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CHAPTER ONE:

You are a defender of history, an elite TimeWatch agent
plucked out of your native era and trained to stop saboteurs
from ripping history apart.

TimeWatch’s GUMSHOE investigative rule system keeps
the action moving during an investigation. As a highly skilled
agent from somewhere in history, you never fail in your areas
of specialty. Your training allows you to diagnose disruptions
in the time stream and track down the cause, making
conclusions that less capable investigators might just guess at.
The TimeWatch rules presume that you are a highly competent
badass. Who are you to prove them wrong?
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HOW D0 THESE RULES WORK?

TimeWatch uses the GUMSHOE rules system, but it’s fine if
you’ve never played a GUMSHOE game before. The crux of
TimeWatch characters is this:

» You have Investigative abilities, where even a single rating
point makes you an expert and you automatically succeed
in discovering a core clue without spending any points if
you have even one rating point. Each rating point gives you
a pool point you can spend to get an extra-strong success
or nifty benefit, but even when you’re out of points, the
ability isn’t “used up,” and you’re still an expert.

> You also have General abilities for things where you might
succeed or might fail. Each rating point gives you a pool
point you can spend to improve die rolls, but once you run
out of points, youre no longer exemplary in that ability.

THE BASICS

Eight rating points or more makes you an expert. You
refresh these abilities by turning in the action points you
gained from doing cool stuff.

The difference between these two ability types is critical
to understanding TzmeWatch and other GUMSHOE games.
It’s also unlike most RPG character systems, so it’s worth
mentioning early on.

WHO ARE YOU, ANYWAYS?

You are a particularly talented individual from some point in history
who was recruited by a TimeWiatch1 agent and given an easy choice:
live a life of mediocrity and die right on schedule, or become an
elite investigator with an extended life span who fixes problems in
the true time stream. Unless you like really, really brief roleplaying
games and want to go home eatly, you chose the latter.

You may be a particularly bright Neanderthal, a Mongol
raider, a famed aerial ace, a psychic cop from a futuristic
megacity, a reprogrammed cyborg, or a notorious interstellar
con artist. TimeWatch has trained you in history and chronal
theory, has given you a time machine and a weapon, and has
set you to guarding the history of humankind.

Time travel created innumerable threats to our existence,
and if you do your job right, we’ll never hear about a single
one. If you do your job wrong, you may erase history as we
know it. So try not to do that.

HOW DOES TIME TRAVEL WORK?

Time isn’t a fragile and precise clockwork where one small
change destroys the whole of recorded history, any more than
splashing your feet in a river stops the river from flowing
Thankfully for humanity, time tends to correct itself in the
long run. Here’s what to remember:

> Lasting timeline changes require multiple actions. .. unless
it’s one action at exactly the right time.

1 TimeWatch (italicized) refers to this game you're currently reading;
TimeWatch (unitalicized) refers to the chronal enforcement agency
to which the player characters belong.
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Time as a river.

» The best way to envision this is through an analogy. Brace
yourself. We may get pedantic.

Think of history as a great twisting and turning river,
impossible to stop and difficult to redirect. Small tributaries
of parallel universes and timelines meander alongside
it, occasionally intersecting, merging, and splitting away.
Unconnected time streams of distant timelines flow more or
less nearby, parallel, but never actually touching the main river
directly. It’s almost impossible for a time traveler to reach one
of those distant parallels without passing through the multiple
tributaries that connect them to the main river of time.

Small to medium changes in time can cause odd currents
and eddies, but it normally takes extremely significant and
concerted action to reroute the whole flow of time out of
the main riverbed; think of it as trying to shift an entire river
out of a solid part of its riverbank. Impossible to do, right?
Changing history is the same way.

If a saboteur strikes at a point where there’s a naturally and
logically connected branch, the effort becomes much easier.
These ate the places to head if you want to dam and redirect
the river of time. Reroute the channel of time at a branch
point by making a critical change, and the flow of history
easily slips into a new channel. Reroute it again, or have that
new channel slide farther away from the old branching point,
and the world as we remember it may fundamentally shift. If
no one fixes it, our wotld fades and disappears and is replaced
by new history.

