off
period where the increased attributes go below
normal levels for o while before retuming 1o
normal.

-INT, WIL, PER, SKL

Motes - The characier must make an Intalli-
gence roll in order 1o react to a change in
sitwation. If attrbutes take a =20 or more, the
character beoomes s mindless zombiz, unable
i &2t unless setan moticn or told what w do.
-DEX, SKL

Motes - The character will have a noticeable
shakinesz o therr bhands unlezs actively
pripping something,

- Al

Muotes - Character is totally incapeeitated, and
will take the minus to their BP az non-lethal
tmargre.

5TR, STA

Motes - The character will feel excessively
tired, but rest will not seem w help,




Drugs and Diseases
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Administration Notes - Up o .5 grams of a sub-
stance may be placed on a dart or armowhead, and up 1o 1 gram
may be placed on a 10¢m section of a bladed weapon. Any hit
{or block by a shield) is assumed to "clean” a 10cm section of
weapon, and any atack which penetrates the skin of the char-
acier is assumed 1o deliver the substance into te blocdstream,

Diseases - Diseases may come into play as well,
Fortunately, the characters have the option of leaving via the
Matrix o kill off any nasty organizms they may have been
infected with, but on occasion they will not have that opiion,
The format for diseases is the same as for drugs, except that
instead of a normal dose, you have a "contagion factor™, which is
the chance in 20 that a character has of caching the disease if
exposed 10 it If they fail this roll, they roll again on their
Constitution 1o see if it "sticks". 1f this roll is failed, the disease
progresses nocmally,

Sample Drugs & Diseases - The short list below 15
a “starter set” of drugs and diseases that might be uselul,
amusing o dramatic to bring up in a campaign,

Mame - Mace
Administration - B
Mormal Dose - 1 spray
Effects - O sec (-5PER,SKL.STABRV)L 5005 sec,

(+IFER SEL STA BRV) minf=
Treatment - Coplous Mushing of affected area with cool water.
Motes - Attributes and skills are only increased 10 normal levels
during recovery period, Due to the pain of the effect, victim
muost maks a Willpower roll each phase o stay in an area
cansing this effect, To have effect, it must be inhabed or sprayved
on face, although at GM option o single effect may be iaken if
adjacent areas are hit, Mace canisters usually have a maximum
range of 5-10 meters, and range Trom $-20 sprays per cin,

Name - Croton Ol
Administration - I
Mormal Dose - 10 grams
Effects - 4 hoors {-5AFP ST A hours/I 2 howrs,
(+1AFPSTA} hourf=
Treatment - Mone.
Motes - A really vicious purgative (Le. diarcheald agent,
commonly available in TL7-9 pharmacies, Cecasionally used to
spike "bait” watermelons with 1o discourape thicves,

Mame - Chloral hydrae

Administration - 1N

Mormal Dose - 10 grams

Effects - 10 minutes {-2BP-1DEX INT,5TA) 5 minutes/1 hour,
(+ 1A 1D minuies/=o

Treastment - Stumulants

Motes - Major component of a "Mickey Finn". The BF damage

is nam-lethal in nature, and the only effect is w see i 4 stan result

renders the character unconscions each time the DL on the

character increases, It has a stroog taste, and must be mixed

with food or drink o disguise it

Mame - Eattlesnake venom
Adminisirafion - N
Normal Dose - |1 rrams
FiTects - 5 minutes,(- 141001 hourf24 hours,

(+1AIY2 hours/ea
Treatment - Approprisbe anlivenin, special
Notes - A reasomable simulation of a varicty of hemotoxic
venoms, The BP damage is lethal in nature, and its cffects are
healed like other forms of kethal damage, but with no permanent
effects. The effect is doubled at the site of the injury. There is
evidence 1o suggest that high-voltage current applied (o the
injury site shortly after the bite will deactivale some of the
poison. Stunners and awtomotive spark coils will be adequate for
the task, but will have non-lethal injury effects of their own.

Mame - Cobra venom
Administration - N
Mormal Dose - 05 grims
Effects - 3 minutes,(-1AlL -25TA) 10 minutes/10 howrs,

[+ 1A hoursfe
Treatment - Appropriate antivenin, special
Notes - A reasonable simulation of a variety of newroloxic
venoms, The BP damape is lethal in namre, but only counts
towards getting an evenially fatal result, There is evidence 1o
suggest that high-voliage current applied to the imjury site shonly
after the bite will deactivate some of the poison. Swmners and
automotive spark coils will be adequate for the task, but will
have non-lethal injury effects of their own,

Mame - Curare

Adminisiration - N

Mormal Diose - (1 crams

Effects - 10 seconds {-25TR, DEX,STA, SKL)5 seconds/2 min,
[+ LA minuiesfe

“Treatment - Meostigmine with atropine, injected.

Notes - This can be used for any non-lethal immaobilizing drug,

ranging (rom blowgun darts 1o animal (or human) capiure guns.

Note that it is quite possible to kill someone, as if Strength and

Stamina both go to zero, you can safely assume they are unable

10 breathe without external assistance like a respirater or mouth-

o-mouth resuscitation. Running speed 15 affectad as Strength,

and the location hit takes donble effect

Mame - Anthrax (Bacillus anthracis)

Administration - BN

Contagion Factor - 12

Effects - 4 days,(-1BRV, AFP,PER SKL).3 hours!12 kours,
(=1A11), 3 hours, 48 hours, {+1ALN2 hourgfe=

Treatment - Antibiotics cach 3 hours

Notes - Symptoms are pain and nausea, olien with vomiting,

abdominal cramps and diarchea. Death is often caused by

depression of respiratory centers, leading o sullocation. Mot a

common disease, it most often occurs among animal workers

wha come into contact with disease spores.  These spores are

extremely durable. An island off the coast of Britain was used

fior amilirae research during World War 1T, and is still quarantined

today.
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Hame - The Plagee (Yersdnia peis)

Administration - [N, ()

Conlagion Factor - 1Q(1E)

Effects - 4 doys, (-15TR,DEX SKL 5TA BP},2 hours/3 days
CFLAINL dayfes

Treatment - Antibicdics cach 3 hours

Wotes < The bubonic plague killed off a large portion of the

warld's population during the Dark and Middle Ages (some

sources claim up o one=third the world's population), and

isplated cases still occur today (5% United Stites, SE Asia.)

Symploms include tremors, lethargy, weakness, and eventual

dzleriuom and death, BP losscs are only vsed o generais

eventually fatal resulis, which are rolled whenever the DL on a

characler incregses. A more viruleot form can be inhaled as

airborne droplets, and the effects ake place each hour ingtead of

each bwo howrs, and begin o manifest alter two dayvs mstead of

fewr, Mortality for untreated cases of the regular plagoe is alsout

E0%, and more than 90% for the pneumonic plague.

Nume - Influznza

Administration - 118N

Upntagion Factor - 4

Effects - X days,{-15TR,5TA BRV APP,FER},3 hoursAa howrs,
(+ 1A hourfe

Treatment - Nong

Motes - Mild form of te flo, not enoogh o kil vou, but enough

o meake you ulierly misceable fora fow days,

Psionics - Psionics in TimeLords will be an adapaation
of the magic sysicm presented in WarpWorld, the "faniasy”
ruiles for this system. Both operate on the same principle, that of
a higher sct of physical laws which mankind has not yet
manggad 1o discover, "Mormal” realily is a subscet of these miles
(don't complain, we don't know how o work Gme ravel either),
Characiers with magic/psionic abilitics can use their will o
create effects ineaplicable by current scientific theory.

Motes - Psionics: will exist independently of deities,
extradimensional creatures and complicated ceremonies, It may
be affected by local Muetuations in the spacefime continuum,
which might cxplain why we have legends of magical powers,
but no demonstratable proof of their existence today. So, any
Jump the characters make stands some chance of Being w an aren
where such powers do work. [ the characiers are discovered 1o
have abilitics, they could just as easily be suppressed by
unfavorable conditions on the next jump,

Use - A character with a power will define the effect they
want, allot a certain amount of Power and their concentration 1o
it, and then roll for success. The amoont the roll is made by iz
multiplicd by the Power uzed o ged the "base ellect®, This effect
i5 compired 1w the Power of the trget to get the "modified
effect”. Most powers normally cnly affect an area about the sine
of one bil focation. Filling a foll hex with an cffect will divide
the base cffect by 4, People or animals cannot be partially
affected by zome powers. For instance, you can't telekinese or
telport just pard of a person, but you could grab their gun.

The maximum amoont of Power you can use on a
conziant basiz is equal to vour Power Apttode. I mone than this
15 used, the excess 15 immediately subirpetod from the Power
attriboie, and is recovered at the rate of 1 per pericd of time
equal 1w half the pal used, in hours (see po7E),

Characlers in arcas where psionics works on a regular
Peazis will have Concentration Skill (INTH40). This wdds 1o their
Willpower when trying (o use a power, Just about everything
else subitracts from a character's effective Willpower,

Action Willpower required
Lying down 0

Silling |

Talking or eating 2

Walking 2

Funning 3

Lsing & power Power used
Llzing viher skills Skilly3{u)
Awkward situstion +1 i +3

Powers are tarpeled with Percepion, rather than a ranpe
lable, Basically, il you can see i, you can hit it, making stealth
and camouflage realistic defenses against psionic attacks,
[nanimate objects bave a Power of 1 for purposes of modified
cifect, and willingfeooperative subjects have o Power of their
aptitude,

Example - A chamcter with a Power of 8 decides o fry o
foe, They use only their Power Aptitude (2), and when all 15 said
and done, they have 16 " Willpower™ (Willpower+skill) wwards




Psionics
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it. Rolling 1d20, the result iz 6, so they made the roll by 10,
giving a base effect of 20, If the argel was &n average person
with a Power of 3, the modified effect would be 20/5=4, 5o the
unlucky soul would 1ake an atiack with a Damage Level of 4 10
the location specified. Since this energy is created right at the
surface of the target, armor does not protect against the damage,
nor iz the damage multiplied for Incation.

Powers - Rather than utterly duplicate the magic section
in WarpWaorld, a very briel outline of powers s below. Those
who wish 1o make extensive use of psychic/paranormal abilitics
are plaving the wrong game and are encouraged 10 spend more
of their money on the BTRCE companion system, WarpWorld,

Magic/Psionic Powers

Power Manipulation - Thiz has no effect in and of itself, but the
effect can be used o add w the Power of the target area,
making it more difficult for opposing spells 1o ke cffect.

Enerpy Muanipulation - The characier may project energy on a
particular band of the clectromagnetic spectrum, such as
light, heat, X-ray, or radio, or may be able 1 project force
(lelekinesis) or gencrate electricity, The modified effoct
may either be a Damage Level, addition 1 analyzation
#kills, communication range or AV vi, altaeks of the same
kind. A more difficult sk is channeling cxisting sources
of energy, like using the heat from a fire as a dirccted
ptiack. Another possible task is converting one form of
energy into another, like light into sound, heat into
pressure, eic,

Teleport - The modified effect is the number of meters thal may
ke iraversed without croszing the imlervening Space,

Mind Attack - The modified elTect is aken as non-lethal
damage level to the target, Like all powers affecting the
mind, this requires s called shot w e head For effzct,

Mind Delense - The counter 1w all forms of mental aiack. The
madificd effect adds to the effective Power of ihe target
for resizting effects.

bind INusions - The modified effect 15 a bluorming of reality, a
maoxlifier o all Perception and skill rolls,

Telepathy - The modified effect is the rate of communicition in
words per second. No language translation ability is
gained, but images can be used instead of words.

Mind Control - The modified effect is the minos 1w a Willpower
roll that the target must make 10 resist commands, The
modificd cffect is the maximum level of skill tat the
controller can use through the resisting target.

Alter Probability - The modified effect is the chance that a
peeudo-random occurrence in the target arca will happen,
like a gun misfiring. More difficult effects include
narrowing the possibilities of exactly what happens.

Nepate Entropy - The modified effect is the fraction of a
damaged item or impairment that can be restored o full
effectveness, but it cannog be used cumulatively,

Clairsentience - The modified effect is the maximum Perception
that the characler can use from another viewpoint, which
does not have to be in line of sight, but which will take
exira Perception modifiers to originally trget

Age: Indeserminnte
Weight; Tkg

Roger Camphel]
Heipght: 1#hcm

Dot I've gob o bad feeling abous this”

STR: 10 DEX: 13 APPE: 13 POW: 10
CON: 11 WIL: 12 PER: 14 BP; 30
INT: 19 BRY: 13 STA: 13 Speed: 11
bl apor skillz

RIFL 11 AERD 16 FREW % PHIL 9
FIST 12 LT g SWnD R CAaRP 8
MECH 14 MCHS 1 RRACH 10 BSRD A

Moatable equipment

Bereia Model B4 (1413 Mowag Firahnn APC

Galil w/Tolding stock (461)  Laser cannon for above (2000)
Electromic books (1 Megapapes)

Ao Lacation: Rebuilsling aliznate Earih
144 B west (hinholocaust, 1EE)
Mees: Graze wound ncmoess chest {43)
Do bite sear, Jef ankle

=

Transform - The modified effect is the temporary modifier that
can be placed on the atribotes of any object, like mass,
AV, physical characier attributes, etz

Time Alter - The modified effect is the modifier to the flow of
time in (he area of effect.

Power Tap - The modified effect is the fraction of the natural
Power of an area which may be used to sostain anotber
power used simultaneously with the Power Tap, thus
creating a sell-sustaining effect, which iz usually
statinnary,

Enchant - This power is specific to the manufacture of
enchanted objects, and would not normally see any use in
a purely pionic-Lype system,
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Random Worlds - Since characters in TimeLords
can literally lzave entire worlds behind ona moment's ootice,
many gdventurcs (cspecially carly on) will be on "disposable”™
sertings, a world where they arrive, have an adveniure or two,
and then leave. To help the GM in croating the hackground for
such an outling world, the following ables are provided, This is
not 4 solar system or stellar peneration table,

For TimeLords, if you arrive there, it is capable of
supporting human life, These tables just give the details of that
world, You can use it o flesh oot an otherwise dry planetary
descnption from other games, if desired,

By the time you get to the end of these tables, you will
have a complete world, with enongh background and detail for
you 1o find any number of quick adventure possibilitics.

World Generation Tahles

Table 1014107 Geologic Activity  Add o Table 3 Table 10

| Inactive -3 +5
2-3 Below average -1 +3
4-7 Average +0 +]
g0 Above average +1 -2
] Wery active +3 -4

Thiz iz a basic roll (o determine the age of the planet.
Young ancts are likely o be more acrive, with Iodz of volcan-
imm and mountain boilding, while older ones will be more stable,
Alzo, iF inrelligent life has evolved, it is more likely it the
older the planet, the older the culture, with correspondingly
higher levels of population and technology.

Table 2(1d10) Gravity "Sea level” pressure/Stamina mod.

1 2% narmal <5 000m= 3 1o rolls
2 1.5% normal -2, 500my-1 1o rolls
3-8 1.0 norl (o0 1o rolls
0 1A% nonmal +2 500m-3 to mily
] Lax norrmal +5,000m,6 1o rolls

This roll will have an efiect on how well the charseters
can get around.  For instance, charseters of normal Strength will
b very strong compared 1o the average on a low gravity planet,
while on a 2g world they will be hard pressed o simply walk
araund.  For purposes of atmosplienc density, assume cach 1g
dilference decreases the "sea level” pressure by 1,000m of
altitudde, or increases it by 500m if the pravity is higher than
pormal, This is just a puideling, 17 you nead o low-g, high-
pressure environment o support farge flying creatures (say
drogons, for instance}, go ahead and do i, or make the atmo-
spheric pressure anather random roll an this table,

Table 3(1d10) Dominant terrain Add to Tables 4 and 5

-2 -1 Mostly plains +2
0-2 Plains, low mountaing +1
37 All types of werrain +0
E-11 Mouniainogs -1
12-13 Tall (=4 (0m) mountying =2

The age of the planet has an effect on the dominant werrain
type. Motz that thiz is the dopirany type, There will be vinually
all types of termin on any planet, bot in different proportions.
Take into aceount gravity effects on culiure, For instance, a low-
g planct with a thin atmosphers and lots of @l mountaing will
make many areas difficult to visit (or escape from). The type of
dominant terrain will be able (o affect climate on both a local
and global scale.

Table 4(1d10} Avp, winds Table 5(1d10) Weather change

-2 b =1 Dmyfse <21 Ext. fast{20 min}
(-1 Lmyfsec (-1 Wery fast (2 hrs)
o] 2myfses 24 Fuast{10) brs)

4.6 Imfsec 59 Averaged 1 day)
1-8 4-Fmfeog 10-11 Sloow(5 days)
g-10 9-19mysec 12 Very show(2 wke)
11-12 20-23m/fsec

In areas with few mountains to block air flow or cause
turbulence, hellaciously high winds can build up, but may 1ake a
leng time (o develop, and give plenty of warning, like
hurricanes. In mountainows arcas, winds can be high, but wsually
are not on such a continual basiz, However, the twrbulence and
violent air flow can cause very rapid weather changes, which can
ezsily ambush the unwary or unprepared,

Table 6{1d107 Ceesn percentape  Add o Tables 7,9, 11

1 «5% of surface -3
2 10%% af surface -3
34 3% of surface -1
S-6 509 of surface 0
7-8 T0% of surface +1
) S0 of surface +2
10 >05% of surface +3

The percentage of water on a planet will affect all aspects
of its development, from evolution 1 weather to agriculturs
technology. For mstance, a relatively flat desen planet with high
winds might have land-bazed zailing veszals plying trade rooies
between pasis cities. Or, a very watery planct might have very
little agriculiure, but lots of Moatng cites to alleviate Jand
shortages.

Table T(1d10) Seasonal temperature variation in degrees C

-2 ¥.LarpedEquator=30°, Temperate=507 Arctic=707")
=12 LargedEquator=20" Tempemte=45° Arctic=607)
3-3 Homal(Equator=15° Temperate=40°, Arctic=50°)
12 Low(Equator=10" Temperate=25% Arctic=30%)
13 ¥ Low({Equator=5% Temperate=10°, Arctic=15%)

This is a rough approximation of the planet's axial tilt, o
give temperature variation between the heat of summer and the
cold of winter. This might also apply to a planet with a slightly
irrggular orbit in extreme cazes, where the changes between
summer and winler temperatures may make cerlain zones
uninhabitable dering part of the year, or once every many years
as part of a larger orbitfclimate cycle.

—
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Table 8(1d10) Average summer temperature in degrees C

1 Equator=10" Temperate=5", Arctics-107
2 Equatoe=15" Temperate=10°, Arctic=-5°
34 Equator=207 Temperate= 15", Arctic="
56 Equator=25" Temperate=20°, Arctic=5*
7-8 Equator=30°, Temperate=25° Arctic=10~
9 Equator=35°, Temperate=20°, Arctic=15"
10 Equator=40" Temperates30°, Arctic=20r

This is 2 measure of how cloge the planet is 1o its primary,
and how warm il gets during the peak of summer. Like most of
the other environmental factors, this will have an effect on
culwre and technology. Certain arcas may be inhabited year-
round, but only be accessible during certain seasons because of
climate (like being blocked by ice floes, for example).

Table 8(1d107 Average rainfall per year Earth equivalent

-2 <]0cm Morth Africa
=1l 3lcm Southwast US
23 Shem Southern Auvstralia
4.7 Hlem Bladwest US
B9 110cm Western U15/England
I0-11 1230cm Eastern US
12 150¢cm Scotland, Tasmania
13 =1T0cm Central S.America

Planets with less surface water will have lesz rainfall, and
the rains will be on average, father apart. Mote that this i an
average figure, Obwiously, there will be variation over the
planet. Areas with zlow weather changes are more lkely o get
more precipitation in one scason than another, due o global
circulation factars, which can lead in extreme cases to long
scasons of dry aliemating with long seasons of wet, like
MOMS00nE,

Table 10 Add to Tables
(1d20y  Period Tech Level 11,13, 22
w4+l Prehistorc | =7

4-5 10.000BC, stone tools 2 -6
-7 TO0BC, metsl wols 3 =3
E-9 1LANBC, trade, coliure -3
11 AD 4 =]
11 400AT -3
12 ANOAT -2
13 1200AD -1
14 1400AD, punpowder ! )
15 1600AD +1
14 1700AD, steam, halloons 6 +2
17 1B0OAD, blimps, rifles 7 +3
18 1900AD, flight, radio B 4
19 1940AD0, atomic power 9 +4
20 1960AD, space travel 10 +5
21 1980AD, microchips 11 +3
Al 00AD, fusion power 12 +
23 NO0AD, antigry, FTL. 13 +5
24 T0AD, cloning, Al's 14 +7
25 220040, 7 15 +7

This i5 just a simple scale of technological development
for the world. The level listed does not necessarily run on our
timescale or method of chronology, but is to give the GM and
players o "handle” to base their perceptions on. Only the most
civilized arcas will be an the level listed. Less prosperous ansas
will probably be one Tech Level down, and primitive or rural
areas would be down two or more levels,

Table 11{1d20) Population density  Earth equivalent
-6 to -4 <1 per km? 10,000BC
=3l 2 per km® A D

1-3 4 per km? 1T00AD

4-6 f per km?*

74 & per km* 1R00AD
10-12 12 per km* 1900AD
13-15 20 per km?

