












CHAPTER 2

WELCOME TO THE CORPS

When you become a time-traveler,
you gain a passport to everywhere
and everywhen. In the interests of the
Time Corps, you may travel to vir-
tually any time and place in the Con-
tinuum. Duty may call from the ear-
liest reaches of history, or from the
latest - Earth in 7192. But it takes
more than a passport to travel; it takes
know-how and talent, too. This chap-
ter explains the basics of time-travel
for new agents, in the words of John
Watkins, Commander of the Earth
Specialty Division.

THE ADVENTURE BEGINS...

Ah, good! New recruits! Welcome to
the 72nd century. I am Commander
Watkins, leader of your division.
Many of the concepts of time-travel
may be new to you - even the con-
cepts of time itself. So, we must begin
our talk with a brief explanation. For
some of you. this may seem quite
elementary; remember, however, that
most of your new companions know
nothing of the reaches of the uni-
verse, much less of the reaches of
time.

You are in the Continuum, some-
thing far greater than any planet any
galaxy, any place. The Continuum is
every place at all times. Earth and her
history are no more than a tiny strand,
barely discernible amidst its greatness.

A universe includes planets, stars,
and galaxies - all that we can reach
without time-travel. But that universe
also has a history, and when we add
this fourth dimension, the universe
becomes a Parallel, A Parallel is only
one universe and its history. There
are many Parallels, and all Parallels
make up the Continuum.

Parallel Identification

Some Parallels are nearly identical to
Parallel T-0, the "home" Parallel of
the Time Corps, though most of these
are younger and have not yet reached
the year 7192, Other Parallels differ
from T-0, some moderately, others
radically. For example, on a moder-
ately different Parallel, the British

may have defeated the Americans in
1790, with resulting differences in
history after that point. On a radically
different Parallel, neither Britain nor
America may ever have existed!

Finally, some Parallels are totally
alien to T-0: these cover universes
where completely different planets
and galaxies may exist; some may
even function according to different
natural laws.

Each Parallel is identified by a
code consisting of a letter and a num-
ber. The letters and their meanings
are:

T = Twin Parallel to T-0
M = Parallel moderately different

from T-0
R = Parallel radically different

from T-0
A = Parallel totally alien to T-0

The number in the code is simply the
identification number of the Parallel.
The code "T-0" always refers to the
home Parallel of the Time Corps.

THE HISTORY OF THE CORPS

Ages ago. back in the 1800s, the
visionary H.G. Wells considered the
possible wonders of time travel. In the
1900s, scientists hotly debated this sub-
ject working from Einstein's theories.

But because of the intervening
years of human expansion in the
galaxy and the devastating wars
which accompanied that expansion,
it was not until 7051 that scientists
had constructed crude devices that
allowed one or two people to travel
into the past Each of the major ga-
lactic powers obtained these ma-
chines. Unfortunately, the govern-
ments began to see time travel as a
weapon. With these new devices, they
could attempt to "erase" important
events in the past in order to destroy
or dominate their neighbors. In 7054
the Time Wars broke out, beginning
almost 100 years of chaos. Whole cul-
tures were destroyed, and many of
man's worlds were reduced to Stone
Age technologies. Several alien allies
suffered the same fate. Finally, all

those involved realized that the wars
were intolerable.

The Time Wars ended in 7154 with
the signing of the Temporal Treaty.
But the major powers soon realized
that no treaty would prevent tamper-
ing from outsiders and mercenary
travelers. Thus, in 7154, the major
powers jointly established the Time
Corps. They had "created a "repair
crew," an organization whose sole
mission was to travel backward on
the Parallel, restoring history to the
way it "should" be.

And there we were. To avoid po-
litical tampering, the three powers
gave us complete autonomy. We es-
tablished a secret headquarters, to
keep the mercenaries from wiping us
out. Originally, we planned only to
repair the timeline and disband. Of
course, with the aliens and renegades
in action, that became impossible.

The renegades are veterans from
the Time Wars who pirate their way
through history to enjoy a long and
pleasant life. Most renegades seldom
plan to cause changes, but they take
no precautions against them. Their
time-travel machines are crude and
inaccurate compared to ours; conse-
quently, they often cause problems by
the very act of traveling. Not long ago,
for instance, one of them popped into
50 B.C., and landed directly on Caesar
himself. What a mess that was to fix....
The Demoreans, on the other hand,

have every intent of changing history.
These are aliens from another Par-
allel who caught wind of our Time
Wars, and were drawn here like flies
to sugar. They saw the power that
time-travel created. Now. they seek to
change our history enough to bend
our Parallel toward theirs, toward a
destiny of their own choosing. Pre-
sumably, they hope to control us,
becoming rulers over all things in our
universe. Our job, of course, is to stop
them.

PREPARING FOR THE MISSION

Most of your missions for the Time
Corps will begin right here at head-
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quarters - HQ for short. Our location
is secret, so secret in fact, that most of
you will never know it. Your time-
travel machines are programmed to
bring you here, but you will never
know where "here" is. If just one
agent who knew this location were
forced to describe it to an enemy, our
cause could be destroyed. I'm sure
you understand our need for secrecy.

Nearly every Time Corps mission
stems from an incoming report of
alien or renegade action along a Par-
allel. The Sentinel, who once was a
time-agent, too, makes most of these
reports. From his position in the Out-
time, he can watch all existing Par-
allels at once, and notice any trav-
elers. But the Sentinel occasionally
gets lost in his own philosophical
musings, and we lose contact for a
while. During those times, an agent
may report a historical change before
we hear anything from the Sentinel.

Our specialty in this division is
Earth, and most of your missions will
take place on this planet. In rare
cases, however, you may find duty on
other Parallels, especially if their
history has somehow mimicked ours.

No matter what your destination

may be. each mission begins the
same: with a briefing. We assemble
your mission team here at HQ. and
provide the best information possible
about the situation you must face. We
explain culture and current events.
We outline the key personalities -
who they are. what they do, and with
whom they should be doing it. These
briefings are vital; without them you
have only Paranormal Memory or
your own Historical Specialty skill to
tell you how things should be.

After the briefing, your team must
report to Outfitting. Each agent re-
ceives bio-computer implants which
allow them to master the appropriate
languages. Those with Impersona-
tion skill may undergo advanced
plastic surgery. All receive costuming
and equipment for the time and the
challenge that awaits. .

TIME TRAVEL PROCEDURES

With proper costumes and equip-
ment your team reports to the Launch
area. Your chronoscooter awaits, pro-
grammed for your destination. After
you enter the vehicle, on-board sys-
tems verify your identity, then whisk

you to the time desired. Instantly,
painlessly, you arrive.

Standard operating procedure calls
for agents to set their scooters on
"vanish" immediately upon arrival.
No alien or passing peasant should
ever stumble across this crucial equip-
ment. The vanish mode sends your
vehicle backward in time at a rate
exactly equal to the forward flow. In a
sense, the vehicle hovers just on the
verge of "being," until you use your
communicator to recall it. You may
recall the scooter at any time, but it
returns only to the original landing
site, ready for the trip back to HQ.

THE BASIC LAWS OF
TIME TRAVEL

The Time Corps may not suffer the
rule of an outside government, but we
answer to the greatest force of all:
Nature. She binds us within the laws
of the Continuum, and we must obey
her to survive. As an agent of the
Corps, you must learn four basic laws
of time-travel: the Law of Identity, the
Law of Preservation, the Law of the
Time Barrier, and finally, the Law of
Death.


























































































