Not many people remember who Aaron Burr is nowadays, but be
was a Founding Father of the United States, he killed Alexander
Hanrilton in a duel— and he was awfirlly close to becomring a traitor’.

Aaron Burr lost the 1800 presidential election to Thomas Jefferson
and thus became the third vice president of the United States. If a
time traveler made Burr president instead of Jefferson, the flow of tine
would be shunted onto a new branch. Most likely that branch would
soon merge back into the main flow of time, as it is wont to do, and
thered be some minor damsage to the time stream. .. but bistory overall
wouldn't change mnch in the long run.

But what if someone wanted to shift the timeline entirely? Another
change wonld be needed to force history even farther from its normal
path. Lets say that in this alfernate tributary of time, greedy time
travelers use Burrs position as president to create an independent
nation in the center of North America, just as the Burr Conspiracy
(and Burr’s actual 1807 trial for treason) suggest he was trying to
do. That reroutes history even farther away from the main channel
and into a parallel path. If they are nnable to guard their new nation
Sfrom American invasion, history will be back to normal within a few
decades. If the conspirators are able to maintain a sovereign state,
perbaps with the use of futuristic weaponry, history remains on a new
course unless TimeWatch is able to set things right.

2 You never hear about this stuff in history class, do you? That’s a
shame; there are TimeWatch plot hooks aplenty in any decade you
want to name. When planning (and even playing) adventures for
TimeWatch, Internet searches and Wikipedia will be your friends.
Use them early and often.




Itis at these junctures that your enemies often strike, and your
standard job as a TimeWatch agent is discovering disruptions
and restoring history. Your team will identify the problem, deal
with your foes, and restore history to its normal course — even
if you have to cut back and forth through time to do so.

WHO ARE YOUR ENEMIES?

Your enemies are legion. The easiest to deal with are newly time
traveling do-gooders who think that killing Hitler will solve all
the world’s problems, or who want to earn an easy fortune
through compound interest and upset the global economy in
the process. Occasionally you encounter rogue TimeWatch
agents driven insane by chronal instability or whose loyalties
have shifted; parallel universe imposters who try to take over
their duplicate’s life; and saboteurs from parallel and dying
time streams who are trying to redirect time to make their
particular future spring back into life. Most dangerous ate
uncaring alien foes such as the Europan parasitic hivemind or
the shape-shifting, insectoid ezeru. They strike at established
history from a hundred different angles, and only TimeWatch
stands between them and the unraveling of reality.

STRUCTURE OF A MISSION

A typical TimeWatch mission has a team of three to seven
TimeWatch Agents alerted to a problem in the time stream.
Anomalies are detected by technicians in a field office, or
more commonly in the TimeWatch Citadel that sits inside of a
quantum singularity just before the Big Bang. Minor anomalies
ripple slowly forwards before correcting themselves; major
changes cascade forward through time like a flood, carrying
away everything they pass over as history is erased and
rewritten. Whatever the scope of the problem, TimeWatch
analysts identify the approximate starting date and location
where they first notice a change, then dispatch your Agent into
the past or future to discover what has altered and why. The
point where history diverges and where TimeWatch notices
history diverge are often quite different.

For subtle changes in history, it may take you some
investigation to put together exactly how history is now
different; other times, the changes may be horribly and
brutally obvious. The next (and more important question) is
why history has changed. To aid your investigation you have a
tether (p. 145), a futuristic research and communication device
that contains all of known true history and isn’t afraid to tell
you about it. You’ll use local research, spying, logic, and role-
playing to track down the problem.

You’ll usually end up time traveling one or more jumps
to get to the correct time and place where history has been
altered. Once there, you will take steps to set things right.
This might require additional trips, tasks, or investigation, and
probably results in you capturing or killing the antagonists
involved. When finished, after making sure that there haven’t
been any unanticipated side effects that your team can’t live
with, youll likely return to TimeWatch’s Citadel or to your

favorite point in history for some rest and relaxation priot to
your next mission.