16-14 40 per km? 2000AD
19-21 70 per km? 240AD
22-23 104 per km?
24.25 200 per km?
26-27 =300 per km?

This is a guide as to how crowded the human population
is, on the average. Maturally, there will be areas more or kess
crowded than this amount (up to 500 in cities).

Table 12(1d107 Government

Add to Tables 13, 17

AL Mone o
Al Tribal -3
15 Emall kingdoms -2
G-10 Counirics -1
11-14 Continental 0
15-17 Warld +1

The level of technology available will be a major factor in
the scale of government possible, The Romans had the best road
wansport in the world, and possibly the best army, but they sull
had limits on how far their influence extended.  Again, this will
represent the majority of what characlers may cncounler, with
varying numbers of the adjacent types waually making up the rest
of the governments. For instance, a continuum with lots of small
kingdoms might have a few country-level govermments, and a
large number of small iribal territories.

Tahle 13(1d20) Possibility of previous, advanced civilization
A 17 Mo

[8-19 Roll on Table 10 unil more advanced
civilization comes wp.
20 Roll on Table 10 untl a civilization 2 or mone
Tech Levels betler comes up.
21 Roll on Table 10 until a civilization 4 or more

Tech Levels better comes up,

Any advanced civilization will have the potential to wipe
itsell out, or set itself back through its own devices, Even low
tech cultures can develop rapid transport like sail ships, and
through ignorance spread plagues that decimate the population,
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Table 14(1d10) Years since fall  Add to Table 15

1 <200 ]
2 ) +1
34 L] +2
3-6 1000 +3
T-8 20080 +2
9 3000 +1
1 =500 H]

This i5 a random roll to determine how long ago this
major disaster happened with respect 0 when the characters
#ppear there,  This can be a backdrop or reason Tor many
sdventures, For instance, if a medieval society had century-old
legends that characters interpreled as coming from o presvious,
modlern society, and then found that cerlain secret orders or
religions zects had "magic” knowledge or abilites, they might
mterpret this as enclaves of higher techmology. Or, it might
really be magic...

——

A
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Table 15(1d10) Percentage of population that is "mulants"

I-5 <. 1%
I 5%
11 1%
12 2%
13 3%

With a radiation, biowar or other holocaest, there may be
the pozsibility of lingering birth defects, or other long-term
effects on the popolation. This might range from benign, like
odd birthmarks, 1o debilitating, such as Alzheimer's diseaze. Or,
they could be useful, like improved night vision, "magical”
powers, 2le. Basically, a certain fracuon of the popolation will
bz sct apart from the rest for reasons other than zimple racial,
class, caste or religious differences, visibly or secretly, and this
might reflect on the characters (like if one of the characiess is
eme of e,
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Table 16{1d10) Government  Addition to Table 17
1 Diictatorship =3
2=3 Monarchy -1
4 Oigarchy -2
3-6 Republic +2
7 Confederacy +0
B-o Democracy +3
10 Mercantile +1

Thizs iz a guide w the ype of major government in the
most civilized areas. The type of government will affect the
general outlook and suspiciousness of the popolation and power
structure, This will naturally vary from country 1o country, and
should be rerolled by the GM if inquirics are about areas other
than the one the characters are in.

Table 17(1d10} Government policy and oullook

-l Hostle to outsiders
0-1 Unfriendly 1w outsiders
2-4 Suspicious of outsiders
57 Ambivalent
§-2 Eazy-going

10-11 Friendly or helpful
12-13 Wery friendly

Areas under iron-fisted rule, or with other oppressive
problems (fundamentalism, racism, etc.) will kead to more suspi-
cion and less openness among e people, while areas with wide
freedoms and little conflict will generally be much mone wlerant
(bt mot always), Individuals can sull "fall through the cracks”,
Thiz wble could also refer to things like the crime rate. A
repressive govemnment might dampen crime, or cause an increase
in i, depending on how desperate the population is,

Tahle 18(1d10) Males per 100 people  Add to Table 19

| <1 +2
2.3 20 +1
4-f 40 +0
T-14 S0 +(
15-17 Al +I
18-19 il =1
20 ] -2

Thiz is entirely random, and epoonal, [t could reflect an
evolutionary change in the species, a cultural preference that
lzads o infanticide of a given seéx, or a temporary drop in the
population due 1o war or wnuseal plagues. Some medieval areas
were so badly stripped of men by wartime casualties that the
Church temporarily allowed polygamy to help rebuild the
population,

Table 191410} Statuz of women

o Mo rights or privileges
1-2 Treated as inferiors
3-8 Treated more or less as equals
910 Treated as superior

11-12 Toaally in control
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Given the modifices from the previous table, this can be
interpreted two ways. One is that the more women there are, the
greater chance they will have a good colwral position, and that
the fewer there are, the more likely the reverse is rue, However,
a society with & much smaller percentage of women could easily
be a matriarchy, and one with many could possibly be ruled by
the male minority. To get more variation, roll on this able
twice, once to get the srates of women {or men) in the society,
and again o determine their importance. For mstance, women
might be treated as inferior, but culturally be very important
{they just have no say in their own destinies). Or, a matriarchal
society may rale, but men would run the army and are prohibited
[rom public office.

Table 214100  Constellations

1-3 Mornal

d-h Shewed

74 Barcly recopnizable
i Diifferent

The constellations we see now will slowly shifl over time.
In the distant past, they were different than they are today, and in
the distant future will be different as well. This is over a scale of
tens of thonzands of vears, and is useless for dating your
position, but it will give clues to whether er not you are in a
different continuuem, or a temporally dizsplaced aliemate, or even
on a different planet altogether, Mote that characters from the
Morthern Hemisphers will usually not know Southern
Hemisphere constellations, and vice versa, 50 you can usually
throw cirves in o and then just to confuse them.

Table 21{1d10) Languape root  Table 22(1d11N  Coinage

1-2 English A0 -2 Barter

3 Crermanic -Sto-1 Copper
4-3 French, Spanish 4 w0 Iron

& Ciriental -2 o4 Gold

7 Arabic 3-8 Silver

i Slavic 6-4 Gems

9 Unrelated wo any ~ 10-15 Paper

i GM choice 16-17 Elecironic

The language table gives the language root for the area the
characters are at, Obviously, not all languages can be included,
a0 the GM may have 1o splice other choices onto the list where
appropriate, like Latin, Greek, etc. This item can make a big
difference to the background, For instance, a medieval society
that spoke Arabic might be becanse the Arabs were able o move
furiher north than Spain before being pushed back by European
forces. Or a post-holocaust world that spoke a lot of Russian
would lzad one 1o some obvious conclusions. Chasacters may of
may not be able to understand the language {3t GM option).

Coinage is largely a function of Tech Level. More
ptimitive societies will use precions metals, while more
advanced ones will move o absiracts like paper money, and
eventually to electronic credit.  This is important, because the
characters may or may not have money usable in that society, of
may have difficulty exchanging one form to another.

Table 23(1d107  Adventure background

Cultural interaction/taboo vielation
Flight from or pursut of enemics
Characters "nsed” by local authoritics
Huostile wildemness/sorvival
Exploration/discovery

Mujor historical event

Insidious threaybizame happenings
Mercy mission/damsel in distress
Advanced technological artifacts
Chier ume iravelers

;-ﬂ:‘#-—IJLh#WH-—

Just in case you haven't thought of a good adventure idea
by this time, roll twice on this table o get some inspiration, The
two results should interact with each mher. For instance, they
could interfere with other time travelers al a major histosical
event, or they might be pursued by enemics through a hostile
wildemess, Elaborations ans:

Cultoral interaction - The characters inadvertently run afoul of
a local law or custom (for betler or worse), and have 10
extricate themselves from the ensuing predicament.

Flight/pursuit - The characters have to chase someonc, of
arefwill be chased by someone for some reason.

Used by locals - Some local authority figure is blackmailing or
coercing the characters w perform a service for them.

Survival - The characters must struggle against adverse eavir-
cnmental conditions or natural haeards,

Exploration - Hidden secrets, scientific discoverics, or tme
travel rebrted information is waiting 10 be discovered.

Historical event - A major histarical event is the backdrop for
the adveniare,

Insidious threat - Something unusual is threatening the char-
acters, like backzround radiation, plagus, or magic, Or,
events that are totally out of place begin happening
{tnlking animals, ghosts, etc.).

Mercy mission - The characters are prevailed upon 1o be " oo
guys” in defense of a needy individuzl or group.

Advanced tech - Somewhere in the adventure are advanced (for
that culture) items of technology not available 1o the
general populace.

Other time travelers - Somewhere in the adventure there are
other time travelers, castaways of people who can recog-
nize the chiraciers for what they are (and who might wanl
(heir Matrix).

Yoo can write down the basics for each world on the
record sheets provided, or use them as "secds” for a full-blown
campaign location.

e
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Tahle 241 1d100  Tnusual feature

Bestrictive dress/behaviormovemaent
Unusual TL discrepancy

Offensive cultural practice
Ritualized behavior

Extremely vielentpeaceiul culture
Currently at war

Unnsual (or/Tauna

Figid socictal structurne

Multiple intelligent species

Containg alicmate version of characters

E'D{ICI-\-I-'?\-L-'I-I-'-WH-—

This last table is to provide you with a little more in the
way of background, ideas or inspiration, I you have wrouble
coming wp with a quick adventure idea, roll once {or even Iwice)
on this table 1o get an unusual feature of the world the characters
have jumped into. Basic explanations follow:

Restrictions - There are coltural or legal restrictions on things
that can be done, specific to a given race, class, caste or
sex. For instance, women might have to wear dresses,
immigrants might need travel passes, there is racial or
religions discrimination, gun control, ek,

TL diserepancy - The culture is highly advanced or backward in
a particular aspect of the sciences. For instance, 2
medieval colture that learned how make batteries and
electronic vacuum wbe radios, or & modern culture that
never developed atomic weapons or still held religious
dogma as scientific fact.,

Offensive practice - This would be a common of accepied
practice that "modern”, "enlightened” characters would
find offensive, like cannibalism, incest, slavery, elc.

Ritualized behavior - The culture may be very formal will
required forms of address, bowing to your "betters",
lengthy titles or codes of behavier (like samurai), usually
with penaltics for failure to comply.

Violent/peaceful - The culture may have very linde ERPEIEHE
with conflict and war, or may have il 10 an excessive
degree, like lethal gladiatorial games, open vigilanwelsm,
mandntory weapon ownership, s,

Currently at war - The culture/nation/region is currently at war.
The proximity of the war will be largely d!:ru_m-:!um on the
TL of tmnsport available, and @rrain restriclons,

Flora/Tauna - The planet has some extremely unusual plant or
animal life, like mobile plants, fire-breathing reptiles, sca
Mansiers, ele.

Rigid society - The society is highly stratified, and the
characiers will have trouble dealing with any class they
are not perceived as part of (and impersonating a class is
likely to be a serious offense).

Intelligent species - There is more than one intelligent species
on the planet. They might both be native, or this might
represent alien visitors o genetic engineering.

Alternate history - The waorld has an alternate history, with
corresponding alternate versions of some or all of the
characters. This is a good way to reintrodoce characters
whio are killed, while sl being able w play "yourself.

John Kenmady
Heigh: 173cm

Ag

Weight: Blkg

Cruote:™You can't have wo much body armon

e Indeterminate

Stummer )

AT

A0F30 toreo vest
1042 by suzit
2015 Helmet

S5TR: 14 DEX: 14
COM; 9 WIL: 12
INT: 20 BRY: 12
Major skills

FIST 12 BOW 7
RIFL 12 HIST &
AUTW HNORW 7
RAPR & SIGH 7
Maotahle cquipment

B-16, with burst fire (481)

5 frapmentation grenndes
Shotgun micrephons

APP: 12 POW: 10
PER: 13 RP: 21
STA: 15 Speed: 14
MECH 15 ECON &
MLSC 10 SOCL 7
FSYC 10 BSRD B
FSAD 7 SURW 10

Wibrosaber, dagges (10T, 6l
5 san grenades (601V)

First micd kit = fileninl tools
Mummeraus falee 10Vs

Locution: Prefers high-tech, but may
oecasionally go om Hme-tampenng
runs & warious altermace warkls,
Motes: Fonad of vnaseal tnctics
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Campaign Detail - This scetion covers a lot of those
nit-picking litde things that as a GM you might not have
considered, or simply ruled on because there was no framework
o operale under. Thiz can happen in any geore, but cspecially
so for time and dimension ravel,

Money - All the prices in the equipment, wWeapons,
armor, cic, ligts are in " 1990 dollars, that is, where possible,
prices were taken right out of catalogs.  In other cases,
conversions from archaic ilems to known items were done, and
these differentials give nse w the possibility of gaining or lozing
"wealth” simply becavse of the different cost of goods. In
gencral, this isn't e case. Unless the prce is fixed, a gram of
gold will buy about as much now as if would & hundred years
age. You could buy a Colt revolver for 313 out of the Sears
1902 catalog, but then again, gold was only worth 335 an ounce.

The wable below 15 o general goide w the price changes
you can expect for gonds over time, and presomes “average”
conditions, thal 15, no exceszive shortages, gluis or hyper-
inflation, and the scale is set o a baseline of 1990, Most ilems
will follow this guideline,

Year difference Price multiplier

+ 1000 x50
+5i) x 11l
201 X3
+11 x2

+( xl
=11 2.5
<20 xd
=30 x.3
=50 x2
=75 %1

= 1{H} w003
150 =07
2200 X[
A0 %05
<T{H} 5.4
- 1000} .03
200K x.02

This can occasionally work 10 a characier's advantage, bui
usually only over & small time increment.

Expmple - A characier takes a 3100 bill back 20 years,
Since the value of the bill is por decreased, i's buying power has
increased o 510004 = 3250, provided no one looks wo closely at
the date of issoe,.,

Character Improvement - As your characters gain
game experience, they will slowly but surely increase in
altributes and abilitics, They will just as surely pick up quits a
number of scars and broken bones as well.

Improving Skills - Usually, only cne atempt o
increase skills is allowed per adventure, If the adventure akes
mare than 5 davs or is extremely busy, you should consider
allowing more than one moll.

Any skill used in that period is eligible for improvement
For cach skill, roll 1d20. 1T the roll is cqual or greater than the
current level of skill {or a 200, the characrer will gain points
towards improving the skill. I the skill can be improved, roll
1d3. I the skill was vsed successfully, roll 2d3, and if the skill
was psed successfully in combat, roll 3d3 (these are nol
cumulative). Add the sum 1o the Skill Bank for the appropriate
skill, If the total for that skill is equal or greater than the SP it
would take o improve the skill a level (the differcnce between
eosts for the levels), the skill is improved by a point, and the
points used are removed, any remainder staying in the Skill
Bank, See page 37 [or zkill costs.

Example - A character with a Pisiol skill of 9 used it
successfully in combat, and got 7 points on their roll of 3d3.
They alremsdy had 13 poims in their Skill Bank for Fistol skill, so
they now have a total of 200 A skill of 10 costs 1005F, and a
skill of 9 costs B15P, so they gel to raise their Pistol skill by 1
point, and have 1 point left in their Skill Bank wowards later
incroase (20 points in bank « 19 (o raise the skill).

Practice - When practicing o improve a skill, at least 20
hours must be spent over 5 days for skills that do not wse
material, but just require practice. For skills that do use runterial,
gt least 100 "unitg” of material are needed.  This could b
welding rods, bullets (or bursts), e, The time spent using Lthess
materials must be matehed by an equal tme swdying other
aspects of the skill (like drawing a gun, quick reloading, ele.).
Then, the character rolls normally [or improvement, and i
successiul, geits 2d3 points wowards improving the skill,

MNote - Ezpecially with weapon skills, if a character
praclices with only one weapon, they only gain a specific skill
with that weapon, mther (kan an overall skill. Variety of practice
is the key 1o overal] skill,

Any character with a skill of & or more can leach someone
who iz gt & lower level, For dedicated instruction, | may  be
added 1o the 1420 roll for successiul practice for each 3(u) points
in (he weacher's skill, and a similor amount added 1o the points
gaincd. Textbooks are rated with a cenain skill, but only give
bonuses per 5{u) points of skill the text can w@ach.

Mote - College education gives aboul Z5F per week,

Improving Attribules - Characters may atiempl (o
improve Attributes along the same time scale as skills.
Mormally, this requires a conscious cffort on the part of the
character, but sometimes the normal actions characters tike will
be sufficient. 16 te chamcter rolls over their Atrbute {or a 200,
they will get 1d3 points towards improving the Altribute, and the
cost is the difference in AP between the Attribute levels, The
actions needed to qualify for Attribute improvement are below.
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Strength - Weightlifiing, carrying at least 30% of your capacity
for at least 6 hours a day, heavy manual labar,

Dexterity - Making Ints of Dexterity rolls (especially in critical
siluations), practicing several Dexterity-based skills and
doing well,

Constitution - Healing, fighting off harmful drugs or diseases,

Intelligence - Making brilliant deductions or leaps of logic,
doing something 1o convince the GM yoo are smarter.

Willpower - Making lots of Willpower rolls, or acting for a long
peciod under constant hardship or emotional stress,

Eravado - Pulling situations oul of the hole by succeeding with
bluffs or threats that you couldn't have done, or which
would have been extremely risky.,

Appearance - Deliberately trying o improve your looks and
manner, spending extra time each day on improving your
personal appearance. The maximum  possible
improvement will be determined by the GM,

Perception - Making lots of Peroeption rolls, using your wits to
puide your senses, noticing things that everyone else
misses,

Stamina - Making at leaz1 as many Staming rolls per day as vour
current Siaming.

Fower « Mol normally improved in TimeLords campaigns, IF
psed, Power can be increased only by use under exireme
stress. For instance, practicing would never improve it,
but vsing it under circumstances where your life s
thremtzned would.

Personality Changes - Normally, there is a sharp
dichotomy between the personality of playvers and characters,
Thiz shouldn't happen too much in the Primary Game, and the
GM and players should be sware of the peesibility,  Players
shogld not immedigiely revert io the kinds of actions that
characiers normally engage in (bloodihicsty, greedy and
powethungry), To allow this will cause the game 0 tum into
Time Plunderers and Megalomaniaes, This izn't to say that the
characters won't become loughened and even calloused by the
things the see and endure, but at heart, they are stll the peopls
gitting at the table, not characters on a sheet of paper. Use
whatever lactics are appropriate, but keep the players and
characters from getting oo detached,

Aging - Theoretically, characters using 3 Matrix will
never age.  The Matrix filters out all smpurites from theie
syslems, along with microorganisms that would be harmbul o
ihe destination site, IF a person uses a Matrix i Jumg ol least
arce 4 month, their bodies will undergo no physical delerioration
with time.

For characiers who are nod so lucky, moll 1d% on each
hirthday past the age of 30, IT e roll is less than the age, the
characeer will lose 10AP and 405F, split between the differeot
skills and attributez as the plaver chooses. Il designing
characters over 30 years old from a point base, they will get the
AP and 5P for starting at an older age, but will have 1o roll for
aping losses afler the charackor creation is complets.,

Ekills can never be redoced below the Apttude of the
churacter in the skill. IF an anribute i= ever lowered (o 2or0, the

character dies. In additon, if the player ever rollz an "01" on the
percentile dice, losses are multiplied by 10, and this usually
represents some sudden, vnexpected health problem, like heart
attack, stroke or other organ failure,

Death and Reincarnation - Charscicrs, if played
long enough, will die, either due to bad luck or unforessen
accidents, Cklds are that a normal person will live Less than $00
years, even if given physical immortality, Accidents happen.
Time travellers are at significantly higher risk than the average
person. OF course, thal iz based on the way we live now, People
with extended lifespans will probably become wary cautions untl
tee echnology to "clone™ memonies becomes possible,

If your character dies, it can be very trapmatic, since in
the Primary Game, the character actoally represents you. Doa't
worry (oo much,  Just remember that it's only a game,
Theoretically, there are other examples of "vou" out there, which
can be inserted into the campaign as pard of an adventure with
the other characters. OF course, iU won't exgcily be you, but a
close (or not 50 close) alicrnate, with perhaps slightly different
skille bazed on the new continuum. And, the new character will
nod have all your experience and increased attributes and skills,
You will be starting over, but it will sull be "you®, as much as
you want it o be,

A simple way o penerate a "new you® 15 o roll a separats
1d6 for each Attribute and non-Aptitode skill, Ona 1 or 2, you
lose a point, a 3, 4 or 5 15 no change, and a & 15 an incrense of a
point in the Atribute or equivalent skill (like animal riding
instead of aulomobile, for example). Additionally, roll 146 for
each member of the group. On a 6, the new charscier docsn't
"know" {in an aliernate sense) that other player's character.

The situation of “retread” characters can bring up
interesting characier dialog. How are the sther members of vour
party godang to say why they want you to join? “Because we had
someone just like vou, and they got killed” probably won't thrill

vour "new” character all that moch.
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Hunting - 'z not hard for a group
of characters in the wilderness o
become totally sclf-sufficient, Guns, or
even bows are very effective against
unsuspecting herbivores, Such periods
of wilderness "down-time” usually
occur while healing from injuries,
hiding or training in skills that would be
frowned upon in urban aneas,

However, unless the game supply is
deemad o be infinite, the supply wall
eveniually be honted out, This depends
on the mass of the animal in question.
If the amimal i5 3 herd animal, moltply
the result by 1410, The fnal result
should be divided by the number of
peoplz in the group, and the "honted
out” area will extend over a 100km2
arca (3.0km radiuz). Matorally, with
large animals, preserved meat can last
will bevond the demise of the last
anarmal in the area.

Mass of animal  Days to hunt out

<lkg 11002 + 100
1-10kg 14202 4 20)
11-50kg 14102 & 10
Sl-10kp 1482 + 8
101-500kg 1d42 4 4
S014kg lde/2? + 2

Weather - Generally, weather will suit the dramatic conditions a GM has set up
fior an adventure, but it is just as logical o let random weather patierns be a boon or hane
to the characters (or their enemies). Roll 1d20 on the wmble below for precipitation or
cloud cover, Add 1 for each 30cm of rainfall the area receives per year. Roll once per
increment generated on the Random Waorlds tables, or just once per day for simplicity.

Boll Wenther Eoll  Weather
1-5  Clear, lite ar o clowd cover 15-16  50% cloud cover
A8 Oocazional or distant cloods 17-18  70% cloud cover
10-12  10% clowd cover 19 90% cloud cover
13-14  30% clowd cover 24 Precipitation

IT there is precipitation, the quantity will be 2em, tmes 11073, adding 10% per
100cm of min per year over the first 1(0cm, and subtracting 10% per 10cm of min per
year below 80cm, IF it mukes a difference, roll 1420 on the table below to see when the
precipitation starts, and again to sce when it stops.

Eoll  Time of day Roll  Time of day
1 Early mamming {3am-Gam ) 12-13  Late afiernoon {4pm-Gpm}
2 Morning {Gam-4am} 14-15 Ewvening (&pm-Spm})
3  Late mormmg (Pam-Soon) 16-17 Late evening {Bpm-10pm)
5-8  Early aftemoon (Moon-2pm) 18-19  Night {1{pm-Midnight)
g0-11  Afternoon (2pm-dpm) 20 Late night (Midnight-3am)

For average winds over a given period, roll 2410 and see below, [T precipitation is
very heavy, characters are on a coast or it s a season for storms, add up to 3 1o the foll.

=

Eoll Winds Roll Winds
-2 Cualm 16-18  2.0x average (minimum of 3m/sec)
34 50x average 1920 4,0x averape (minimum of Smyfsec)
5-7 15k average 21 6.0x averaga (minimum of 10m/sec)
B-12  Average 72 B.Ox average (minimum of 15m/5ec)

13-15  1.5x average (minimum of 1m/sec) 23 10x average {minimum of 20m/sec)

Yearly Rainfall - The following list gives a variety of locations on our Earth,
with additions to precipitstion rolls and average rainfall per storm by the previous rales,

Arep Rain Mod Average Area Eain Mod Average
Appalachians 120cm +2  20cm  Central France flem +1  lfem
Midwezt LIS Blem +2  20cm Sowhern France 100cm +2  20cm
Morthwest US 250cm +5  22cm  Nonhem Germany  Them +1  LEom
West Coast LIS 100em 42  20cm Soumhermn Germany  90em 42 20cm
Southwest US Hkem +1  l0em  Morhemn Ruossia 25m +1  Llcm

Morthern Mexico Aem +1  1em  Cenwal Russia Scm 41 ldem
Central Mexico Toem +1  18ecm Westemn Ruossia S0cm +1  lodem
Southern Mexico  150cm 43 2.0cm  Morth Africa I0cm +)  bom
Central 5. America  200cm +5  2.2cm Ceniral Africa I00cm 42 2.0cm
Coastal S.America  100cm +2  20cm  Southem Africa Elem +2  Z.ikcm

N,E, SE Avstralia ~ 80cm 42 2.0cm
W, Coastal Australia 25cm +1  Likm
SW Coastal Auvstralia 6lcm +1  Lécm
5, Coastal Avstralia 40em +1 1.2cm
Central Australia I0cm +1  fem

Morheast Canada B0em +2  20cm
Central Canada 40cm 41 1.2cm
W. Coastal Canpela 300em +6  24cm
West Ireland I50cm +3  20cm
East Ireland glcm +2  2lcm

Scotland 150cm 43 20cm  West Mew Zealand  400cm +8  2.60m
West England 120cm +2  20cm  East Mew Zealand  80cm 42 2.0cm
East England Tlem +1  1.8cm  Tasmania 150em +3 2lcm
W.Coastal France  80cm +2  20cm  Japan 150cm 43 2.0cm
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Temperature - The emperature chart below is for "our” Earth. Other worlds
or aliemates may have different lemperatore ranges, as per the Random Worlds wbles,
Average temperature varies on a daily basis, so roll 2410 on the variation table below it
This average lemperature is for continental areas. Rolls for variation shoold be made
mare extreme by 1 if in a deep continental interior, less severe by one on a coast, and kess
severe by 2 if on an island, The daily variation can also be used with the numbers for
alternate worlds, with possible adjusiments for the severity of loca wenther.

General Encounters - On occa-
SI00, YOU may wani [0 genesale @ ran-
dom encounter, or a chanee roll may
signify an unosual event, The iable
below (10200 provides a quick way (o
see what the party has run inio, and is
psahle about snywhere or anywhen,

Lufitude Summer Fall Winler Spring Sample
Fijueator ilC 30°C 28°C 20°C Mairohi
e FC 2C 2320 26°C Saigon
a0 29°C 247 18=C a35C Bombay
30e 5°C 200 13 217C Houston
407 23°C 132C ] 11%C Chicaga
an® 19 T =T L Pragus
i 157 1°C <13%C [ Juneao
Eoll Variation Roll Yarigtion
0.2 S20RC 0-13 #1°C
3-d =100 14-15 +3°0
56 s 16-17 +57C
-8 3°C 13-20 + 10

The Environment - Characiers in many sdventures will be braving the
untarad wildemness, filled not only with unknown perils, emporal anomalies, and lurge
pembers of wicious creatures who aren'l smart enough to realize what a gun iz, but also
the epvironment, Humans have o limited range of conditions they arc comforible under,
and also have soch basic needs a3 foad, water and sleep.

Temperature - Homans are comfortable in the relatively narmow temperaturs
range of 15-30%C (39-86°F). They can survive higher lemperuiures ol some penally 1w
performance, but need proteclive gear 1o survive eolder iwmperatures for long periods.

Cold - For each 55C{d) below 157, a charaoter will sulfer o whole bidy damage
recult, IT only parts of the body are exposed, the effects will be to that arca only, An
ereeplion is the head. Since ittakes up a large fraction of the body's Blood needs, it can
ke unprotected down to U°C without taking 3 damage result. The damage level is DLI
{Tvpe IV) per hour, per 5% below a sale wmperature, and i cumulative,

Example - After spending an hoor at freezing temperatures (0°C), a charneter will
tate a whole body Damage Level of 3, which is not going 10 kill them, but is still not
good. After ancther hour, they would be at DLG instiead of DL,

This can be applicd to shorter me periods. For instance, il you were exposed 10 4
45°C 1emperature for 5 minutes, that would be 60°C below the safe level, or a DL of 12
per hour. A period of 5 minutes is 1/12 of an hour, so each § minutes wonld be a DL of
1. Thiz should not be wsed Tor periods of less than 5 miowes,

Charzeters will need 1o roll on Staming when Ueey ke domage. This represents
the body automatically cxpending stored energy o keep warm, They can alsn prevert
damage by rolling on Stamina onge per 3°C of unsale lemperature per howr (vigorous
erercise). Once a character is totally exhausted by exertion, they will need 10 make 2
Willpower roll each hour 1o aveid collapsing into unconscinusness.

Chothing will increase the effective temperaturs a character feels. Each point of
AWV will increase the effective temperature by 5°C for regular clothing.  Special winter
clothing will increase the effective temperature by 25°C per point.

Example - A regular jecket (AY of 1) would keep a character warm down 10
10°C, A down jacket with the same AV would give protection down o =10°C,

Wind will decrease the effective temperature by 2°C per mfsee. Being wotally wet
decreases the iemperature by 5°C, and wriples wind effects. Baing immersed in water fas
the same effects as exposure in air, but the safe range is only down o 20°C (63°F), and
any difference is tripled, since waler conducts body heat away much betier than air,

Roll  Encounter
1 Medium crealure
1  Large creature
3 Small creatura
4 Natural hazard
5  Lorge creaturs
6 Intellipent crosiem:
T Medium creatire
&  Small creatare
% Nalural hazard
10 Intelligent creaturs
11 Intelligent creatore
12 Medivm creature
13 Small ereature
14 Medivm creature
15 Small crestere
16 Mawral hazard
17 Intelligent cresbuene
12 Incelligent creatune
19 Intelligent creature
2 Ioielligent creature

amall creatures are things liks
squirels, rabbits, snakes, cots ar dops.
Medium creatores are deer, wolves or
pther man-sized creatures.  Larpe
creglures might be bears, lions, moose,
elephants, eic. Intelligent creatures are
usually humans, and noieral bazards cun
vary from quicksand 1o geming mugged,
depending on the area.

The fllowing additions and zub-
tractions are usoally used on the above
roll Lo compensate for local conditions,

Tech Level 4= Area iype ki
1 -12 Wildemess -3

=11 TRural 40)

=10 Town +1

-4 Cily +7

-6 Megapolis 43

-

-2

+]

L 2

I +i

11 +6

12 +3

134 410

O S0 =] O U S Lad b
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Heat - Characters past e upper level of the comfort
range will suffer a variety of effects, Each 5°C over this range
will canse an extra -5 modifier on any exertion-based rolls, @nd
ihe maximum rall that will succeed is reduced by 3 as well,

Example - Al 35°C, a character will fail their Stamina roll
on g 13 or more, when normally, only & 20 15 automatic failure,

For humang, each 5°C over the comfort range will double
nectssary water consumplion (4 liters, 8 liters, ewc.).  Specics
with higher water needs will consume propormionalely mare.

The eifeets of wind and being soaked apply o heat as
well, althoogh wind will have no effect on water consumption.
Very humid conditions will incresse elfectve emperature by 5°-
107, and dry conditions can decrease the cffective temperature
by 5°C {no effect on water consumplion). Clothing has effecis
identical 10 thoze in cold climaes, making certain types of armar
and climate incompatible.  Extreme heat can of course cause
physical damage, but for constant exposure, humans can only
tolerate temperatures wp o 50°C, and then only if it is very dry,

Hunger - Charpcters will require aboot Skg of con-
cenirated field rations per day, or about lkg of less nuilrtious
food, Characters with significandy more or less than 30BP
should muliply this amount by the proportional mass dilference,
Every 20 Stamina rolls a character makes will add J5kg o the
amount of gormal food needed and 1 liter w base water needs,
Failing o get adequate nutrition has several cifects,  First, the
shor-term reserves of the body are depleted. Then the long-temm
resarves are wsed, and in extreme cases, the body will hegin o
break down its own tssues W provide suppor o the vital organs,

Each day without food will require a Stamina roll, with
the maximum successful roll reduced by one each day, so after 3
davs, a 17, 18, 19 or 20 would fail, regardicss of Stamina. Each
failest roll means & cumulative -1 exertion modiber which is nat
regained by rest. If a character reaches a -200 due to starvation,
they fall into o coma, and wsually die. A <20 due (o 3 combing-
tion of exertion and hunger does not. The character simply falls
unconseious untl they recover back up o a level of =19 or less,

Minuses due 1w starvation are recovered as lethal damage,
50 ik can take a long dme o recover from o forced fast. Going o
fracticnal rations to conserve food will simply stretch out the
time required between rolls, like every other day for half mtions,

Thirst - Water 15 2 more pressing matler. People requine
about 2 liters of water per day, more ender any Kind of cxertion.
People can generally go about 12 hours without water befone
sulfering ill effects, bul conditicns might reduce thiz, Each 3°C
over the range halves the time befone yon are impaired (but not
less than 1 hoor). The frst increment i3 "free”, Each one after
thig requires & Stamina roll, a5 for hunger, with similar effects.
However, each consecutive period thar sullicient waler was nod
consumed (for that time period) i3 a cumulative -1 exertion
modifier, in addition o tee aormal <1 for failing & Staming roll,

Example - Mathan Borg has been staked oot under the
buming sun, having been in the wrong place at the wrong time,
The wemperature is 40°C (104°F), Naturally cnough, he doesn't
do moch, This s 10°C over the comlon range, 20 he has o roll
for dehydration every 3 hours. The first period, he 1akes no

effects. The next period, he takes a -1 foe not getting waler, plis
another -1 for faiting a Stamina roll (at -10 because of the heat).
The next roll sees another failure, for -1, plus an extra -2 [or nol
geiting water, for a total of -5, During the relative cool of the
night (30°C, 1 roll per 12 hours), he makes his Staming roll, bl
tnkes another -3 for lack of water (-8 wtal). 'When the sun comes
up, his goose is cooked, since he will take at leasta -4, -5, and -6
just from lack of water, not to mention [riled Staming rolls. By
neat sunset, he will be at -20 or more, and will pass mercifully
inip umeonsciousness before dying of dehydration,

Damage duc to dehydration is recovered as non-lethal
damage, so full recovery can be made in a matter of a few days.

Sleep - Each character will require a certain amount of
gleep each night 1o reman ol their peak, Subtract Constitution
from 20. [n gencral, this is the time required for sleep each
night. The minimum sleep dine is usually 4 hours, regardless of
Constitution. Charactees may rest mare, especially if recovening
from injury or exertion. Those who sleep less will take a -1
mexdifier 1o all Intzlligence or Perception-based skills or rolls pes
hour of missed sleep (max, of largest amount missed), and 3
minus 1o other actions of -1 per 2 hours missed. This {larger of
the pweo) is added 1o other modifiers a character can "sleep off”
for recovery purposes, the sleep modifier being removed first.

Example - A character takes a -2 modifier one day due o
lack of sleep. That day, he kes a -10 exertion modifier due 1o
heavy hiking, That night, be can recover both if he sleeps long
enough 1o get rid of a -12 exertion modifier. If he only slept
enough 1o remove 4 modifier of -8, he would wake up with a 4
exertion modificer still nagging him in the moming,.

C'reatures - The werm "creatures” covers jist about
everything hiological from squirrels to degosaurs. They may be
malevolant, benevolent, or just not care, This usually depends
om whether or not theyTe hungry.

Mamu: TYrannosairs

Strengih - 50 Langih/Helpght: Tm

Dlexlesiny 1 & Pofaxs: 100K

Comstivalion ;15 Ilix veloony; ﬁm!sm:

Inelligense 124 Prefested habiak: BFHN

Willpawer b | Spee, Atincks: Hile, 400, Tail, 800 |
Hrawvadn 17 ’

Perceplionn : 7 Body Poims -+ 330 Armar Vale: 4

Appearanoe : 4 &?:.l:'lj : 2R Food Valoe : 40KKr
Slaming z 20 Srme War LAioxis

Tower tBR Armor Molerial: Mo than you'll ever noed..,

Boles: Mean oriiter. Avodd if possible,
Skikl with bite ig 12, ared witla tail theash is 6.

Creptures will nsually have a format similar to the one
shown above. Most of the terms are sell explanatory, but there
are few which need elaboration.
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Preferred Habitat - This will be up to three letters, separated by
a sluish. The first lener represents the prefermed climate
zone of the animal, and is either E (equatorial), T
(lemperate) or A (arctic), The sccond represents the
terrin, and is P (plains), H (hills), or M (moontaing). The
last i the humidityfwater lovel preferred, and is D (dry),
M inormal) or W lwet), A S inany position indicaes no
preference or & wide range of tolerance.

Special Attacks - This is any attack the creature has, or special
abilities. An atack like 41xd4 means o muluple atack, like
aclaw swipe. Each attack is rolled separately, but all will
hit tse saime o adjacent locations as the Orat it

Bize Variation - This is the normal size range for adult creatures
of this type. Most physical attribotes will be muoltplied
by this amount, and Body Points will be refiguered based
on the new mass. For varigtion, roll 1d10. Ona 1 or 10,
the creature is smaller or lorger than the base, within the
range just specified,

Food Value - This is optimum nomber of manfdays of rations a
properly buichered creature of this type will provide.
Armor Material - This is the type and number of locations of
armor that can be made from a properly skioned and

treated creare of this iype.

Automata - These are a special clags of crealures,
although some may have enough inelligence to count as NPC's,
while pthers may qualify as vehicles doe to their design. For the
meost pact, they wse a creature or MPC formal sheet, and simply
ignore any attributes that do not apply. Smmina represents the
power supply of the device, Rather than a gradual slowdown, as
for humans, any time a device needs 10 make a Stamina roll, it
automatically fails, and loses a point of "Staming”. When these
are all gone, the mechine stops running.  Unless extriordinarily
sphisticated (TL13+), robots will not be self-repaining, and do
not recover damage.  For simplicity, robois will Be wreated like
humans for purposes of taking damage effects, with the
following exceptions. Robols are never stunned or knocked
pneonscious, Broken bong results mean that the imprirment
elfect is doubled, and they ke no effect from bruising or non-
lethal damage (except maybe elecirical attacks),

Two locations on 4 robot must be designated as the
"hrain” of the device, and all hits 1o this area are treated like a
head hiton a human., Four Iocations are alloted ss power supply
or control centers, and are counted as wrso hits, Characiers
dealing with these robots will not necessarily know where these
are, For instance, a robod could have its "brain” deep within the
toes0, @ power supply in a tracked boge that would be a lower leg
lecation on g persea, and have TV eyes on the ends of its arms,

IT you want to "program” non-intelligent robols, you can
give them one ten-word sentence per point of Intelligence
Aptituds, each sentence covering 3 general range of acticns,
which the players can take advantage of ambiguities in.,

Example - A robot programmed to chase the largest
maoving target might let a crawling characier sneak behind it
while it is chasing 4 mnning characier, who agpears o be larger.
It might require an "Intelligence” rall w not be fooled, based on
the Gd's opinion of its programming,

Aliens - Humans will not always be the dominant life
form on g planel. A planet might be onder alien rule, thene might
be a galactic socigty with hundreds of races, or maybe a different
species developed intelligence at the zame Ume as man.

Aliens will generally have the same atiributes as humans,
but on o different scale, Their average level of Strength might be
higher or lower, a5 might their Intelligence.  Atributes like
Appearance are harder to quantify, and gencrally only apply 10
others of the same general roce or phenslype.