That’s if everything goes smoothly, of course. When
it doesn’t, you may be flung into a hostile parallel universe,
or be forced to summon reinforcements (including future
versions of your own team). You may track down a traitor
through political negotiation, or deliberately cause paradoxes
that hopefully work themselves out. There’s any number of
different styles of TimeWatch missions, and your GM (Game
Moderator) will vary those mission styles regularly to make
sure the campaign never grows stale.

CAMPAIGN FRAMES

Movies, books, and shows about time travel tend to follow
very different rules from each other, particularly how paradox
is concerned. Doctor Who is very different from Logper, for
instance, and the dimension-hopping TV show Siiders is quite
different from Simon Hawke’s classic Timewars seties.

The default TimeWarch setting of “time cops defending
history” intersperses action and investigation with fairly
realistic consequences and serious challenges. That’s not
the only way to play, and the game is designed to support
campaign styles from simulationist alt-history, to cinematically
pulpy, to downright silly. Whether you prefer missions that
explore realistic alternate history possibilities, battles against
alien saboteurs, heroic explorers venturing out into the
vastness of time and space, or lighthearted jumps into parallel
realities where famous literary characters act out the stories we
tell about them, the different campaign frames in this game
can support your GM’s campaign.

Patrol (p. 235). The default, classic sci-fi setting for
TimeWatch. Youre a smart and talented time cop who uses
futuristic technology and your own wits to stop saboteurs
from changing the course of history.

Chronal Horror (p. 245). In a world where the threats are
supernatural instead of scientific, the agents of TimeWatch
combat vampiric infestations and unnatural possessions
that would turn history into a short-lived, screaming hell. In
a Chronal Horror frame, TimeWatch agents struggle to bring
about a future where humanity survives the undead infestation
that time travel itself may have unleashed.

Cinematic One-Shot (p. 250). Want to fight your own
cyborg assassin, hang out with a race car-driving guitar-playing
neurosurgeon, hunt down a missing flux capacitor, or be
inspired by a dozen or more other movies? Your game, your
rules; pick a movie or TV show and adjust the core rules to
match it.

Conspiracy (p. 251). X-Files meets Poul Anderson’s Time
Patrol, this campaign frame uses Pafrol-style missions as a
background to the corruptions and intrigues of TimeWatch
itself. Can you trust your fellow agents, or are you living a
lie? Is TimeWatch manipulating history to its own ends? This
is a campaign frame of secrecy, political maneuvering, and
investigation.

Humor (p. 260). Drama and action are shoved aside to
make way for hilarity and satire. Less investigation and more
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For some enemies you need fo bring out the big guns. Very, very big guns.

comedy, this style of game is incredibly fun but works much
better as a one-shot instead of as a campaign.

Leap of Faith (p. 261). A good campaign frame for
solo play or particularly small groups, this setting takes its
inspiration from TV shows like Quantum Leap. You'll be body-
hopping from one time to another, showing up each mission
in a different host body. Your Investigative abilities stay the
same, but your General abilities may vary wildly depending on
whose body you end up inhabiting

Mythos (p. 267). A merger of Trail of Cthulbn and
TimeWatch, the Mythos campaign frame allows you to use
ritual magic instead of technology to thwart Cthulhian
horrors across history. Time travel here requires soul travel and
body possession, and fleeing your host may not be enough to
spare you from the sanity-numbing horrors of the outer darkness.

Parallel Realities (p. 282). Instead of time travel, a Paralle/
Realities campaign has you sliding from one parallel universe
to the next, either to try and return home or just for the joy
of exploring, If you want a campaign world that changes
dramatically from game to game, with no worry about
continuity or time travel paradoxes, this is a good choice.

Pulp (p. 293). Like a Patro/ campaign but with more action
and less realism, this style of game takes its name from 1930s

adventure magazines. If you love the idea of Nazi dinosaurs
rampaging through Betlin, this might be the right campaign
frame for you.

Rebellion (p. 297). Sick of always having to save history
instead of improving it? A Rebellion campaign features
underdog freedom fighters who seek to make a better world
by changing the official timeline. Your enemies are often
agents from TimeWatch itself, along with hostile aliens who
use the same methods to seek very different goals. A Rebellion
campaign may also start you off in a timeline that has already
been changed and which is much different than the one you
know as a player.

Stranded (p. 306). A Stranded campaign takes heroes from
the future and maroons them in the past (or vice versa). This
campaign frame has little or no actual time travel, and focuses
on fish-out-of-water roleplaying while using future technology
to defeat enemies in past-tech locations.

Time-Crime (p. 308). Let the suckers save histoty; your
job is to rob it, stealing history’s most amazing treasutres from
across time and space. If you’ve ever wanted to play a time
traveling con artist, Tzme-Crime is the way to go.

Time War (p. 314). Alien war comes to Earth, changing
history forever, and it’s all hands on deck when the remnants




of TimeWatch have to save anything they can. Forget secrecy;
time travel is a well-known tactic, and you won’t be the only
person using it to try and win the war.

Tourist (p. 320). Rapid time travel takes a backseat as you
explore Earth’s past and future, including the histories of
other alien planets across the galaxy. If the chronomorphic
technology of your time machine tends to get stuck in the
shape of a blue police box, you're likely in a Tourist-style
campaign frame.

Wild Times! (p. 324). In the carly days of time travel,
maverick adventurers braved unstable equipment and
unknown hazards to explore history. Venture back to those
early days of science, and conquer unknown time streams!

HOW TO PLAY TIMEWATCH:
ANEW PLAVER CHEAT SHEET

History may be faitly robust, but apply the right pressure at the
right time and everything changes. You travel through time to
stop other time travelers from messing up the true timeline.
You’re incredibly competent, you've got a time machine
and high-tech gear that hides itself, and you hail from anywhen
in the whole of history. You’re an agent of TimeWatch.

Doing Stuff

General abilities are how you get stuff done. Sneaking, fighting,
running. .. all these are done with General abilities. If you have
a General ability rating of 8 or higher, you’re extremely talented at
that activity (and may get access to cool bonus stuff when using
it). If you don’t have any rating at all in a General ability, you stink
at it and won’t generally succeed. A 0 Vehicles, for instance, lets
you drive to the store and back but you'd fail at any task difficult
enough to require a die roll. An 8 Vehicles would make you a
stunt driver. Similarly, a 0 Scuffle means you’re no good at hand-
to-hand combat, but an 8 or higher Scuffle would make you an
expert martial artist.

It’s traumatic for your dice bag, but in TimeWatch you’ll only
need one die: a d6. Roll it. Your target Difficulty Number
is usually 4; if you roll a 4 or higher with a General ability like
Athletics, you probably succeed.

Obviously, that would mean you only succeed half the
time. You raise these odds by spending points from your

General ability pools and adding them to your d6 roll. Want
to shoot someone? Spend 2 points from your Shooting pool,
add it to your d6, and you usually only fail if you roll a 1.
Spend 3 points, and you’re guaranteed to hit. When your
pool drops to 0, you’re stuck just rolling a d6 until you can
refresh your pool.

You refresh your General ability pools by spending
Stitches, TimeWatch’s action point. The GM and other players
will hand them to you for being awesome, so remember to be
awesome. While you can also use them for a few other things,
Stitches can be turned in at any time to refresh one pool by
2 points. When you start running low, turn in some Stitches.

Learning Stuff

Ignore your General abilities for a second and look over
at your Investigative abilities. These are broken into
three sections to make things easier to find — Academic,
Interpersonal, and Technical knowledge — but they all work
pretty much the same way. If you have 1 or more points in
any of these, you’re an expert at it. This matters because
during the game, all you need to do is tell the GM that you’re
using an appropriate ability and you’ll automatically get
a clue if there is one. Yes, automatically, no roll required.
The fun here is in what you do with that information, not
how you get it.

So let’s say you're searching old birth records for clues. The
GM may ask, “Do you have any rating points in Research?” If
you say yes, she’ll tell you everything you can find out. No roll is
ever required.