Alicns az PCs or MPC's will by Atiribotes inoa differcnt
way. The racial norm is represented by a secies of pluses or
mimuzes o the Anrbuies, as below,

"EI™
Strength +2
Dexterity =2

Constitution -+l
Intelligence  +H)
Willporarer +1

Bravado -1
Perceplion -2
Appearance  +)
Sumina <1
Power +2

[f an atribote hoas a "+ beside i, i0 means you must add
that npmber io the level of the Atmbuale yoo want 10 bay, o get
e level the actoal cost is based on. For example, (o buy a
Swength of 10 would cost the AP needed for a Strenpth of
[042=12, IT the wal of bonuses and penalties is negative, the
race has an edge over humans, and if positive, they are at o
dispdvantope. [ you wish o counter this, you could give tem
advantages or disadvaniages o compensate, like incregsed or
decreased height or mass {and BP), and special abilites or
limitations,

Aligns are morg than people in funny suits,  They may
have entirely differenl motvations than humans, and
personalities can be for lack of a bewer word, towally alien,
"Why did you attack us?" “Becanse it was Tuesday!”. This is
not o say that all alien races are wially insane (1o us, ab least),
bt it would probably be too moch o ask o have them tocally
mieivated by buman standards, Aliens can be fun, and should be
played 1o the hill il you include them,

Non-Player Characters - NPC's are the inhabitanis
of the game world that aren't player-controlled. The GM will
ustally mm their personalities as that person would react when in
contact with the charscters, This can be difficult, but 15 usually
more rewarding all the way around, Eather than having a party
of bandits attack the characters, perhaps they would be more
carclul with their precioos lives and mavbe spy on the characters
first, to s if there will be any opposition. Maybe they will sel
up an ambush, or iy a bl 1w ger the characters w give up tieir
goods, Combat is stupid if threats will saffice. Dialogue is
important, and can always be used by the GM 0 give the
characiers uscful information, Thers 15 more o adventuring than
shooting first and asking questions later.




Culture Shock

idea of what they ook like.
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MPC's have all the attributes and charaeteristics a player  Modifier Ammouni
character has, and a short list of equipment, with personality and ~ Appropriale setting (lemple, ete.) +i
motivation notes. MPC's for TimeLords adventures will usually Appropriate Uiming (eclipse, etc) +6
have a brief character skeich so the GM can give characters an  Inappropriate sciting (swamp, eic.) -1()
Insppropriate tming (doring a fot, eic.) =B
Characters dressed appropriately +2
Characters dress unimportant +}
Characters dressed outlandishly =3
Mon-human suwdience +or =1d10
Oinly 1 wilness +12
2-3 wilnesses +3
4-T witnesscs 4
B-13 wilnesses +2
16+ witnesses +
Spocial circumsLances Varics

Fercepdion @ 12
Apocarance 211

Staminn =12
Power - h
Skeille:

AL reguired skille, pwo ag b levels
over base, the test at 3 levels over hase,
Exquipmeni:

Waries, but usunlly very high quality.

[nitial Reactions - A quick method of getting NPC
first impressions is 10 add the Appearances Aptitudes of the two
characters together, and then rofling 1d20. If the result is less
than the (odal, the reaction 15 favorable, If failed, the reaction is
ambivalent. 1F greater than twice the wial, it is unfavorable, and
if greater than three times the total, it is hostile. The intensity of
the reaction is inversely proportional to the chance of gewing it
These first impressions can be modified by situation (*Drinks are
on mel"}, reputation {"Do vou feel lucky.,..punk?), and the
more a character blends into an area (language, clothing, etc.),
the beiter the repction 15 likely to be.

Creature reactions are dealt with the same way, but
ambivalent or positive reactions usually mean that the creature
leaves the area or ignores the characters. A hostile reaction will
usually cause threat gestures, but no attack unless the creature is
starilled or provoked. Beacuons will be strongly mfluenced by
circumstance, like for stepping on a snake.

Another special reaction case 15 if there are wimesses (o
the arrival of the characters into a continuum. The bright and
loud pyrotechnics that occasionally oocur are likely to have quite
an cffect on the surprised inhabitants, not w mention the
disoriented and imgger-happy characters themselves, This can
be an adventure in and of jeelf. For instance, one parly
appearad in a monolith circle during an imponant ceremony,
with an ampitheater packed with onlookers. Playing their cards
right {and led on by a devious GM), they soon became demigods
on an aliernate Earth. Then they found out what happens to
demigode who can't prevent droughis or insect plagues...

To get an idea of initial reactions add the average
Intelligence and Appearsnce of the onlockers. Multiply this by
their Tech Level, and divide by 20, Then vse any of the
maaifiers below that apply,

Foll 1d20 and compare it (o this number just like for any
other initial reaction.  Favorable repctions vsoally mdicae
curiogity, Ambivalence imdicates caution or fear, Unfavorable
may indicate awe, while hostile may mean an immedinte attack.

Culture Shock - Or, "Totoe, we're not in Kansas
anymorel" Among the other challenges to a GM and players in
priy Umefdimension ravel game 15 that nething is constant, In
almost all other game worlds, you can make certain assumplions
about life, colwre and behavior. How well off would you be i
vou woke up in g random (but popolsted) aneg of te globe every
morming? Mew languages, customes, faws and more would caus
most of us no end of rouble. This simple lack of undersianding
could be an adventure in and of iizelf, especially carly on,

For instance, a5 lnie a5 carly this century it was conzsidered
"indecent exposure” for @ woman (0 wear pants (in some parts of
Uhe woogld, it sl ig). This can be quite amosing, although femals
members of your group are unlikely to think so, Just think of all
the problems a group of poorly equipped, scuzzy-looking ade-
leseents can get into just by the clothes they wear, On the ather
hand, no one is lkely to ask for an IDf they po o 2 bar...

O the other side of the gender coin, have you ever heard
af the term “press-gang™? This iz where a squad of soldiers goes
on the prowl locking for "volunteers" 1o join the army or navy,
Methods were unscrupulous at best, and they hanged deseriers,
Certain military unitg (nolably Britsh Grenadiers) were chosen
for certain physical characteristics (like height), and bounties or
"linder's fees” were paid o people locating such individwals for
service., A bplk{'-l.'l drink, and you wake op in the -5-Imy
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Of course, witcheralt is always a popalar theme, a reason

| I persecune anyone you don't particularly like. Any sufficiently

plvanced technology is indistnguizhable from mapic, and in
wme cases, it doesn't ke moch w gualify, How many devices
fmuch less attingdes) do the characiers have that would arouse
suspicion or ire among a powerful and intelerant religious
wthority, especially the fanatical kind?

Future shock is less commaon, bot it can and should occur,
We feel rather smug aboot our knowledge and undersianding of
paysical processes, and usually do not consider that a colwre a
thousand years beyond our own is as likely o be as incompre-
kensible (o us as our echoology would be w someons from the
Dark Ages. Sure, with a linde practice we would be "functional®
in that socicty, bt it would take years o lully understand as
much ag the average person would know in their childhood.
Think of how "functional” you would be in o country that uses
anther longoage, and doesn't know yours,

An cxample from play involved trying (o rescue a
dnapped party member. One character picked vp a dopped
fifle and tried 1o fire it at & flecing robot. The rifle had & Gring
zods, He hit the largest, and the power pack dropped out and
fanded @n hiz foot, gencrating unrepeatable comments from him.

Another character leapt into a parked grav vehicle (o

chose them down, and was iotally stymicd by the ol lack of
canirls. By the time the kidnappers escaped, the only thing he
had managed 10 do was lock himself in by setting off the burglar
alarm, In both cases, "modemn” characiers with ot of scicnce-
ficion under their belts were rendered helpless by their
igramance of common items from a vasdy different time perind,
] You get the idea that time and dimension travel reguires a
bir more work and thooght than the average game 1o keep things
goang, bul that there are also a wide variety of new adventure
peasibilities open as well.

Things vou didn't know.- An cxiremely condensed
timeling follows, but before you get 1o that, here are some
temporal and culral and technological tidbits that could be
guite relevant to any strictly historical journeys, Some of thess
may be hearsay, but ase sill interesting.,  For instance:

In medigval Holland it was belicved that people with red hair
bring misforune (understandable 1w a country invaded by
the Dancs),

The Trans-Siberian Kailroad was completed in 1917, linking
Moscow and Viadivostok,

Many of the villains of WWII were considered good or hanmless
by Allicd leaders in the pre-war period. For instance,
Churchill proized Mussolin in 1925 as "the saviour of his
couniry,”

Women received the right w voae in Australia first, in 1861,

Until 1886, aluminom was considered o precious meial dus o
the difficulty of refining it

The first transcontnental rail line in the US was completed in
1865,

Josef Stalin was the editor of Pravda in 1917,

The hyperinflaion in Germany following World War I was so
severe that money was literally worth less than the paper
it was printed on, and the exchange rate pluommeted to
4,200,000, 000 marks 1o the dollar, and paychecks good in
the moming might be devalued o worthlessness by noan.

Agzagsinalions, coups, revolutions and staged clections were
commonly wsed by all the major powers 1o secure
overseas colonies during the 1Th-191h cenfurics,

Gireat Britain outlawed slavery in 1807,

The first convict ships arrived in Avstralia in 1788,

Approximately 40,000 people were execoted in the name of
democracy during the French Revolution, only ten percent
of them being nobility.

Until the 15th century, the only known refinable elements were
carbon, pold, ron, lead, mercury, silver, sullur, tn and
Einc.

The Winchester Model 1901 lever action shorgun cost $21.37
when naw,

The first regular rans-Pacific airline flights began in 1936, from
San Francisco 1o Hong Kong {muliiple stops),

Dwring the 16th and 1Tth centuries, many people (mostly
women} were executed for being witches bocauss zome-
one fell o misfordune after getting the "evil eye” (an
angry look).

This year (1990), approximately six Third World countrics will
be capable of constructing their own nuclear weapons,

The last afficially sanctioned cxecotions for witcheraft were in
the following years: Britain - 1684, France - 17435,
America - 1692, Germany - 1775, Scotland - 1727,

The first documented vse of petroleum was in Japan in 615A0,
although use of notural seeps probably predates this by a
wide margin,

The city of Urnuk {Persian Gulf) had a population of approx-
umately 40,000 in 3200BC, and covered over 500 heclares
(1.5 sg.mi.}, making it the largest in the world af the time,

The first tunnel beneath the Buphrates was completed in SO0BC,




Timeline

L1z

The "gold rushes" were 1o Califomia in 1348, Avstraliz in 1851,
South Africa in LEEG, and Alssks in 15946,

Gialileo was wried by the Catholic Church in 1633 for his belief
that the Earth went around the Sun, rather than vice versa,

Until the advent of cathedral clocks (mid 1300'), asking an
average person 3 question regarding tme is likely o get
an unzatsfaciony answer.

Many non-literate or pre-literate socictics are unakle 1o under-
stand the concepl of absiract representation of data, like
Mmaps.

Only 3% of the zlaves wken from Africa in the peaod 1600-1370
went o Morih America,

Berween 1882 and 1962, nearly 5,000 people were Iynched in
the United States.

Polygamy was legal in Turkey until 1928, but practiced well
beyond that daie.

The historical ¥lad the Impaler (Bumania), is sad o have
impaled over 40,000 people between 1456 and 1462,

The a0-hour work week began in the United States in 1947,

The average male height in medieval Europe was 169cm,

The last major putbreak of bubonic plague occorred near
Morseilles, Frunee im 1720,

In prehistoric times (6,000,000BC), the opening w the
Mediterranean was onoe sealed off, and the arca was 3 hot
saliy desert.

Dispatch riders in the Roman Empire could cover 300km a day
o the BEoman road network, which extended from
northern England o the Red Sea,

The first tunnel beneath the Thomes was completed in 1843,

i

Timeline - To give you a geide on some actual histoe-
ival cvents you might want charpcters (o drop in oo, the nest o
pages izl some high and low points in coltore and history, Th
extends only 1o the present (maore would be wlling), but vou ca
mipke up your own Tulure, or insert hypothetical cvents from
vour favorite work of fction.

Date Events

ST0million BC Precambeian era. Al nof thick cnough o
breathe yet, mapor life form iz algae.

A80millicn BC  Ordovician era. Mo land plants or animals, bul
Lots of poean Life, some Fairy larpe, Mo oeon
layer, unprotected skin will burn in 5 mingies.

o0million BC Devonian ers, Mo animals, lots of land planis
and insects {100m roaches, 1000m deagonfics)

I20million BC  Peonnsylvanion era. First reptles, some lorgse
encugh o cat time ravelers,

1Wimillion BC  Jurassic era. First mommalz, o of oge

repliles (broniosgenes, T.Rex, ele.), Good anes

for hunting, il properdy prepared.

Tenigry erp, Dinosaars die ont due o global

catnstrophe. Cauvse postulited as massive

vulcanizm or mulliple meteor sirikes,

Cuaternary era. Evolution of bominids,

Aasmillion BC

2million BC

40,0008 C Last grean ice age. One third of globe covered
with ize, as far south as Missoori and Germany,
Humanz develap beliel of life afier death, wilh
Food and weapons buried with tie dead.

30.000B8C First trade rowtes, Drst fired pottery.

250008 Arizong metcor impact leaves 1.2km croter,
approximate energy release of 4 megatons,

H0,000RC Bow invented in NoAfnca or Spain,

[0 HIBC Domestication of doga,

f],0000BC Agricultural communilies appear.

G, NEC Firsl beer made,

4,500BC Copper gnd bronze appear.

4,00BC Disgstrous Toods in Mesopotamia, possibly the
origin of Biblical deluge legend,

JeBac Firsl taxes.

3, 53BC [onvention of whoel, writing.

320080 Beginning of Epyptian dynasties.

3,000BC Beginning of Minoan culure,

2,700BC First pyramids built (Egypt).

2HBC First recorded use of meial coinage (Sumerial,

240080 Bow used in organized warfare,

220080 Earliest record of skiing (Nooway),

2B Beginning of Assyrian empire,

1.800BC Teak of Mincan colture, Stoachenge buill

| EOBRC Refined mercary used in Egypt

147080 Minozn culture decimated by volcaniz eruption.
First manmade glass (Egypll.

1,230BC Olmes culture in Cenirsl Americs beging, laer
becomes Mayan empire,

2B C Beginnings of Greek culune,

1,1938C Troy sacked daring Trojan War,

[, 1B First steel developed on Cypros.

1,E8C Pyramid at Teothuacan beilt (Mexicol,
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MBEC
BHIBC
ERUBC
BIiBC
B1IEBC

S51RC
FSBC
oncC
ec
480BC
J31BC
4isnC

4BC
IWBC
00RC
13480
1TRC
152BC
IRIBRC
115BC
dBC
15080
213BC
215BC
WNBC
[ROBRC
478
TIRC
44BC
S0AT
42AD
45AD
SOAD
G1ALD

GeAD
hEAD
1240
1AD
100AD
120AL
Al
ITIAD
H0AD

330AD
440AT
433AD
455AD
JITAD
MTAD

FT0AD
a15AD
HI0AD

Solomon is king of [srael.

First Olympic games,

Babylon sacked by Azsyrians,

AssyTis congquers EgypL

Azzyrion capital, Mineveh, falls to Scythians and
Babylonians, end of Assyrian empice,
Confucius bom, dics 4T9BC,

Founding of Persian empire,

Founding of Roman Republic.

First dastilled liquor (Pakistan),

Xerxes attack on Greece fails.
Peloponnesian War beging, lasis 28 years,
Athenian navy destroved by Sparta, end of
Peloponnesian War,

Spanans use sulfur and pitch in warfare.
Socrates drinks hemlock and dies.

Crauls sack Rome.

Adistotle bom, seicnee suffers for coniuries,
Rome rebuilt, with delensive walls.
Alexander the Greal enters Egypt.
Archimedes bom, dies 212BC,

Colossus of Rhodes completed,

First gladiatorial games (Bome).

Board games, dice weed by Greeks, Eomans.
Hanmbal crosses the Alps by elephant.
Gireat Wall of Ching buile.

Cament invented,

Tax revolt in Egypl.

Carthage massacred{ 1045 Live) by Roman army.,
Slave revolt by Spartacus crushed.

Caesar assassinated,

Christ crucified.

Caligula aszassinated,

London founded.

Fomans learn of zoap from the Gauls,
Eritizh tnbes, led by Boadicen, sack London,
are later crushed by Roman forces,

Fome burms.

Mero commits suicide,

Masada fulls after lengthy siege,

Mt Vesuvius erupts, wipes oul Pompeii.
Paper invented {China).

Hudman's Wall built (England).

Plague beging in Rome, lasts untl 180AD.
First magnels compass (China),

Bowling uzsed as religious nitual (Genmany),
stimups used in China.

Constantnople dedicated,

Ancient city of s flooded (France).

Attila becomes leader of the Huns,

Wandals sack Rome,

Eing Arthur dies, possibly legendary.

Black Death hits Europe, population of Europe
halved over next 50 years due to plague,
Mohammed bom, dies 632AD.

First use of petroleum Capan)

Yikings invade Ireland.

61 AD
671AD
TI6AD
T20AD
TIZAD

TATAD
B5AD
245AD
1000AD

lieaAD
[B5AD
1145AD0
1189AD
|3 AD
1217AD
1EETAD
12IRAD
1248AD
1252AD0
1ZT0AD
1Z7RAD
1332AD
[3H6AD

IH7AD

1370AD
1412AD
1452AD
1455AD
1465A0
1492AD
1502 A0
1505AD0
1532A0
L550AD
1568 A0
I5EBAD
1 506A0
I6ZRAD
La50AD
1666AT
1684 AD
1696A0
1725AD
1755AD
176540
17T3AD
1775AD
I TRIAD
1785AD
I TERAD
IT99AD
IB15AD

Circat library at Alexandria desiroyed by Lire,
Groeck fire invented,

Maoslem armics capiure Lisbon (Spain}.
Moslem armigs capiure Marbonne (France],
Charles Barie] defeats Arahs ar Tours (France),
funthest advance of Arab armies,

First ¥iking invasion of Britain,

First paper money (Ching),

Paris besieged by YVikings,

Vikings discover America, Chinese invent
punpowder, several Western sects predict the
end of the world, with related viclence,
Battle of Hastings, Halley's Comet appears,
The First Cruzade.

Second Crosade,

Third Crusade.

Constantinople falls to Fourth Crusade,
Fifth Crusade.

Genghiz Khan dies,

Aixth Crusade,

Seventh Crusade,

Inquisition beging to use Worre.

Eighth Crusade,

Glass mirrors invented.

Black Death originates in India,

First recorded use of gunpowder in Europe, at
the Battle of Crecy,

Black Dreath reaches Europe, population of
Europe drops by a third over next four years.
First steel crosstow,

Toan of Arc born, bumed af stake 1431 A,
Lecnardo da Vinel bormn, dies 1519AD,
First printing press, Wars of the Roses,
Edward IV paszses edict forbidding bowling,
Columbus discovers the MNew World,

First wanch invented,

Mostradamus bom, dies 1566A0,

Pizarro invades Inca nation in Peru,
Billiards invented (Italy),

Firat botled beer (England).

Spanizh Armada defeated,

First toilets in England.

Massachusetts Colony founded,

World population reaches 500 million,
London burms, halting spread of plague.
Last execution for witchcraft in England.
First steam engine (England).

Casanowva born, dies 1TO8AD,

Earthquake in Lisbon, 30,000 die,

Stamp Act passed to tax American colonies,
Boston Tea Party.

American Bevolution begins,

Hot air balloon invented.

Parachute invented.