You can spend these points to get cool in-game
advantages. Take the Interpersonal ability Charm, for
instance, and pretend for a second that you have a rating of 2
or 3 in it. You meet the evil mastermind’s attractive assistant.
Tell the GM you’re using Charm to flirt with the supporting
character, and the assistant will let slip important clues. Tell the
GM you’re spending 1 or more Charm points to get cool stuff
while you're flirting, and the assistant may fall in love with you.
Spend 2 points, and the assistant may double-cross the boss
out of love for you.

Just remember, spending a point from an Investigative
ability doesn’t stop you from knowing that topic. It just limits
how many times in a game you can ask for special cool stuff.

And really? That’s all you need to know before
starting play.

5JISVE IHL






CHAPTER TWAD:

YOUR CHARACTER

This chapter shows you how to create characters. It’s intended
for both players and GMs.

Creating a TimeWatch character is a simple four-step process.
At each step, consult with your GM and the other players to
ensure you have covered all the abilities your group needs, and
that you have a good variety of characters concepts.

» Step one: Choose a character concept and your time
and place of origin. You may wish to scan the character
competencies on p. 18 for ideas. If you’re short on time,
ready-to-play digital character sheets with a variety of
character competencies are available on the Pelgrane Press
web site. Just pick a character concept and go.

» Step two: Choose your Investigative abilities, the
knowledge and research skills you’ve learned that help
you gather information and drive the plot forward. (These
abilities always work when gathering clues. If you spend
points from them, they work even better.) You have a certain
number of points to distribute when choosing abilities, as
detailed on p. 26, and you receive Timecraft 1 for free. You
don’t have to assign all of these points at the game’s start.

> Step three: Assign your General abilities, the skills that
help you survive while youre gathering information and
solving problems. (You roll a single 6-sided die and spend
points to see if these work.) You have 50 points to distribute
when choosing abilities, as detailed on p. 26, and you receive

Health 6 and Chronal Stability 6 for free.

» Step four: Build out your personality, Drive,
background, and secrets. This tells you why you’re
risking your life time traveling instead of sleeping on a
tranquil tropical beach somewhere, or instead of hijacking
time for your own purposes.

Alternatively, you can create your character by starting out
with your Agent’s personality and history, and then choose
Investigative and General abilities to complement it. This
method may work best if you have a strong vision you want
to try and match.

Lori has been reading about the 16th-century Medici family of
Florence, and wishes to play a sly and conniving former assassin and
power broker from the family who has instead joined TimeWatch. She
already knows what she wants; she just has to choose abilities to matcb.

Brendan isnt sure yet what he wants to play, so he scans the
character competencies. He notices “24th-century cyborg” as an
example for “hacker,” and that sounds like a lot of fun. He combines
it with the character competency “thug” to build a futnristic bruiser,
then fignres ont who he is and where he came from.

"WAITTILL YOU SEE HOW | DID THAT."

TimeWatch uses the GUMSHOE tules, and GUMSHOE
rules define your character by what he or she can accomplish
in an investigative scenario. The rules don’t care if your
Intimidation ability is terrifying malevolence, sly menace, a
spectacular talent for blackmail, or psychic powers that terrify
your subject so much that he spills every secret he knows. You
can explain how your abilities work however you like when
describing your character to others, but the game effect is
what’s important. All that matters is how you solve cases and
overcome other obstacles arising from them. That means that
you should have fun and be creative when deciding how your
character’s abilities work.

This distinction gives you a lot of flexibility when describing
your character. It’s up to you whether you use precise martial
arts or a brutally powerful frenzied flailing, but 8 points in the
Scuffling General ability means that your character is going to
kick butt in a fistfight either way. Use this to your advantage
when creating a fun, memorable character.

RATINGS AND POOLS

The number you assign to each ability is called a rating. You
may choose to improve it gradually over time, but ratings
remain static over the course of the typical game session.

For each ability, your character has a pool of points which
fluctuates over the course of each session. Your pool can
never be higher than your rating. Imagine that each ability
is a bucket. Your rating is the size of the bucket, and your
pool is how full the bucket currently is. You begin each
mission, or scenario, with pool points equal to your rating;
You will spend points as you carry out the mission, and
refresh those points by spending Stitches (action points,
explained on p. 65).
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TimeWatch agent and former big-game bunter Mace Hunter is in
a life-or-death struggle with a Borgia spy in 15th-century Renaissance
Italy. He spends 7 of bis 8 Scuffling points to knock the spy
unconscious. His Scuffling rating remains 8, but his Scuffling pool
stays at 1 point until e’ able to refresh it back to a maxcinmm of 8.
It cannot rise higher than §.

The distinction between ratings and pools is a crucial one;
keep it in mind as you read and interpret the TzmeWatch rules.
See p. 67 for rules on refreshing pools.

STEP ONE:
CHOOSE A CONCEPT AND ORIGIN
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WHAT DEFINES YOU?

The first step is deciding on a character concept. It’s much
easier to choose your abilities on the character sheet once
you have a clear image in your head of what your character
looks like, what they sound like, and what they can do. The
two easiest ways to quickly define their capabilities is to think
about their job and their origin.

If you think your character is best defined by their previous
job, decide what that job was: a soldier, a detective, a diplomat,
a thief, a scholar? Choose something you think would be fun
to play, as your job is going to help define your abilities. A
former coal miner will be burly, athletic, and possibly good at
Scuffling; a former scientist will be scholarly and inventive; and
a former thief will likely be good at Burglary, Unobtrusiveness,
and Spying.

If you think your character is best defined by their time and
place of origin, decide that first instead. You may be excited to
play someone from medieval England, or the American Old West,
feudal Japan, ancient Rome, or a futuristic megacity. The culture
of the place you come from will help define your character. A
Neanderthal will be superb at Outdoor Survival and hunting
skills, while a character from the 2120 Lunar colony may be an
expert on Science!, Hacking, and similar technological abilities.
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One of these choices may suggest the other. “Medieval
England” screams out for “noble knight” or “scurrilous
outlaw;” just as “Old West” suggests “steely-eyed gunslinger,”
“brilliant wilderness scout,” or “slightly crazed prospector
who likes to blow things up.” Professions give you more range
of choice. “Soldier,” for instance, suggests any number of
possibilities such as ancient Greece or ancient China, the US
Civil War, a world war, a future war that you make up, and
many other possibilities. “Detective” suggests a modern cop,
a 1970s PI, a 19th-century member of Scotland Yard, or a
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19th century explorer Mace Hunter, Uurrk the Neanderthal, Altani the Mongol Princess,
Skegq the sophosaur and starship pilot Kelfala: ready for action!

future freelance law enforcement officer who solves crimes
for money.

Some people find it easiest to define their character by what
they can’t do. Deciding “my character is awful at Charm,” or
“I'm lousy at anything mechanical,” helps you assign your
build points more easily.

Don’t be afraid to think outside of the box, even if that
means taking a time and place you don’t know much about
yet. You'll learn. When in doubt, pick something that makes
you say “hell yes!” over something that makes you say “meh.”
Just remember that TimeWatch tends to recruit the best,
and TimeWatch agents are assumed to be extraordinarily
competent at their job.

Make sure you talk to your GM before falling in love with
your character concept. If she’s using one of the alternate
campaign frames, you’ll want to make sure your character
concept matches what she has in mind for a game. An
intelligent psychic dinosaur from an alternate timeline, for
instance, may not fit into a particular GM’s gritty cop drama.

Characters are usually individuals of high potential who
vanished, disappeared, or died suddenly without living out
a full lifespan. Most characters are wholly imaginary, but
that’s not required if you’d rather play someone real who
vanished before their time. Searching the Internet for “list of
people who disappeared mysteriously” brings up a wealth of

creative ideas. With your GM’s permission, you might play
the mysterious skyjacker D. B. Cooper, or Amelia Earhart, or
Jimmy Hoffa, or Australian Prime Minister Harold Holt, or a
hundred other interesting choices. It’s up to you, and to the
style of your GM’s campaign.