French Revolution begins

Mapoleon rises o power,

Tamboro volcans erupts, killing 12 000,

——-—J
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1815AD Mapoleon defeated at Waterloo, Bibliography - There are many, many books that have
1339AD Crpium War, China vs. Britain. been wsed in the research and development of this game, and
18594 First practical storage hatiery (France], untold more that have served as inspication over the years, bl
1861AD American Civil War begins, fiar the seripus TimeLords GM or player who wants 10 do their
1862A0 Firat Gatling Gun. own equipment, damage or basic history research, the followng
1866AT Dvnamite imvenied, list of books might come in handy. Many of these are available
15371AD The Great Fire in Chicago. on bookstore shelves, and the rest can be found o any decen
1876AD Centennial Exhibition at Philadelphia. college or stale library, Good luck!
1856A0 First commercial alominom production.
1890AD Global influenza epidemic. Weapons - Melee
1B25A1 Marconi invents rmdio (dispoted). A Glossary of the Construction, Decoration and Use of
153084 Spanish-American War begins, Arms and Armor - Stone
1900ATY Boxer Rebellion (Chinal. A Pictorial History of Swords and Bayonets - Wilkinson
1906AT Eun Fruncisco carthquake, 700 die, Antigque Arms and Armor - Wilkinson
190HAD Tunguska meieor explosion, 12 megaon blast Confederate Edged Weapons - Albaugh
1910ATY Ching abolishes slavery. Eurly Greek Armor and Weapons - Snodgrass
1914AD Warld War [ begins. Weapons - Modern
1919AD Frohibition begins, lasts unel 1931, A History of Firearms - Pollard
192640 Folvosmy abolished in Torkey, Antipersonnel Weapons - Stockholm Inernational Peace
192940 Great Depression begins. Besearch Instituee
193340 First concentrmtion camps in Germany, Jane's Infantry Weapons
1939A0 Woorld War II begins. Jane's Armor and Ariillery
194 1AD Japanese attzck on Pearl Harbor, US intgms Jane's Security and Counterintelligence Equipment

Chrientals in concentration camps until 1946, Military Small Arms of the 20ih Century - Hogg
194540 First atomic bomb, end of World War 11, The Crosshow - Payne-Gallwey
1950AD0 Korean War begins. Weapons - General
1953AD First hydrogen bomb, Arms and Armor Annual - Held
1956AD Hungarian Revolution crushed while Western Exotic Weapons - Hoy

countries do nothing. The Effects of Atomic Weapons - Depanment of Defens:
1S60AD United States enters Vietnam War, Practical Handgun Ballistics - Williams
1%alAD Berdin Wall busle. Weapons - Diagram Group
134 A D Race riots in US as result of civil rights laws. Weapnons through the Apes - Crescent Books
156940 First manned explaration of te Moon, Armor
1973AD Arab-Israeli War beging. Ballistic Mabterials and Penetration Mechanics - Laible
1%T4ATD Last Skylab mission, Selection and Application Guide to Police Body Armor -
197640 Orient Express makes last on (Tstanbul-Paris), 115, Depaniment of Justice
19TOAD USSR invades Afghanisian, Medicine
1980AD Iran-Iraq War begins, Mi. St Helens erupis. An Evaluation of Police Handgun Ammunition - ULS.
[9R2ZAD Space Shuttle lunched. Department of Justice
[YEdAD Indira Gandhi assazzinated by Sikh exiremists. Grunshol Woundsz - [i Maio
19RaAD Chemobyl meldoan, 40,000 evacuated, Gunshot Wounds - Swan

Challenger explodes, killing all on board,
19RTAD TimeLords first published.
1989AD Pro-democracy protesters massacred in Beijeng.
1900AD Elviz is still deasd,

In peneral, oo matter where or when you o, you will
always find war, famine, pestilence, death, intolérance, 1axes and
bureascracy. You can also find peace, harmony, understanding
and compassion, bul you have w ook o lot harder,

Ferhaps the best philosophy for poiential time travelers o
remember is that no matier where you look in history, mankind
has been harbaric. Five thousand years ago, we were barbarians.
Two thouzand years ago, we were barbarians, Forty years ago,
harbarians.  So, the next time you get raady (o look down on
some "barbarians”, think what people will be calling vou, a
humnitred years from now,

Wound Ballistics - LLE, Army Medical Service
History, General Interest

Castle - Macaulay

History of the World - Bonanea Books

Strange Stories, Amazing Facts - Reader's Digest Books

Survival, Evasion and Escape - U5, Army (FM 21-76)

The Timetables of History - Sizin

The 1902 Edition of the Sears & Roebuck Calalog -

Bounty Books

Timescale - Calder
Periodicals

Armadns magazine

ATmor magazing

Infaniry magazine

International Defense Review

Military History Quoarterly
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Cretian Crisis - The following is a short adventure, or
perhaps more approprately an adventure putling, for a small
groop of Time Patrol characiers, although it could easily be
wdapted toa group of characters from the Prmary Game as well.
Fade to-a high-tech bricfing room somewhera in the futre..,

The big day has finally come for you and your associiles.
Aftzr twn years at the Temporal Operative Academy, bwo more
vears al a static downtime position in ihe Observation Branch,
il Iz and lots of testing, the big day has finally arrived for
vaur first full assipnment. Will you defend sacred history form
thoze who would do her violence? 'Will you oppose the loosely
bound growp of ansrchists that call Uemselves e Time Tyrants,
seeking o manipulate Eernity for their own selfish ends? Or
will you penetrate the veils of Antiquity to solve some great
mystery of the ages? Mo, yvou and your comrades have been
msigned the task of. . finding poetry?!

This is the players' situation: Their mission 5 to o back
w Minoan Crete, circa 1330BC, and zearch for any lilerature of
that society that they can acquire a copy o, All agents will of

| course be taught Minoan Greck (by hypnosis, memory implants,

crash courses, e1e.), a tongee only recently mpde available to te
Pairol through the Linguistcs Section, The characiers will be
“mopmented” by o mediom grade career officer from the Cultural
Besearch Division, ong Philo Maudle, a quiel, introveried,
unathletic and thorooghly cowardly scholar who can just happen
read Minoan Linear A, the written language of the civilization
al thut time, He will be doing most of tse research, while the
characters do most of the legwork and see that he isn't bathered
with tedious (asks like preparing food, hageling over the price of
manuscripis, cie, He's the star, they're the support ieam. Ho
hum,

The pary will be provided with vpper class period
clthing: a kili, short travelling cloak, brimmed hat and sondalz,
All of these will be reinforced with small amounis of mngsien
whizker and synthetic spider silk, o pive an AY (when all are
worn) of 973 over all locations excepd the face, lower arms, shing
ind the upper surfaces of the feet. While thiz sort of
reinforsement is almost invisible, the Babric will B2 somewhat

| siiff, and less comfortable than real period clothing of the same

pe.  As a mainly organic product, it will also decay [airly
quickly with time shoold it be left on-gite due to unforescen
miszion complications. In any case, it is unlikely w become purt
of the archacological record after the destruction of the area
when the nearby voleano on Thera explodes in roughly 60 years
{circa 14TORC).

Mo attempt will be made w disguise the 2am members'
Tacial Tepiures or skin color, since forcign merchants are not
wrknoean in these parts, As oo rouble 15 expecied, no weapons
will be issued bevond "period” bronze daggers (TL4), and a
gunner (DV IOV (non-lethal only), 10 shots, BC 101}, disguised
a5 a baton, one per team member, except for Phile, who will
loudly complain that he "can’t stand the things®, The batons can
glzn be vsed inoa "contact” mode, aod expend a "shot” on o
anccesslul hit, block or parry, If the characters can justify it 1o
lheir superiors, they may be able 1o get some other non-lethal
goadies like disguised surveillance equipment, radios, or smoke
or tear gas grenades (lesser chance).

Each team member will be given three days wosth of
condensed rations, as well as about a kilo of hard candy and
miscellaneons “period” jewelry, with which they can borpain for
food, lodging and of course, the literture they seck (about £500
wiorth of goods per person).

The insertion jump will go off without a hitch, depogiting
the mission leam quietly among the rocky hills overlooking a
penceiul, mediom-sized (about 1000 people) town, The reirmn
will be by retnming to the same arca, Every [our days, at Incal
noon, a soccer-ball sized pickup will be made from he exoct
center of the area where the charseters appeared. Messages can
thus be sent requesting assistance, announcing delays, ewc. Of
course, if immediate pickup is desired, that can be aranged as
well, and can ba done within a minute of the "message” pickup.

(‘7‘_~,l }%_
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The local solar time at the jump site 15 about 2pm on a
typical, painfully sunny Mediterranean day. A leisurely hour's
stroll will bring the characier’s into the town of Anafi, where
they will be treated with wary courtesy, 'Within an hour of their
arrival, the party will be approached by a small delegation of
logal VIF's, who will formally greet the newcomers, welcome
them to wwn, and ingquire as 1 their business, The "business" of
the characiers is that of wavelling scholars (and moderately
wealthy ones, from their dresg). IF the chaeacters tell them what
they are after, one of the "welcoming committee” will mention
that he knows where guite & bit of such material is, 1t is not his
1o gell, he will hastily add, belonging to his father, who iz away
at a religious festival and not expecied back for three or four
davs. AL this point, if the characters have behaved themselves,
they will be invited to stay as guests in the home of one of the
Iown's more prosperous citizens, until such time az the old
scholar retums, and they have a chance to transact teir business,
The guest quariers are cramped, bog the food iz olerable, and i
seems all they have to do is wail.

What they don't know iz that this pmeline 15 being
tampered with...
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About 48 hours after the party's insertion jump, a warband
of 250 Mycenean pirates, in B small galleys, will entgr the harkaor
on a mission of pillage. As the raiders approach, an alert sentry
will sound a gong, whereupon all hell will break loose, Like
minst Crotian owns of the ora, they were certain in their isolation
arsd the retributive sirength of the varions Minoan flects, and had
nir defensive walls, or any other defense 1o speak of. Mosiof the
community, including the characier's hosts, will literally start
running for the hills. Most will in far oo muech of a hurry 1o
dizcusgs the sitation at length with the characters. IF any of the
characters bother to look, the lead ship of the raiding fleer beass
an ostentatious pennant, with a black skoll and crossbones on a
Horeseent orange background, both of which are not appropriate
for this time or place. If a fleging townsman can be corralled
lomg enough to inguire aboot it, ey will describe it with terror
as the insignia of the “Great Battle Sorcerer of the Morth®. This
perzonage has developed quite a repatation through several well-
executed raids on a varicty of owns in the region, and has thus
eluded all attempis by the Minoan feets w caich him,
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The characiers will have no way of knowing this, bat the
said "sorcerer” is no less than Assam Ud, the villainows tme
renepade. Aszam's motives, a2 usueal, ane not quite clear (perhaps
even (o himself), bot there can be little douby thet they =re
ultimately against the best interests of mankind. It i3 only his
repulation among the pirates that makes them bold eoough o
autack Crete directly, and his tactics (and equipment) that let
them get away with it In any event, Philo, & closet Minoaphilzs,
will ahsolutely refuse to leave the town, and demand that the
cheracters "Do something!”. If they seem reluciant, he will
threaten them with bad mission reviews, "How would yoo like
to spend the rest of your career exploring Pleistocene Siberia?!”
While he doesn't actually have this much pull, he is technically
senior officer on this mission, and insubordination and/or a bad
report from him cerainly won't help the characler's carcers,

The awiul thing about it 15, Philo iz right. There is clearly
some very heavy-handed tampering on here, and someone's
going to have to put a stop o it Since it now well aflter noon
(he next message pickup is almost 2 days away), that "someons”
has got to be the chamcters, The good news is that the situation
probably justifies lethal force, The bad news is that the party has
precious Lide to dish out.

If the characters do nothing to interfere, events will unfold
something like this; shorly afier the alarm is sounded, about 50
men and boys will assemble in the town square, with long,
bronze-tipped spears, large shields, no armos, and no leaders.
This group will mill around a bit, then head off in 4 group 1
where the pirates are just now beaching their boats, a hitle ways
from the edge of wwn, About four dozen of the miders (mostly
very lired oarsmen) will stay behind to guard their ships, leaving
more than enough to stomp the militia. Afler asseszing the
siiuation for several seconds, the militia will also head for the
hillz, before they get cut w ribbons..unless the characiers
provide some heroic leadership andfor a badly needed
technological edge. The raiders will shout a wvaricty of
animelligible comments about the ancestry of the flesing milita,
and spend the next three hours ravaging the town, setting the
occasional fire purely for its entenainment value, and in generdl,
acting like barbarians, Woe betide any wwnsperson who was
slow 1o get out {and there will be a few). At the end of this
period, Assam Ud will have roonded up all the rmders, godten
them back on their boats, and begun sailing away into the
gathering dusk. Unlike other sailors at the Tech Level, Ud'
group thinks nothing of sailing by night, since Ud has brought
along a small suitcase full of high-tech navigation aids (maps,
somar, radar, inertial navigation unit, etc., ).

If the characiers have some sont of telescope available,
they may decide w have a closer look at the fleet as it
approaches the shore. Assam Ud will not be visible. They will
be able o see (hat about half the raiders have no anmor, hall have
leather corselets (3/1), and a handful are wearing bronze
corselets (6/3), which will glint menacingly in the sun. All bear
shizlds and 1,5m spears. I they make such observations after
the ships come within 208) meters of the shore, they will alse
notice something more starding: A mustached man, in plain
mreen fatigues, looking back at them through the scope of a boli-
action rifle! This is Draniel Sanding, Assam's favorite toady, a
gutless little assassin who does all his work through the 3-8
scope on his rifle. Forunately for the forces of goodness and
light, he's down o his last 5 custom handloads at the memend,
having used the rest elsewhere, He won't notice ordinary
observation from the shore, bt anyone using binoculars or such
wrll attract his attention, unless they have gone to the wouble of
concegling themselves, in which case he will have 1o make a
Perception roll to see them. I he docs see someone using out of
pericd equipment, he will be seen to rapidly work the bolt of the
weapon, He will take one phase to reacquire the target through
he scope, and will steady for one phase. Since small galleys
under oars are not the most stable firing platforms, he will get no
net bonus, and will not be trying for called shots (counting the
1A of the weapon, his skill is 15), If all targets have disappeared
from view by the time he is ready, he will fire at something else,
out of sheer frustration.

If targets remain after the first shot, he will try again. He
will then mush off 10 inform his master what all the shooting was
gbout. Ud will not believe him, though. He seldom take:
Sandino seriously, "Binoculars? Here? Don't be ridiculons! |
farbid you to waste any more ammuonition on mirages!" Sanding
will then sit and sulk untl the landing acwally begins.
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_ What can the characters do? The first thing like to occur
| lnthem 15 Brote Force: Try to lead the wown militia o victory in
| in open Deld banle against 4-1 odds, This isn't really a viable
| plan unless some party members used their smarts (or maybe
tkill at hiding things) 10 bring along some "non-standard”
equipment, Getting the militia to stand against the raiders in
| theze circumstances will nol be easy, Someone in the party will
tave to use their Bravado, and get beter than 1.5x against the
| werage militia man's Bravado of 10, IF the charactors bom a
tharge or two o stun the firsy one that runs, this will count as
‘demonstrating a power”. If the militia does resist, Ud will nod
| lead his troops, or even take part in the bawle, but watch from
| well to the rear, using the opporunity to gange the waetical savvy
| uf hig officers. He will be standing under his banner, a smaller
| version of the pennant on his ship. Sandino will be near him,
| flancing about nervounsly.

A slighaly different approach iz Sly Force, One example
| of this might be 10 try and conceal the militia in the town itsell,
| and then try to surprise the raiders as they enter, This iz acteally
ol much beder than Brute Force, because it's been tmed before,
and the raiders will be wary as they enter the town, Worse, if the
militia fails w rout the firse batch of pirates as they hit, others
zay surround them in the narrow streets, with gruesome resulis
[Prisoners? What are prisoners? The "civilized™ Greeks of this
period typically slew all adult males of wwos @aken by warfare,
To expect more of pirates would be hopelessly optimistic.) A
better version might be to withdraw from the town altogether,
and then try o sntak back and attack by surprise after tse raiders
have dispersed to begin loosting, This method would work
| panticularly well if skillful characters came up with wavs 1o
| dlently dispose of the handful of pickets the raiders will post at
| Peedges of own, Mote that stunners are god silent, bul might go
| unnoticed with all the background noise,

Intelligent play could produce dramatic resulis, Assume a
I [in 20 chance of bomping into Ud himsell during the early
| phazes of this sort of connter-atack. In that case, see below, 1If
| the party wants 1o iry Sly Force, they will only have to get 1x on
| he militia's Bravado o get them o cooperate,

If the party tries either of these, it will be necessary (o
judicate mass combats. To do this, split the forces into 10
man units. Treat cach unit as an individual, with normal "o kit
and block rules (don't forgel the shields), except that all combat

| iz considered simultancous, and all damage is checked on the

| Whole Body Damage Table, Anytime a onit takes more damage

than it dished oot, it must make & Bravado roll, with a minus

equeal 1o its botal “impaiement”, IF it fadls, it wall rout, disperse,

el take mo further part in the battle, A unit must also moll on

| Bravado 1o avoid rout if an adjacent friendly unit routs (GM
judgement call on what constitutes "adjacent™). A unil with a
character or characters in it will use the average of 10 and the
leader's Bravado for the effective Bravado of the unit, and can
me any amount a Military Science skill roll iz made by a5 a
modifier (o the effective skill of that unit. If such a unit does
mut, the characters are not required o refreat in panic, bot can
choose their own actions. To handle maneuver, use 10 melers
hexes, 10 second tums, and assume all units can move up to 3
hexes per lrm.

[ .. 1[ I'.. i III _' - i
Each raider accounted for by individual characier action
will rive that unit 4 -2 impairment. Note that a maximum of two
units coatld fight abreast in the town's stregis,

Another option the party may resort to, 8 the militia won't
stand, or perhaps pant of a Brute Force sirategy, is Challenge,
This consists of one or mone party members standing in an
obwious position, well ahead of any large bodies of friendly
troope, posturing in a defiant manner. Theatrically minded
characters will no doubt come up with other ways of getting their
message across, Any that are remotely dignificd will work,
These particular barbarians just eat that sort of thing up, which a
character making a History skill roll (for this culture) wootd
know, or which @ historian in general might deduce (History roll
with & minus, depending on the character). The bulk of the
advancing horde will grind 1o a halt about 50 meters short of the
challengers, whooping, hollering, banging their spears on their
shields, and generally doing anything they can to make a
tremendons rackel.  Through their ranks will siride their
champions, one for each challenger, These will approach the
challengers at a majestic walk, their bronze corsclets shining,
and a grim smile on their faces, which will change w puzzlement
when they close enough (o see that their opponents are
apparenily unarmored.

Friders {rzasl of 20 uniza)
Ages 25 Heighl: 175cn Weight: TRkg
Body Paines: 30 Spesd: 12

Slrmpth 212
Dexiarivy 12
Canstilution 112
Inizllipenee LI
Willpower -8 b 48
Ravade 11

Percoplion 212
Appoamnce g2 |
Sazminma 111
Power =5
Bkills & Equipment:

Spear 12, Shiold-10, equipped with a spear, pluz a 4 Jocation shield
Moles:

Eliie unizs (10 ef 1he 200 have skills a peint boler than average, and weer 3]
armar aver most locesions. Mincan forces (5 unics) have sbeills v podnis Joes,
Chesnplons will hawe all phyaical anribunes ar 14, and skills that are two poims
highor than average, pfas beanze shor swards end 872 armor Goannerpeoci.

Lid, in the back ranks, will notice the delay in the attack,
but will not interfere. "Boys will be boys. Besides, how long
can 11 taked"
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The champions will deliver some som of briel soliloquy,
along the lines of "Have you ever seen your own intestines?, in
a thick, mainland accent, and then will stant swinging. They will
rive no quarter, =0 the characters had better have some good
melee skills, The trouble is, if the characters defear their
opponents, that won't be the end of the matter.  Some other
member of the pirate group will think w himself "Oh, I'm a
bewer fighter than Mebuloos, I can ke these guys!”, and come
forward 1o fight. The raiders will get worried (make Bravado
rolls), only if there are three or more characters involved, and
they all defeat their fiest round opponents. IF there are less than
three, then the challengers will have (o defeat two in a row.
Alizmatively, if, during the course of plaving out the fights, one
of the characters manages to pull off something profoundly
impressive and unlikely (at least from a Bronze Age point of
view), the GM may wani 0 have the raiders make another
Bravado mll.

For instance, Mebulons, veteran of a hundred bamles,
winds up and unerringly slams the point of his spear into the
stomach of the pale-skinned stranger, who wore no armar excel
an [apparently) ordinary cloak. His target doobles over with a
loud "Oofl®, Webulous wums 1o his comrades and raizes the
spear, His comreades cheer and bang on their shields..bot then
fall silent. Mebulovs wrns around, and sees the supposedly
spitted foe slowly uncurl himself. He gets back off his knees,
fixes Mebulous with a piercing glare, and says in a low bul
penetrating voice, "NMow I'm Mad!". Then Nebulous sees that
there isn't even any blood from the wound! Gremt! Mow they've
EOb sorceners foo!

Each time one of these conditions is met, make a Bravado
rell for the miding force (12 or less), They will take a -1 for
every champion who has been felled (lemporarily or
permnanently). If the roll is filed, there will be murmuring in the
ranks, and ten of their number (one “unit”, starting with the
lower skilled, unarmored ones) will slink back to their ships for
cach point the roll was failed by (with 2 maximum of 3 units per
fuiled roll). Furthermore, a failed roll will bring Assam Ud o
the: fore. “Incompetent savages! What's the problem now?!" He
will be bringing his standard bearers with him, 20 the characiers
will have some advance notice as the daygle skoll and cross-
bones advances, I there is 8 confrontation with Ud, zee below,

Finally, there is the tactic of Assassination. The bulk of
the atpcking foree seems 10 be perfectly ordinary Bronze Age
aoldiers, Why wade through all of them? Just sneak in, blitz the
ringleader, and split.  Kill the head, and the body dics, right?
Characters with this sort of idea might try to conceal themselves
in the wwn somewhere, wail until e raiders are about their
husiness, and then try o sneak throogh the town, house 1o house,
tn find the man behind all this, This good news is, he won't be
hard to find, becausze hie is never without his standard bearers,
and an orange skull and crosshones does sort of stand out a bit.
The bad news is the party will have o0 make six successhul
Srealth rolls (average lowest and highest in group) o avoid being
sten, and if they are spotted, will receive the same shor shrift
any other group of potential ambushers would. Further, their
hiding place might be found {check their hiding place vs. one

caswal Searching attempt at a skill of 10), or the building they are
hiding in might get torched (1 in 20 chance). If they hide cutside
town, the last two hazards can be avoided, but they will have 1o
make two more Stealth rolls o get past the pickets, However, il
they blow these, they will have a good chance of escaping.,

Confrontation - If any of the chamcters are ¢apiured by
the raiders, they will probably be tortured 1o death for sport,
unless they have demonstrated their "powers® (like stunners o
other equipment), in which case they will be brought before Ud.
He will be sitting on a folding stool, in the shade of his banner,
with Sandino hovering nervously about, muttering *1 told you
s0..." in Spanish. He will then question the raiders sbout the
character's "powers” and then start interrogating the characters,
all the while sipping tea out of a thermos, He will not identify
himself, [f the characters siays close-lipped, and won't answer
any questions, he will ask one at random, "Do you play chess!”
If the answer is no, he will say "Pity. Kill this one,.slowly.”
And they will, 100, unless the characters start talking, fast. If the
answer is yes, however, he will seem delighted, produce 2 small
magnetic chess set, and invite the character to play for the lif:
and freedom of all the captives. Ud's chess skill is 18, by the
way, The fastest way 10 resolve this would be by a simple skil
vz, skill roll, the person making their roll by the most being the
winner, During the ensuing game, he will ask no othe
questions, be very polite, and smile a lot. Sandino, on the othe
hand, will be silently leering at that character and any other
eaplives in 4 most menacing way.

If the players confront Assam Ud in less controlled
circumstances (like in battle), and he is given reason to believe
they are tme travellers (like If he sees stunners in use), be
approach them, drivw his sword, look them in the eye and declar:
"You are RUINING my vacation!!” And Assam Ud 15 oo
milguetoest,

| Assarn U, Brempares Mageas
! Age:T Heighe: 195om Weight: 10E3EE
By Toimte: 3 Speed: 14

atrenpis 14
Dlexperity 14
Clengiration 14
[niclligeren 19
Wl pareer 16
Hravado 114
Peneeptios 15
Appearaince 112
Slaming 113
| Py ]

Ehills & Equipment: i
Swnrd-16, Baw-13, hies 6 5er 14 compéand bow and o costom brosdasand
Hotes:
Cinly slipinly nsese. Helishes 2 good challenge, Conning and
unpediczable.

He wears a black bodyzuit {8/2} with dark gray 1050
carppace and helmet (tal of 16/6). It is all quite stunner-proof.
He carried a black compound bow, with the polleys protected by
triangular sleeves, and TL13 titanivm broadsword, of medicval
European siyle. And ever by his side is Danicl Sandino.
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Daniel Sanding |
Apes 31 Heighe: 180em Weigha: Slkg
[ty Proimte: M1 Speed: 13

Strength t1Z
Dexianty 114
Constizicn : 11
bpeliipemcs £ 9
Willpower H'
Trvado :
Pereeplion 113
Appmnrcn i B
Stamina 113
Power 5

Skills & Bquigenent:

Rifle- 10 {specific 1o Springficld 2004, +3), Kalfe-T. His a Speingifeld rillz
andl a bowie knile.
Hiles:

[Eaass poudy wha would gaher shoot or fiab someane in the back miher than
confront them, and who likes nething moes thim & helpless appoesent w bully.

The pair will almest always be accompanied by o handful
of the more clite raiders. If at any time, as prisoners, in combat,
or whenever, & character demonstrates w Ud that they are agénts
of the Time Patral, his eyes will grow wide, he will goickly pat

[ down the pockets of his outhit and ten mutter "Damn!®  Then,

mming to Sandineo, he will zay "1 left the Anohilator &t homel”
He and Sanding will then agempt 1o withdraw, as discreetly as
cirgumstances allow, waking as much of their gear as possible,
and then Jump oul via Matrix or other device back on the
flagship, doubtless to foment other mischief elsewhen, Ud isn't
rally afraid of the Time Patrol ("What, those pathetic
moralists?"y, but he actively cultivates the impression that be is,
Besides, if the Patrol iz involved, then this larest amuozement iz
pretty much spaoiled, anyway. Once the raiders notice thag Ud is
one, they will quickly become dispirited, retire 1o their ships
and leave. Sorcerous captives may be ordered released by Ud, or
might be able w convince the raiders that if they could make
Aszam Ud leave, then they are nof to be messed with,

If the invasion is thwarted, Philo will compose a glowing
report, describing the intrepid charaicrs as "stalwart heroes, the
best agenis it has been my pleasune 1o work with in all my years
with the Patrol.,.” While the characters will probably not
recopnize Assam Ud (he changes appearance regularly), the
jebricfing officer will recognize the medus operandi
immedigtely, and recommend the characiers for commendations,
or @l the very least & favorable note in the personnel files,
Shoold they actually kill or capiure him, they will certainly
receive conzideration for promotions, more challenging azzign-
ments, or brownie points wwanrds coveled "free-agent” status,

Primary Game notes - Characters in the Primary Game
nay have cerain advantages and dizadvantages, Assuming they
tnd here fairly early in their careers, they are likely to be poorly
armed and armored, and not have a lof of cazh w spend. The
Matrix will be discharged, stranding them for a few days in the
e, whether they like it or not. They might be able to trade
some of their rinkets and haobles for local currency, bul odds
we (hat the traders who make a living here will notice the
tharacters are "hard up”, and offer lower than nommal rates for
iy goods the characters try 10 sell. Displays of magical powers

will be greeted with the ussal awe, but will not get the characters
iree Food or lodging, and may aroose the ire of the Iocal milia,
especially of locals are sctually threatened, Those chamcters
plying above average levels of uselul skillz {fGrst aid, carpeniry,
elc.) may be able o keep themselves in adequate food and
shelter off the fruits of their labor, and might be able 1o sneak 5
few hours of personal effort besides {making their own spears,
ete ). For vagranis, well, slavery is alive and well here...

For dramatic effect, the Matrix will be recharged and
ready to jump shorly afier the raiders make (heir landing. Since
the characters have no repotation as a temporal police w Fall
Pack on, thiz gives them a quick oot il surrounded, oumombered
or in danger of imminent capiure,

To have any chance of thwarting the rad, the characiers
will need an edge, Specifically, they are likely o need guns.
Wihtout some sort of significant force multiplier, their options
are “run, hide and cower”, which doesn't really maks [or o fun
intrcduction i the game. Maturally, the characiers can Aes own
like everyone else, in which case they will be able (o Jump from
a point of relative zafery, but the GM can alwavs provide a
"hook” o give the chamacters reason o Slay in wwn.  For
inztance, there might be an imjured litle gicl a characier is
tending. She 1% oo ill to be moved, and it would be a errible
gl 1rip 1o just leave her 1o the ender mercies of the raiders, O
perhaps the characters have a useful bur immovable object that
they jumped in with, and the raiders would surely destroy or
steal it if they ke the town. A good example might be a
vehicle, which the characiers appeared in the village squane with,
It can't get oot of the narmow streets, and Assam would surely
stick around for an extended period ooce he noticed i, Or
maybe a character or two fell afoul of local law, and is currently
locked up. The raid will disperse any guards, giving the
characters a short window 1o break imo wherever the character is
held and free them belore the miders are too nomerous 1o avoid,

Background - Minoans are striking in appearance, with
long black hair, dark skin, large noses and thin waists, While
these [rails represant an artistic ideal, it is & good bet that o furge
portion of the population was ¢lose (o this. The Minoans wese
very advanced, being amaong other things, the first civilization o
have indoor plumhing. They were also alone smong the cullures
of ancient Europe and the Near East in not glorifying war in art,
History does imply, however, that they were competent in this

ficld when the necd arose,
P By
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34 Winehester M5 030 400 S0CE20 o1 RIFL USA- 300 -81 B-12 HOEE AT : b e A
55 Roger M-77 AFR 4/ 4 +3 -1 RIFL USa 4.0 8 10-12 b || B Bl e = 12 30° .5
o I3 56 Browning MTE  Bmm 47 60+ ST RIPL LS 385 57 1142 W0 1 881 14 2 Ca e
108 57 Ruper Mini-14 556mm 42 50 +2 -1 RIFL DEA 330 57 1112 MK 30 SAQC 4 2 A0 10 16 |
.. 38 58 Calico M-100 el e L B L o s B 0 1 et B o W R e e 501000 AT 4 2 An T4 3
-39 39 ColtAR-15 556mm. 43 49 42 -1 RIFL UsA 365 57 11-12 G0 30 sAaC 4 2 A5 o o151
;ﬂig & Bake Sporier 24340 51 +3 C1RIFL FING 34D 57 1l1-12 40t 581 3 2 z 1016 5




TimeLords™ Firearms Reference Sheet

Tin

Milltary Rifles Thrr
& Mame Cal. RC DVIA Init Skill Mae Mass Bulk Tech Lev, Cost Clip Action ROE H R Cl.Masz AV BF Notes il
6] Coll MIBAZ 556mm 43 49 +2 -1 RIFL USA 385 §7 1112 600 30 ABC 10 2 M 45 9 16 L7 |
62 FN-FAL T & Af4 86 £ UUUHIEL BEL 455 8§ 10a2 D00 E0 ATIC 11 2 M &5 2D 1 5
83 AK-47 T6Fmm 44 54 42 -1 RIFL RUS 530 &6 1012 400 30 ATC 10 2 M 50 11 15 147 3
4 Calil SAR € SEmm AN AR A RIFLO TSR d6s s Ay w00 S0 AT I3 2 M 108 14 L a4
65 Ullmsx 100 556mm 43 40 42 .2 RIFL SIN 615 57 1112 1000100 ATC 9 2 M 175 9 16 5
5 IDBAR 762mm 44759 42 .2 RIFL USA 950 S8 941 500 20 ATIC. 9 2 M a5 11002 6
67 M-14 T6dmm 44 ST4+2 2 RIFL USA 510 S8 G512 400 20 AT 11 2 M 70 12 2377 7
68 HE&K G-3 Tédean Al S5+2 -1 RIFL GER 530 57 1112 900 20 ATA 10 2 M 65 12 16017 §
&0 AUGcarhine 5.56mm 43 49 +2 +0 RIFL AUS 400 &5 11-12 1000 42 ATC 11 2z M .70 & 11 7 9
0 HER G dGase 43 50 42 300 RIFL GER 300 5 1Z0 1500 500 ABEL 10 2 M 35 810 & P
Shotguns ¥
# Mame Cal. RC DVIA Init Skill Mat, Mass Bulk Tech Lev. Cost Clip Action ROF H R ClMas AV BP Note: 10
7 Reringion 870 12gn 2/3 32+2 -1 RIFL USA 410 &7 1012 300 7 LAl 1 2 T A ek 11
92 TthacaMapi 10ga 27 34 +2 -2 RIFL UsA 510 5% 1092 430 3 S5A0 203 - 11 20 iz
73 Stevens 150C  4l0pa 22 1% +1 +0 RIFL USA 250 S5 5.0 100 3 BI 12 2 =i pield 13
747 Winchester 1901 I0p&20 3542 -1 RIFL USA 410 58 &5 A IR T ] I e 3 4 14
75 SPAS12 12ga 24 3342 -1 RIFL USA 470 57 1112 300 7 SAM 2 2 - =10 161 13
76 USAS.IZ 12ga 273 3242 -2 RIFL KOR 650 57 1112 1200 28 ATC 6 2 M 200 1D Ia 16
71 Siriker 19ga 2/3 31 42 -1 RIFL SAF 500 3% 1112 500 12 RV S T T T 1 T e 1
TR W Pk S 1 2ea 28 A0 411 RIELUSA S000 mMipag ose0 3 LA 1 2 Mo - 1000 Knls
7% Jackharnsmer 12ga 2/% 30+2 -1 RIFL USA 560 54 1112 700 1D ATC 4 2 M 140 10 14 & W
80 OlingHEK CAW 12z 33 34 42 1 RIFL USA 440 385 12 0010 ATIC. 6 2EMEBS 9 10 4s o
Maching Guns I‘f

& Nume Cal. RC DVIA Init Skill Nab Mass Bulk TechLev. Cost Clip Action ROF H R ClMass AV HP Naies i;’
il Ma-34 792mm 54 5% +2 -3 HMG GER 180 5% G0 400200 ATE 15 2 M 600 13 12 .~
B2 Marim gun A3 54 60 2 o HMG USA 2200 5E 8D BOG 200 ATE 10 2M 6DD 13 22 b
83 30cal Browning 303 54 60 +2 .3 HMG USA 246 §7 9-10 300 M ATE 10 I M 600 11 19

RN Heawaing. SOeal SHO10942 -5 HMG USA 600 M1 9% 2500 00 ATE 10 T M 200 16 40 Sy
85 MEOLMG ~ TEdmm 464 57 +2 3 HMG USA 163 S8 1011 120020 AT/E % 2 M 580 11 20 [}
Ninck Powder Wenpons ?'._;11

§  Mame Cil. RC DVIA Tnit Skill Mat Muss Bulk TechLev. Cost Clip Action ROF H R ClMass AV TP Nows = 2
86 Handeannon  12mm 172 14 40 +1 PIST GER 210 53 5 a0 1 SSAM 1 2 - 13 11 77
#7 Handeanran  10mm 1/2 12 40«0 PIST GER 430 83 5 S50 3 BSEM 12 e 28
8% Arquebus 17mm 22 19+ 2 RIFL .- 730 &7 56 300 1 SSA-M. 1 2 - 15 126 2
B9 Argquebus 15mm 22 1780 3 RIFL. - 132 &7 56 B0 10 R¥-M .1 2 - =426 a0
20 Blunderbuss 183mm 33 24 =1 +0 RIFL L0 55 67 S0 1. 531-F 1 1 - 15 18 1]
GL Whating gin l&mm 21 5240 3 RIEL 0 170 Mis 67 80 1 SSR 12 - 17 1% 32
92 Hrown Bess l6mm 22 20+ .2 RIFL USA 470 510 67 450 1 S5.-F 1 2 - 17 35 34
0% THEREER R 12mm 32 A0+l -1 RIFL O USA 4000 58 67 A SSIEE T 2 - i E 4
94 Fowlngpiece 19mm 23 26+ 1 RIFL - 480 8% &7 250 1 S81F 1 2 15 128 5s
05 HallCarbine’ ' 12mm 372 35 41 -1 RIFL USA 3607 &% 7 A ssNE 12 - 15 20 .
96 Sharps 1853  12mm 32 35+ -1 RIFL USA 340 545 7 950 1 8Si.-F 1 2 . 14 20 Sk
97 Colt 1861 e et =2 PIST USA 1300 80 a0 6 RYR 1 1= o2 led -
9% ColtDragocn  12mm 32 2% +1 +1 PIST USA 190 52 7 a 6 RV.P 1 1 13 7 2
99 Pepperbox Smint Ifl 15 +0 +4 PIST UsSa 50 &4 7 1500 6 RYP 31 [ a7
100 Gambler's Ace 10mm 172 20 40 44 PIST USA 40 S§1 7 0 1 SSA-P 1 1 12 3 f;j
Archale Projectile Wenpons 4l

#  Hame Cal. BC DVIA Imit S0l MNa. Mass Bulk Techlev, Cost Clip Action ROF H R ClMass AV BF Notes 2]
101 How 10 - 21 100+0 +1 BOW . B0 VS0 2+ 00 - s TR . G2 a7
102 How 12 - 30 1ATE +1 BOW 100 ¥sAl 3k Y i 4
106G How 14 - 31 0[+0 +0 BOW 120 Y510 2+ 150 = 6 12 a4
404 CompaondBaw 10 - 21T J0F40040 BOW - 250 VS8 11+ 180 : S s Stuv
105 Crosshow 12 - 31 141+] -1 CROW 340 57T 4+ 130 a5 i 3 =il L] "
106 Crosbew 15 SOyl I CROW. - 380 5 A« 100 - RS e R SEE a5
107 Crasshow 15 . 31 23141 +0 CBOW - 210 57 1012 250 - 8§l 2 - - 6 4 A%
108 Crosshow 18 B 32T+] AU CHOW 5 430 5 4+ 4000 = 330 ¥ b T
109 Crasshow 21 31 441+1 -2 CROW 510 58 a4 700 - 851 2. g &
ORISR e e S Rl 120 VR "'1' e i Mari
111 Average srrows, b - - B0 VS a4 m - - TR g
112 Taptamows 6. 08 - -8l 2o B0 Vel A 0 S Y 48
113 Shing - M1 Bli+0 +1 S5LNG A0 VS 2+ 2 =] - Yy 49
114 Slingshot CEOGAME AT SEST e 3 s 10 SE ) B, 50
115 Blowgun - 11 4+ #1BLOGN - JOVSID 2+ 10 5 s s T 51
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TimeLords™ Melee Reference Sheet

Thrown Weapons

= # Hamse LY LA Tt Skall Mass Bulk  Cost  Lepgth TechLevel H AV BPF Mokes _a
| Shuriken i 4l +1 +)  SHEK A5 WEA 5 LI 1 i Bl
2 Throwing knifs ) | +#) THKM 320  wsi 10 el SR T RN S B
) ! Throwing ax ] O -2 THAX 1.20 Bf2 25 30 e e R ot
: 4 War dart _' (7 S| )} DART 40 82 20 30 e e B B
§  Rucreational dart 2 +2  +0 DART .10 VSn 4 A0 i e e
b Bolal ) | f | -3 BOLA 50 83 20 A0 1 L B R
T Bolall || BN <1 BOLA 104 54 40 1.0} i+ 1 &4 FCHE
B Spear ik +1 3 TsPR 20 W53 50 200 e 1 g 10 E
7 War boamerang T +] 1 BMRG Al sn 1 35 T 1 8 2 B
Axes and Polearms
¥ Name DV __JA  Init GSkill Mass Bulk Cost  Length Terhlevel H AV BP Notes
o 10 Lumber ax 171 T AX 210 E ] b 1] i+ prI AR b L
T 1t Hiichet T AX Tl 5 an A0 34 i ke
11 Banle ax 161 «+] -b AK 2.0 515 100 0 3+ 2 18 10 C
13 Maibek UL R0 ET R 4.0 a7 30 1.1 3+ 8 me N CP
14 Halberd 210181 +1 13 FLEM 300 5615 200 230 A+ e D e
15 Trident 9lx3F 4l S PLRM Al a3 130 1.5 At I ITELEE
16 Pike 241 +1 K FLRM 350 536 250 S.alk Ao A 2 I8 P
7 i1 :5pear 161 ] 4 PLRME 20D VENR a0 20 14 z B o100 P
Kiives
# Name i Imit  5kill  Maes  Bulk Cost  Lengih Techlevel H AV BP Mobes
5 1B Penknife A3+ 04D KNFE 1D VA 20 10 B+ ISR
1% Hunting knife BT 4] =04 KNFE 25 e 40 i EE 1 ik R
1 20 Bowie knife T+l -1+  HKMFE A0 el T 30 T+ i B B e
— 21 Mam-gauche ST+ -2-1 KNFE S0 ] Gl Al S+ 1 s R e o
11 Kukr LB +1 Af-1 KMFE Sl 50 10 ] I+ 1 i
0 Ky 8L+ 4 KWEE: A0 53 B A0 3+ 1R
Swords & Fenclng weapoms
i Mame ov [A Init  Skill Mme Bulk Cost  Length TechLevel H AV BP Maics
¥ Machens | +} -2 SWD Al 504 20 55 T+ | p IR o
5 Saber L3I ar3 EWDL LA ss T 170 73 54 e b ol )
LT X Shart sward 171H +1 <A1 SWD  LI0 8 130 A0 s e e ]
#1  Longeward 13000 +1 A3 5WD oA 50 Ly T I+ B i Janp
3 Hroadsward L2 +1 3 WD LD a5 250 A0 3+ 1 14 B CF
M Kninnin 2LIET +2 LA sWDEE D 5 1600 100 4+ A b T
30 Hastard sward 1604 +1 Sl SWD 210 an £l 1.0H] 3+ AN G Ff e
il Greasword 28T =1 SN CSWDE 360 alls 450 1.90 4+ 2 EEE30 CP
i1 Seimisr RN b S | S SWD e 205 2 A 3+ | R i e )
33 Tulwar 13111L +1 G4 WD 140 515 180 A a+ B e e
M Rapier 111 +1 P RAFR ] ] 18l ) S 1 E 4 P
35 Epee ]| +1 -1 RAFR S0 k] 150 ] S+ 1 a8 AEER
{Tubs npd Hammers
¥ Mame ov_ 1A Init  5kill Mass  Bulk Cost  Length Techlevel H AV BP Nates
1 Chhb 1400 +1 S CLUR 140 515 A0 Bl 1+ 1 s s
17 Billy elubyTranchear BIIL +1 -2 CLUB 1] 504 15 55 3+ | AETE
1 Sledgehammer 2510 40 A0 CLUB 500 5f2 4r L2 3+ I N i )
1 Mnce 1401 +1 S5 CLUB.Leh s 200 il a4 | B ]
il Spiked mace 150+l 5 CLUR [0 3 215 A0 i+ | Bl R el
Lol 41 War hammer 171+ <4 WHME 100 53 L) A0 4+ | B
41 L. war harmmer IS5+l i WHME 170 85 15 /I 4= 1 14 9 RP
41 Eock hammer i+ S0 WHME 25 arn 4 L] T+ e b b Ty
4 Military pick 1500 ] -5 WHME 130 S 5 U] I+ 1 9 & BP
alaves
& Name DV TA Init  Skill Mwmss Bulk Cost  Length Techlewel H AV RF Nates
45 Crmrserstalf 16141V +1 ff4  BTAF 140  WEA2 50 1.EQ 34 P
i Crude qiastersialf FELYST4IY 41 Al STAR L&D V&2 20 180 it 2 4 3R
{7 Bostick ETTVASTY 41 A4 STAF 130 WEAT 100 2,60 A4 2 5 & B
Martlal arts weapons
£ Name Dy A Init  Fkill Mase Bulk Cost Length Techlevel H AV BF Motes
4 Hunchnku il 0 5 METS B0 WSS 4l .70 S+ 1 4 R
& Tenfa 12 40 5 MRTs 100 35 40 Al 34 EHEE L
3 8 S| 3 -1 MRETS E0 V3 a0 A0 5= 1 14 4 F
i1 Kyokesulbladed eope) AL -7 MTRS L2 YSI5 10D A0 h 2 1 2 b R el e

B - Blunt aitsck - I'.'ull:irl.&"l.'l'-:n'.ri:..'l.p; niack P - Puncluring aitack  E - Entanpling altack

“i



TimeLords™ Melee Reference Sheet

Flexlble Weapons

#  Hamp DV 1A Init  Skill Mass Bulk Cost Length Techlevel W AV BP Nots
52  Leather whip alv 40 £ WHIF 120 VEI4 50 2,10 s ] i 3 & BEH
531 Cable whip v 0 Ak ) 31| L B T R L 1] .00 T+ i i i 1 1
54 Cala'nine tails e I 5 WHIP A0 WSE B ) L 1 3. 3 CE
35 Chen 211G S WHIR 250 Vah i || 1.0H firr 18 S 1I2E R EE
55 Muoming ssar 11 +1 -5 FLAL %, 55 120k B 4+ 1 1010 B
37 Flail 14 1 - FLAL 290 a1 150 1.0 B B e b
58 PBall ol chain 1T 0 - o FLAL 200 1] 130 A0 44 i 1610 B
I|'|1|rri,|1.'|.'dEd Weapans

i Mame I A - Imit  Bkill  Mass Bulk Cost  Length TechLevel H AV BF Nows
58 Char, light om -1 £ IMHW 200 L1 an a0 3+ -
B0 Chaly, mezlien I -1 T IMHW 40 L2 1] el 3+ ke R b
il Chair, heavy 1301 -1 4 IMHW 600 YL B L0 i+ o e )
&2 Tohle, Light o -l S IMHEW 3 VLA 1] A0 Ja T i
&1 Table, medizm 1501 -1 10 IMHW 10 VL2 1iK] 1.20 3+ pA L TR e
&4 Table, heavy 21T <2 g TMHNWE RS M 2 I+ 2 A B
43 Peal cue T -1 < IMHW Sl WAE a0 1.20 4 1 v Sl
a6 Billiard ball, threvm M+ 00 IMHWEE M ME ol a0 i+ 1 gl o
67 Larps wrench 1im  +0 6 IMHW 500 Y5 50 1 S 2 c1en2y B
8 Crowhar G0 40 & IMHY Leh W55 3 ol A+ e A R ]
&9 Lead pipe il +0 -5 IMHW 200 V5 i T 4+ I
Tl Rack, light (thrown] M+ G TMHWS 20 ENE il 115 1+ e B L
7l Reck. medium (toown) Al +HD +0  [MHW fli] | 0 1o I+ 1 & 3 B
77 Rusk, heavy (thrasn) 9Im w0 1 IMHW 200 82 0 el 1+ 1 10 10 B
71 Beer slein SlL =0 -1 IMHW A0 5 11 adad I+ 1 Aj el )
74 Dinner plate (thrown) S0 ) 0 IMHW: 30 a3 5 25 34 1 el
75  Panle, intact I 40 4 IMHW. 30 N i 25 £t 1 L LR
76 Haotle, broken AT a0 ao IMHEWS 20 S 1] 2 fit- i e
77 Beli hockle and belt sin -+ &4 IMHW A V5 in oD 4 1 3] RH
7% Bifle butl RIIL. =0 -3 IMHW - . - - 5+ el e ]
19 Pisiol butt 4111 +H 2 IMHW - - - = s+ 1 - < B
B Sap plove AV 40 <1 IMHWEEEADT Al ] - B+ 1 e
41 Brass knockles 4201 ) -1 IMHW | | B | i} . 4+ i a5 1 B
&2 Punch (SttIy. 0 =0 IMHW - - = : . - - -_B
23 Kick Gl +0 2 IMHW - - - . - - - = B
Custom meles weapons

A Mame DV  TA  Init Skl Masz Bulk Cogt __ Length  Techlewvel H A¥ BF Noles
14 FE e o o e B [l o Aol pots 1 B Sy Sl | i
&5 i TR S e b e e

26 i E o R ST I ot O E S P, e o I e e

BT B e m —_— e

R e MR e s T TR T s b SR

H9 o i S L ._.-'I— o= 1m ol
Lxk Sl s EE Tresona el b e - i iy SRR SR e ey Y T
Melee Weapan Motes

all stats are for TLS weapans or TL of first use, whichever is higher. Muliiply AY by TLJ5 for oiber perinds.

In peneral, weaperss with an additianal +1 LA will cost four times as much, while weapend with an additional -114 will be half cost.
Format is alwiys in the same order ns the "nates” section, Le. CF would mean diffecent stats were Cut/Punctuare.

Hafied weapens have halfin) the listed AVon the haft, which Is assumed to be 314 of the Weapon lenpth.

Hafted 1o0ls or improvised weapons will have one-guaner{n) the lizted AVon the halt, which is assumed 1o be 34 of the weapon lengzth
Weapans only deliver and ke halfin) damage Lo items used to Block with, but full damage to/from fixed targets.

Firearm MNotes

L. Integral folding stock

1. Deischable stock availshle (not included)

3, Siock is detachable with simple toals

4. Ment-atandard smmurnition

5. Awntlable in a variety of colibess

. Ins developmens, nat avatlable st fime of printing (1990)

7. Civilian versions available, usually w/semi-automatic actions

B.-Blmraack € - Cuttingfclenving attack P - Punciuring aitack  E - Entangling altack

s o A p-n..:-:.:.-_-l‘—'tE l-—]
S _—

JM-‘\-::

e e i e g e e R e [ R
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TimeLords™ Armor Reference Sheet

Hend

#  Mame Laocations covered AV BF  Mass  Tech Level Cost  Motes

1 WWI and WWII helmer  Skull B4 o 510 a0

2 PAGST helmet skl 126 5 0 11 &0

3 Mail coif Sloull, neck 102 6 2.0 4.5 )

47 Armes Skl fnck 115 T 3.6 K}

5 Leather helm Skull 42 d 250 3-5 a0

i Roman helm Skt 63 7 150 i ik}

7 Motoooycle halmet Skull 32 3 LAl 912 A0 -3 o Fes (herring)
% Faceplan for above Face 2 ek e .12 15

9  Foatball helmeat Skull 412 [} i R4 2n

10 Pooitall helmest Akl T4 1 Sk 10-12 4l -2 1o Per (hearmg)
11 Hard hat Skeull 32 3 A5 %12 15

12 Skimask: Skull, fnce 1% & L) §-12 3 ;

13 Bullerproof helmer Skull, face, neck 1477 f am 10-12 SO0 =5 w Par chearieg)
14  Bulletpraaf fecemesk Face 1 4 1,63 1013 A0 Orpen evcholes
Hands

15 Work ploves Hands 14 i 0 §12 5 3o lex

14 Weklling gloves Hands, forearms 28 1 ] 812 b5 o Dex

17 Mail gmmilets Hamds, forearms il 4 240 4-3 200 -3 1o Dex

18 Plae gaurilsis Hands, forearms 3 4. 350 -6 HL -5 no Dex

19  Heavy mitlens Hends K1 | 1 A 11 0 -5 o Dex

Feet

20 Tenniz shoes Feet Ln 3 Bl 812 0

21 Hiking baols Feex i1y | 4 150 112 &0

22  Hiking boots Feel 42 5 170 T-12 1

23 Moocaging Feet 20 2 213 2-12 n

24 Calf boats Fieet, calves 241 2 1D 212 Al

25 Calf beate Feat, cnlves i 3 L] 2-1Z o0

26 Heavy socks Feat, calves 14 2 ik f=12 5

Tersn

21 Padded cloah vast Torea 471 3 1.50 3.5 Al

28 Rulletproaf cuirass Torsa 115 1 n.n ] 200 Civil War (LIEA)
¥ Fele BP ves Thorsa 104 4 H.0H] k 200 1920 (USA)

W Flnk vest Toareo an e L ] 11 S0 WWIL . Mieimam
3 Level ] BP wesi Torsae 1ng2 4 1.10 11-12 120

12 Level I BP vest Torsn 1413 & 1.50 11-12 400

13 Level III BPF vest Tarsn i 1518 'K 2,50 11-12 a50

34 Level IV HP vest Tarso, shoulders, groin, hips 40050 15 115 11-12 G0 Reszicted availabiling
35 Full plaze Al bt hands ared hend 1145 1 3.0 30 22U

356 Mail west Torso o2 LT 4-3 300

37 Mail shist Tarso, shoulders, upper orms 102 & 11.0 4.3 500

3% Hronze cuirass Tarso ) 4 11.0 14 201

19 Cuir-bourlli vest Torzo 413 4 1.0 36 150

40 Heavy leather west Tarso i) 3 3 1-6 1

41 Haone lamellar veat Tuarse s 4 280 15 200

42 Shoulder pads Shoublbes, uppes chest 1| 1 Bl 4 My Spoeting ponds
43 Shoulder pads Shaukders, upper chest A5k q 1.50 112 i Spodiing poacds
44 Denim jackat Torso, krms 1 2 1.0 &-12 Al

45  Thermal underwess Torsn, arme oy | L 7-12 1 1/0 v, cald

457 Heavy swester Tores, arms 1 ] A5 312 Al

47  Leasher jackel Torso, arms m : 150} i1 1001

487 Heavy Leathes cost Torse, arms, hips, groin 32 3 100 312 200

48 Poncho Torza, arme, hips, groein, skull, neck 0 | i R-12 A 13 wE, wind

£ NS Edbreaker Toarsa, s 0m | a0 11-12 AF 10 v wind
Logs

51 Bronpe groaves Shins, knees el 4 . 14 5t Front & back coversge
5% Bucel gremves Shing, kKnees i 1) 550 i b 20 Froml & bockcoverage
53 Plactie shin guards Zhinz 2 2 1] 112 Ly Speding poads
84 Enes pinds Knees an 2 7] 10-12 1 Spoding poods
5% Hippads Hipi_ | 2 0 112 1} Sporting goads
56 Gridn proiecior Girein i f 3 A0 10-12 10 Epeding podds
57 Ballistic groin protectar Gredn, hips {frond) 1473 3 Rl 11-12 120

57 Dendoijesng: Higps, legs, groin 1] 2 0 8-12 )

5& Thermal underwear Hips, lege, groin 05 0 by =] 712 10 140 s, ok

5% Bripandine skiriing Hips, grom, tughs [T 3 .00 4.5 1501

60 Lenther chaps Hips, legs 21 2 250 &-11 L




TimeLords™ Equipment Reference Sheet

Inckpocks
A Name Range  Life Copncity AV BP  Mms  Bulk Techlevel Cost Moics
I Belt pouch 2 kT I 2 ML) in o4 3
% Knapeack M | 4 150 il 3+ n
1 Daypk MILER 2 & 1.70 B2 4.8 20 mainfside pockets
4 Daypeck = ML & B0 M2 n-12 407 munfsida pockers
5 Medum pack bS50 2 12 380 M 4.8 60 mainfside pockels
6 Medium pack - % B 52 i 12 250 M5 712 100 mainfside pockels
7 Medium pack > MMSZT 1 i 170 MM 9.12 170 mainfside packets
%7 Pall pack - MEsd 2 24 580 MAD 48 B0 meinfide pockets
9 Full pack - MJESM 1 24 3.5H) M T7-12 130 manfside pockes
10 Full pack = MR SM | 16 24 Mo 0.2 H  meinfaide pockets
Talletries
¥ Name Range  Life  Capacity AV BP  Mass  Bulk TechLevel Cost Notes :
11 Shaving kit 5 30 days g 2 ] 70 82 4-7 30 sl razoc,soap, miror
125 Shaving ki : 30 daye 1 3 Al afl 712 30 gnfety rdrsospmimar
13 Toothbrosh & wotpaste . 30 days 1 2 25 A | 712 3
14 - Tuoilel poper e 30 days ] 2 % [ 5 LTS 1
Fire starfers
#  MWame Range Life Copacity Ay HE Mass Bulk TechLevel Cast Noles
15 Maiches, bax of 50 0052 20 seconds - 1 i 15 VA T+ I
16 Fling & steel a 4 i ok 7 a0 VA A J
17 Tinderbox & : V5 2 2 20 ¥ 3+ 3
18 Cigarcios Hliver ST A0 manes - r L a5 Wa B+ 2
THumination
i Name Range  Life  Capacity AY BF  Mass  Bulk TechLevel Cost Notes
1% il lamp 013 2 haurs il 1 3 a0 g -5 10
20 €hl lamp 1144 4 hours 21 nil 2 & 0 5 3-7 15
21 Thl lamp 45 B haurs Howil 3 1 A 5 =11 20
2% Carbide lamp 2457 10 howr - lkg cartade 2 X 25 5 8-12 an
2% Corhide . - = b 2 i L 8.12 2 Gives off ncefylene gas
24 Candle lantem 13" 5 bouors 1 candle 2 2 25 5 4-12 10
25 Candles, & p % hwars = ] 2 a5 L] 4-12 3
26 Penligh 1k 1dlbour 1 Typel i 2 B ¥a i 5
27 Flnzhlight SA0AD 15T hour 2 Type 2 2 3 il & H+ 10
15 Hewvy-duty Nashlight TAZM0 15K hour - 2Typed 5 5 b 3 B+ an
29 FPoriable searchlighe WIS BkNF mm 1 Typed 1 3 1. 52 10+ 30
30 Road flare A0 A min . | 1 0 8 By 1 DV alalas fnp. wpa.
31 Rond flare a0 15 min | i J0 g B+ 2 DY of 41 ns mmp. wpan.
37 Lighistick 1215 - 10 hour H 2 Al W5 10+ v :
shelter
#  Hnme Range  Life Capacity  AY BP Mnss  Bulk Techlevel Cost Mates
13 Rlankes, 1x2m = : F 1 q 1.2100 M i 15 AV ofdif stond
34 Sleeping bag YL 2 11 280 Ma 7-12 S0 AN of b6if stored
33 Sleeping bog = VIS Hdve cold) 9 QA M R-12 150 AN of & if stoqed
MG 2 man lenk - VL2 1 @ 6:20 MZ Ak A AN of A i swened
1T 2 manlent = = VL2 i 1 1. Bk M 112 150 AV of 1if staged
24 4 man tent = VL5 1] 12 A LKk MSZ 10132 200 AV af 20F siored
3 Tamp, Jxdm - . 2 12 A T} M2 f-11 15 AV af 8 if stoed
A0 Hammiock & WLSL L1 h] L] 51 04 10 AV of 2 if stoned
4l  Emerpency blenker 2 uses VL 0 2 g5 Ve i1+ 5 AV ol2ifswred
Eoating utensils
i Mame Range  Life  Capacity AV BF  Mass  Bulk TechLevel Cost Noies
42 Mess kit - E . & 5 1] M d-5 13
41 Mess kit - - - 4 4 Al SN2 L IS 15
44 Camgpeiove 2 howrs 1 fuwsl 2 d B 51 313 40
45 Fuel banle - 3 fuel 1 & A0 1 i ) 10 .6ilkp when full
46 Iecline tableis - Sil Tiers 1 | 15 Wa/ T-1F ]
47 Canteen, 1 liter £ 1 liger 1 3 ik L 4-§ 5 130kg when full
48 Canteen, 1 litce 1 Liner i 2 A5 & 0-12 T 1.13kg when full
44 Canl=sn, 4 liter = : 4 liters Z 5 T0 KA1 A8 T 400kp wihen full
3 Canbszn, 4 liter 4 liters L 4 a0 M1 9.12 1} 430kg when full
$1 Walerskin 4 liter 4 4lites . 2 4 A5 Mn 2-12 12 4:35kg when full
52 Thermes, 1 Liees I Lirer 7 | el 51 44 0 130kg when full
53 Canned Food I rnesl 5 z 1] & T+ 2 - supplies .21 waicr
# Drigd food I mesl 3 1 A0 5 2+ 3
55 Energy bars, 4 I meal 1 1 2 V&2 11-12 .
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TimeLords™ Equipment Reference Sheet

Electrical power
#  Mame Hange  Life  Capecity AW BF Mass  Bulk TechLevel Cost Modes
58 Type 1 bamery i - 1 1 1 M5kg VE B+ 5 ¥l arTLRx2 a TLY,
31 Twpe 1 bajtery - - kT 1 2z ADkg: Wan H 1 =4 acTE10xT a0 TLLI
58 Type 3 battery . = 15kI 1 1 JAikg WS/ B 1.5 x11 st TL1Z,x16 aiTL12
59 Type 4 batery g = k] 1 3 Ay WEN B+ 5 xBlawTLI4xM=aTLIZ
£ Salar panel . - Ak Mo 1 z A5kp 5/ 11+ 106}
61 Baler panel i . 1elhour 1 4 kg 52 11+ 150
62 Micro-generatar - 2heurs  GKSmin 6 3 1.20 =T 11+ 230 1 Fuel tank, nodsy
Radins
# Mame Ranpe  Lifs Capacity AW BF  Mpss Hulk  Tech Lewel  Cost Ioies
53 Pomable radio Pow 1  2Ijsec [ Typed i 3 2.50 1 tH 1000 wifshorowave bands
64 Transistor radia Powl 1klhouar 27Typel 2 % & i 10-11 A0 wishariwave bands
65  Ineegrated cireuit radio Powd 300how 2Typel 2 2 0 ¥sR 11-12 S0 wfehorowave bands
A Walkisaalkie Pow?2 HIhoer 1W0Tvpel 2 5 1.1 50 9.11 100 1. Ehannels
67 Walkie-alkis Pow 5 10kDhoer 5 Type | | 4 ~H afl 11-12 A programminble chan,
Other electrleal gear
# MName Ranpz Life Capacity Al BE Mass Bulk Tech Level Cost HMoles
68 Brnall calculator - ta - | 1 A0 VAN 11-12 1]
a9 Medaem calealator % Shlibour: 22 Typal 1 2 &5 i 11212 = holly propranimnble
70 Partoble computer - S0kNhour 4 Type 1 ) A 4 M 11 150K
71 Paeable computer =Moo 4 Tvpe 3 | 3 250 il it 15000
72 Small 1ape recorder = 10k hour 4 Tvpe 1 2 2 A0 VeR 11-12 T 2 howr recording cap.
73 Geiger counter < A0klhaor 4 Type2 2 3 140 51 T-10 2]
74 Geiger counter - 5D0Mfhour 2Twypel 1 2 30 V2 11-12 200
Aquatlc gear
H Mame Rarigs Life Copacity AY HP hiass Bulk Tech Level Coum Mowes
75 1 man ruhber boat - - YL 1 [/ 3.50 ki1 B+ AV of 4 if stoned
T6 2 men rubber canoe E i VLA 2 15 1000 MA 04 150 AV of § 1f aroged
TV Seuhatank = i S¥H) aclions 7 9 G j AT U4 A0
Th  Swim fing - - ; 2 2 1.0 i Iy 20 doubls swim speed
Climbing gear
#  Mame Range  Life Capacity  AWY BF  Masg  Bulk TechLevel Cost Modes
7% Hemprope, L.3cm diomeier  10m g 150kg 1 2 A0 L2 3+ 5 AV of 4 if sipaed
B Climbing rope; Tom dismener 10m ; 100 2 3 1] &2 B+ a0 AW ol 4 stored
&1  Wire rope, 1.5om dinmeter 10m p S0 q 4 100 LA T+ 15 AV of 20if stared
Oiptica
¥ MName Ranze Life Capacily AW RE Mazs Bulk Tech Level Cost Motes
&2 Rife scope - - fin 1 2 e 1 ] 7-8 250
%3 Rifle scops . F 1l 3 2 Al &1 B+ 250
B4 Rifle seope z T 4x 2 2 A0 51 B+ 40 Jow recoll wpns only
&5 Binoculars ' A iy 3 4 2.0 52 74 250
%5 Binceulars i - &x 3 5 1.50 in B+ 106D
%7 Pocket hinnculars : - X 2 3 i War 10 1000 double dorkness mods
88 IR eniperscope 10m 150k Mour 2 Typed 4 i) 4.50 S5 g SO0 wses IR spetlight
B Sinrlight scope S Dklheur 2Typed 4 3 L. a2 10-11 A0
0 Siardight soope - 2klhowr LTypel 3 3 1.30 52 11-12  1d
B1  Sicdight goggles - Ak o 2Typel O3 4 A0 1 11-12 7000
U2 Swarlight plazses - o= - 2 2 30 VG 134 SOKD
Dimarks
¥ Marme Eangze Lifs Capacily A BE Mazs Bulk Tech Level  Cost Moles
03 Molehook - - I} pages 2 i 220 52 T+ 2
B4  Small book 4 - " 3 ! L by | o 5
05 Medivm boak - - - ] ] 1.0dH 52 54 2n
6 Pencil, pen - 50 papes 1] 2 02 aMsl il ok
Miscellanenus
#  Mame Range  Life Copneity AV BF  Mass  Bulk Tech Level Cost Nouws
07 Insect repellent = fi hars B uges ] b Ja WEN A4 3 Effectivencss varies
98 Compass " - - 1 iz A | T+ i}
99 Wrisnwaich - - - 1 2 A0 WaEfl B+ 3l
L0 Diice, wilh pouch - 2 - el i 211 | A+ 20
101 Wire saw - y 3 T 10 W5/ 104 10
02 Sunglnsses - : - 1 2 A0 a1 4+ an
103 Farsraid kit - . -5 impairment & iy L T+ 3n
{04 Pistinl holster - - 1 wanpan 3 i WS 8l b 20
105  Blade sheath - - | wenpan 2 2 Wms VET I+ 20




TimeLords™ DV Reference Sheet

Pistols - TL11

Piztols - TLA-T Pistals - TLS

Cartridge DV Avg. MaxRC  Perc/Flintlock DV Avg. Max RC Matchlock DV Avg, MaxRC
25 ACP 111 fi 2 B 121 7 | Gmim T 4 21
a2 ACP 141 B 33 Bmm 16l 9 24 Emim b1 5 1
D short 151 ] 24 Qi 191 10 22 Smm 111 f 22
22 LongRifle 161 9 EFd 10mm 2l 12 22 10mm 12 2 22
A8 Special 171 9 33 I2mim 251 14 22 12mm 141 i 21
A5 ACT {1 1] 24

Ormm Para 21 12 33

Urnm caseless 23 13 i

J5T Mag. 251 14 33

AlMap. 281 15 LT

A4 bag. o 17 34

A0 Carbine 380 2 43

221 Firehall @l 20 33

Rifles - TL11 Rifles - TLa-T Rifles - TL5

Cartridges DY Avp,  MaxRC  Perc/Flintlock 0V Avp. Max RC Matchlock DV Avg. Max RC
4.59mm caseless 481 26 /3 10mm 201 16 32 10mm 211 12 42
375 Win, 481 26 443 12mim askoo1geap 12mm 2800 AT 2
5.506mm 401 27 5% [4mm 411 23 a2 ldmm 9] 16 2
0-30 a1 28 i lamm 471 24 32 16amm 331 12 i
Bmm Mauser 351 30 44 : -

-aLiE i Al afd Shotgun pellet maximupms (* Fired frem 1 2ga shotgon)

QOB (T62mmy 561 31 hT Type Wmm  155mm  ITmm 18S5mm  1%.5mm

243 a7l al A J.Bmm shi G 0 110 170 0¥

T.7mim Jap, IR 51 B.3mim shot 3 it 4] 15 1B

Tmm Mauser o N | 44 Imm flechelics F. 20 24 a8 32

220 Swill 58I 32 63

T 2mm MG S 32 54 Explosives

&mm Rem. g1 33 5 Type 0m 1m 2m Jdm 5Tm 8-1lm 12-1Tm
A0-06 GIT 24 M Black powder, . 1kg 30 15 7 3 1 0 1]

A58 Mag, o4l 35 414 Black powider, Ski &0 30 15 7 3 | 0

A3 WinMags a7l 3T a4 Mitroglyeerin,  1kg 5y 27 13 & 3 | 0
S00%Win Mag, 691 3R 504 Mitroplycerin, Ski 110 35 27 13 B 3 1

460 Mog. B2 45 a4 TNT, 1kg A5 2z 11 5 2 1 0
12.7mm MG 12T 56 T TT, kg o) 45 22 11 B 2 I
155mm MG 1430 79 64 TNT, 2kg 180 90 45 22 11 3 2
Xmm connon 1571 86 54 TINT, kg o0 180 90 43 £ 11 5
Shotpuns - TL11 Shotguns - TLa-7 Shatguns - TLS

Cartridge DV Avg. Max RC  Perc/Flintlock DYV Awvp, Max RC Matchlock DY Awvg. Bax RC
Imm flechetes* 161 o 14 2mm shos 41 2 1/1 2mm shol Ei| 2 1N
3Emm shoa(#2)* 71 4 i) | A shiod | <! 171 4mm shat al i 171
8. 3mm shoa{00)* 151 B H £mm shod 121 T 1/1 Bmm shot 10 i 11
10 sleg (4100 171 9 2 Hrmm slug 141 8 142 1mm slug 111 ¥ 12
15.5mm slug(20) 261 14 272 1 Smm slug 2112 12 112 15mm slug 171 ° 1A
ITmmslug(1la) 281 13 212 17mm slug 241 13 12 17mm &lup - 191 10 142
18.5mm slug(12) 3M 17 23 1&mm slug 241 13 13 [8nam slug 201 I 12
9 5mmmcslug10) 321 18 23 I 9mm slug 26014 13 19%mm slug, 221 M )
Melee Weapons DV IA  Melee Weapons DV IA Melee Weapoms DV 1A Melee Weapons DV IA
Hunting knife 6l +1  Moming slar 1111 +1  Mace 14111 +1  Tire iron Gl +0
Bowie Knife Bl +1 Flail 1410 +1  Spiked mace 15T +1  Small chair R
Short swand 121  +1  Ball and chain 11+ Club 1411 +1 Brokenbottle 411 +0
Longsword 131 +1  Leather whip 61V +0  War Hammer 1211 +1  Brassknockles  +311 +)
Brogdsword 141 +1 Catoninctails  2Ixd +0  Billy club 81 +1 Leadpipe 1001 +0
Kalana 211~ +2  Chain length 6lII +0  Quarterstaff 161V +1  Beer stein STL +
Greatsword 211 +1  Munchaku BT +0  Baseball bat 1200 +1  Medivm rock 6111 +0
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Armored

Mame = Pzll light tank

Seating - %,3

Iass - TAlkR

Carr Cap. = 1,000kg

Length -4.Tm

Width -2.1m

Heigh - 2.0m

Max speed - 35kph/10m

Acc/Dec = 2y 10m/fsec

ClimhyDive  -nfa

Tem mmode = ?'illilvb'.m

Range - :

Fuel capscity - 130 liters gasoline H"“‘““-———-F""j

Armor  Front 130 Rear Al
R . Side a3 Top il
L.5ide 85 Bodrom 4
Engine 15(12BF) Tracks 30(60BF)

Armament - 20mm autocannon, ROF of 3, 400 rounds carried
- MG-34 machine gun (¥51), 1500 rounds carried

Sighting mechanism - Main gun, +6
Tusres iraverss = | hex per phiss

Motes - Cerman light 1ank of the period 1936-1945, Machine gun
is linked 10 canmon for racking purposes, Afler being ouiclassed by
Later tank models, PziTs wese used Tor Light duty o occupation use,
ar were scrapped for the metal needed elsewhere in industry. Rear
engine.

Unarmored

Mame = PeTraSys Juno

Scating =6

Mazs - 1,500k

Carr Cap. - LiHWkE

Length = f,im

Width = 2.0m

Height -1.5m

Max speed - 300kph/A3m

AccDec = D0y Cmfse

ClmbDive - SmyfLimfsec

Tummode - 20

Range - 2,000k =

Fuel capacity - 100 deaterium cartridge

Armor Front 15 Fear in
R.Side 10 Top 0
L. Side 10 Honom 10k
Reactor LK 1SEBP) Grav 15020BF)

Motes - The Juno is the upper class equivalent of a jeep a1 TL1S,

It omly costs about 30KCr, which is at the lower end of the scale for
grav vehicles, and you get what you pay for. 1t sacrifices a great
deal of performance for this level of economy. Ite maximum relative
altimude i 3km, and it lacks some of the instrumentziion Contmon i
other grav vehicles. 1t does fly however, o subsiantial advaniage over
other vehicle types, The fusion plant can run ai idle for about n wock
on a single fuel charge, o it can be started (with a 5 minute delay) by
art on-board wurbine penerator {2 hour fuel supply). Like most grav
velicles, it is equipped with ej2ction seats, vehicle parawing, and a

30 second cmeTgency power reserve, The ejection seals are nol a5
armart or as kind as ose in mose expensive vehicles, and delivers a
DL3 whole body result when used. Like all high-tech air raffic, the
Juno has a remote coteol sysiem for use by traffic roeling compaters
but these can be manwally overridden. The normal configuration is as
an open-topped vehicle, bot it does have a reinforeed cloth (AV4) Lop
far loa-3 wavel in raimy or ather poor weather, Replacemen
fuel carmidges mass 23kg, and cost 5 each (Z00CT with rade-inj,

Armored —
oo .

Name - M0 Armnored C‘ar/‘
Srating =
Mass - 6,300k LY
Carr Cap. - 1 100
Length - 50m
Widih -25m
Height -23m
Max speed - 90kph/25m
Aco/lec =3 oo ;
ClimbyThve -nfa
Tummode - gﬁu
Ranpe - km
Fuel capacity - 210 litess of gasoline ~—
Armor  Froml 0 Reur A

R.Side 40 Top 30

L.5ide Ay Baoltam 30

Engine  15(12BF) Tires IH4BP)

Armament - Mone, bat M2 Browming (#3843 can be moanted

Sighting mechanizm - 1
Turred Irjvesse -nja

Motes - This vehicle entered service with the LS, Army in mid-
WWII. Vehicle is currently in service with many Third World
countrics. A variant of the vehicle is cquipped with a 37mm cannon
terret instead of the open op and ring-mounted maching gun.

Unarmored
Mame - VW Bestla
Lealing -4
Mazs - §20kg
Carr Cap. = A50kp
Length - 4.0m
Widih - 1.Am =
Height - L.5m 8
Max speed - 230kph/36m s ;
AccTec - SR fsec :
Climbh/Dive  -nfa =
Tum mixde =7 \
Range = dBlkm -
Fuel capacity - 40 liters gusoline
Armor Fron 3 Feir 3
R.Side 3 Top 3
L.Side 1 BEolom 7
Engine S(TBF) Tires 2B

Motes - The everlasting VW Bug. Produced in various forms fram
WOWIL 1o the present Cin Mexicoy, 1 can be Found in most regions
af the world from 1930-2000AD, Damaged VW Bugs can never be
completely repaired. At least 1BP of damage will remain on &ny
non-replaced component 10 act 35 3 constant source of worry 1o the
e, but this will nod usually affect performance. Rear engine,




Marme: Horse
slrengih 125
Dexiesiry 10k
Constitulion ;10
Intzlligence @ 12A
Willpawer ]
Hravadn r g2

Lenpii/Height: 3m

Blass: 4500

bax velocary: Lamfsee

Frelemed habitn T/

Spec, Attacks: Biw, 101V, Hooves, 25000

Perception ¢ 10 Body Points 170 Armor Walue: 2
Appearamca ;10 Speed 17 B Yalue 200
Smmina - Sure War: x5mwx2

Pawsr 117 Armor Material: Leather, 100

Naotes: Standord horse. Some stats will vary depending on how the horse
s raiged. Skill with bite is &, and with hooves is 7,

- | e -|. Y
i " o
P e

Iame: Elephnnt
Srrength 45 LengihyHeighi: fm
Desterity :12 hlass: 4000k

Max velocity: 11mfsec
Preferred habitar E/FIN
Spze. Atincks: Tusks, ST, Trample, 130T

Armor Valus: 2

Comstimntion 3 12
Int=lligence @ 12A
Willpower  : 18
Bravado = B

Ferception ;% Bixly Praints  : 200

Appearance @ 8 Spaed 128 Food Yales = 2000
Sramima 25 Size Var: x251w0x15
Pawer =50 Armor Material: Leather, 300

Beotea: Will generally wavel in hesds of 10-30, and have a fair degree of
herd boovalty and will defend their own, They will iramples o ﬁm if
threntened, and cin thraw o man up to Lm with their irunk. Skill with
tuzks and trample is 11,

Mame: Brown bear
Strengtle . 1)
Dexreriny i 8
Comstitution @ 16
[niclligence  : BA
Willpower %

Lengin/Height: 2.5m

Minzs: 450k

blax welocity; 1dmises

Preferred hobisan T/HM

Spee. Arscks: Paws, 1001154, Bite, 2000

Birnvndoe 210

Perception 2 10 Body Poiniz 1 70 Armor Value; 3
Appsarance 3 7 Speoed : 14 Food Value 160
ELaminn =12 Size Var; xS5toxlS

Froower i i Armor Material: Leather, 50

Mates: The brown bear will nat umulgr sitack if unprovoked, and is more
likely to walk ar mn off if approached. Usual anack is 1o knock prey
sengeless with pows, and thea bile to finish the job, Skill with paws is
10, znd with bile is 6.

Mame: Woll

atrengih ET Length/Heighs: Im
Dexterity H 1) MMass: 45kp
Constilution - 12 Mlox velocity: Tdmyses

Preferred hobifat; T+

Intelligenze 144
Spec. Amacks: Bue, 1211

Willpower  :Z0
Bravada 16
Perception . @ IV
Appearance : [
Staminn ;16

Fower 3

Body Points 22 Armior Value: 2
Speed : 12 Food Vale @10
Hioa Var: z510x1.59

Armor Material; Lenther, 12

Mates: Will genemlly work in pocks of 5 10 20 imdividunls, with one
one lender, who i2 geoesally larges then the othees. Tley will follow
prey, harmyang itunnil it can na longer ghe. 10 e leader & slain, the
tesl of the pack will temposanly disperse, Skill with hite iz 7,
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Extra character silhouettes

Domage Level Reference

Balkes than having e look up the Damaege Level yoo ke froen every bt on tbe UMC, yoa can write down what
OL yon ke froe a glven smonnt of damage and wmie @ i on the charscter sheel directly belvw vour =it
Bathes than hevisg e figiere out thess numbers one by one, the following list gives yau the approprise
smeimle for characlers wilh 25-40BP, ko ir, with masses herween S4kg and 14dkp, which will cover most
human and non-haman chameiers Ones you have theee pambess in plece, it will help gpoed vour combats and
lnke somme elfam off ke GR.
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Mail gpaunilets 61 |Spear 181161 +1 [387Mogrum 25 14 TA)  Ix 17-18 17-17 17-18 14-14 L.Shoulder J
Plate gauntlets  7/3  |Knives A1 Magrum 7 ER |- BLA)  1x 2023 18-19 18-22 1519 UL.Am
Faet Hunting knifs SIS0 #1044 Mapgnum I 1T DAl 1x 24-25 20-21 23-24 20-21 R.Elbow
Tennis shoes L |Bowie knife BT <0 |Rifle KTy 2x  26-28 22-26 25-27 12-22 R.Cheir
Hiking boots X |Swoerds 30 Carbane i1 20 LTy 2x 2831 27-20 2530 23-23 Chesl
Trars Mncheie o[ H] |4.7mm caseless 4R 26 12(T) 2x 3234 30-30 3133 2530 L.Chest
Cluh wes 4_|'I Sl sword L2000 41 |.375 Winchesier 48 26 L3AY  1x 35-38 31-32 34-35 31-32 L.Elbow
Flak wasa i | Longsword A +1 |556mm MATD 49 20 14(A)  1x 37-39 335 36-3% 3335 RAm
E”‘: {[""’F'l igﬁ i"lﬂdg“““l ;Tgﬁ: :; f':":'E'M EE' gﬁ IS(T)  2x 40441 36-38 3940 3636 R Abdomen
wal I ves 3 ntann mm Mnuser & >
Lewvel [T vest 18/ |Bastard sword 160741 41 [.303 British b 3l | lfﬂf EI ﬂﬁﬁ 1;:5. :_:: :I:i_j: :_TETNI.
Level IV suit 4030 | Greatsword 081 41 [T6ImmNATOD 56 2 L R R e L iidns |:|
Flase armor 1145 | Rupisr 111 41 |[7.7mm Jap. 57 31 s L S e B e e
Mall vest 1072 |Bpes ol 41 [Tmm Mauser 57 31 | IA)  Ix 50-51 4647 49-50 4647 R.Hand
Rronzecuimss 63 | Blunt T9mmMG 58 32 | 2L) 1x 5236 4852 51-56 48-50 R.Hip I
Cudr-banrili A2 | Clab 40 +1 3006 L 34 2Ly 1x F7-57 5353 - 5l-3] Cmoin :
Denim jncket 170 | Truncheon BI  #1 [A458 Mapnum il 15 IHLY lx 5K-62 54-56 57-62 31-56 L.Hip I
Legs Macs 1400 1 | 338 Win. Map. a7 k) A 1x 6364 57-58 6364 57-38 L.Hand
Slee] greaves 1175 |Spiked more IS +1 |00 Win, Mag, 64 kL 2L Ix  A5-T0 30-p6 65-TH 59-46 R, Thigh
5||5r.! g_'l.l.a.fd& A2 |War harmmer L2 #1480 Magnum R2 15 25l s T1-76 6T-T4 T1-T6 67-74 L.Thigh
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..We had just finished wargaming for 1he nlght when |t happened. Jasper reached into his khaki
knapsack and brought out a chunk of lava he had bought at the local Geology Club fundraiser back at
| school. It seemed abnormally heavy, so out of curiousity, he took it out on the back porch and
dropped it on the cement. The hunk of lava broke into about a dozen pieces, and from ils center
rolled a shiny crystal. It was unbelievably heavy for its size. We were passing the thing around,
speculating on whether it was man-made or natural, how it got into the lava, etc., when it got to Tricia.
She must have been bored at the time, wishing she was someplace else, or something like that,
because the thing began to glow red. It hit everyone that we were dealing with some sort of alien
artifact, but by then of course, it was too late. "Get rid of it!", Eric shouted. "l can't let go!", Tricia
screamed frantically. By then the thing had cycled from red to orange, and then to yellow. It then
went from yellow to a searing blua-white. It was at this point a shimmering field appeared around the
crystal and Tricia’s hand, and expanded right through all of us out to about 20 feet in diameter. |
blacked out.

- Memairs of a Time Traveller

TimeLords. Where you can design and play the most challenging character of them all...yourself.
The system lets you use your present stats, or any alternate persona you can think of, the character
you are, or the one you would like to be. Thrust through unknown time, space and probability. to go
home you must learn to control the awesome forces at your disposal.

Incredibly detailed, incredibly accurate, the universal TimeLords system works in any place, fime or
genre, with full rules on all forms of combat, sections on time and dimension travel, and the ability 1o
adapt to any type of playing or GM'ing style.

Players also have the opportunity to join the Time Patrol, creating
characters from the ground up, from any period or background, to act ‘ 240
as agents of this elite force. |n the patrol, you can help preserve the
prasent by foiling plots in the past. Or, just use the TimelLords ‘H ‘H
system as base for your fantasy, science-fiction or post-holocaust
campaigns. The possibilities are endless. 7809432185110

There is no place you cannot go. Adventure into forever. Be a
TimelLord. [SEN (-843801-10-8 BTRON]
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