EXAMPLES OF CHARACTER CONCEPTS

a cynical philosopher from ancient Greece

a Roman spy from the time of Emperor Vespasian

a samurai from 12th-century Japan

a politically adept noble assassin from the Renaissance
a Sioux scout from the early 1800s

a police detective from Victorian England

Nikola Tesla’s former research assistant

a 1950s private eye from New York City

vV V. V. v v vV v vYv

a late 21st-century genetically engineered, superintelligent
spider monkey

v

a 22nd-century Chinese research scientist

> a 24th-century psychic street rat from a subterranean global
megacity

t311VHVHI 4N0A
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» a 26th-century suborbital soldier
» a 31st-century hovering, disembodied psychic brain

» a memory-damaged clone of a famous slain agent, trying to
live up to a reputation she doesn’t deserve

» a TimeWatch lab technician or chronal anthropologist who
received a field promotion to full agent

DON'T PANIC

One of the real challenges here is analysis paralysis; there are
so many possible choices that it’s difficult to pick just one.
Glancing at the character competencies below to identify
certain core abilities may give you some ideas.

We suggest narrowing down your choices and going for a
quirky, specific concept, maybe one based off of a favorite
movie or literary character. A quick Internet search may give
you ideas, and it’s good to look up details of actual historical
eras you find interesting, If choosing an Agent who comes from
the future, you should make up a few sentences about a future
society and propose it to your GM. Chances are she’ll say yes,
and then together you can add details to make it come alive.

Once you decide on your job and your origin time and place,
write them down. Now talk to the other players about what
your role in the group might be. You want to make sure that
you don’t accidentally trod over each other’s choices, since two
22nd-century scientists or 19th-century Manhattan socialites
might interfere with each other’s niche.

Don’t worry about picking a character who doesn’t seem to
be smart or educated enough to function well in TimeWatch.
The agency trains everyone; even a Neanderthal recruit
will receive neural conditioning and high-intensity cultural
instruction that allows her to function well as an agent. A sailor
recruited from ancient Greece may consider his high-tech gear
to be akin to magic, but he’ll still have a solid grounding in
“correct” history and will be able to thrive in the field.

WHATTO AVOID

Health and Chronal Stability both start at a rating of 6 for
free, but consider putting at least a few points into both unless
you like living dangerously. When assigning General abilities,
don’t leave a 0 rating in any ability you want to have a chance
of succeeding in.

Unless the GM specifically okays it (such as in a “Bill and
Ted”-style humor game), don’t play anyone who is completely
goofy or grossly incompetent. It can be hilarious at the right
time, but it doesn’t fit the default tone of TimeWarh very well,
and you’re far less likely to have fun.

If you don’t have explicit permission from your GM,
avoid creating characters who are linked to fictional or
literary creations. For instance, you can easily play a London
street urchin, but not one of Sherlock Holmes’ Baker Street
Irregulars; you can play a French musketeer, but not Athos,
Porthos, or Aramis. Doing so changes a sci-fi time travel game
into more of a fantasy game, which can be fun but might strain
suspension of disbelief (and that’s saying something in a game
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which could feature Roman soldiers equipped with ray guns).
If the GM gives you permission, of course, all bets are off.

CHARACTER COMPETENCIES

If you want a starting spot for character creation, choose
some archetypal character competencies. These aren’t quite
backgrounds or character histoties; instead, they’re pre-calculated
bundles of abilities that let you quickly specialize in different skills.
If you want to be good at one or more of these competencies,
invest at least that many points in the specified abilities.

You can tweak and change these as much as you'd like.
Add or subtract suggested abilities, or hey, completely ignore
them and build your character from scratch. Using character
competencies doesn’t save you ot cost you any build points;
they’re just a shortcut for modeling certain areas of expertise.
Feel free to use them as a starting spot when constructing
your character.

You can easily combine competencies. When two or more
competencies suggest you take points in the same ability, don’t
add the points together; instead, just take the higher of the
two. Note that all TimeWatch characters start with Timecraft 1,
Health 6, and Chronal Stability 6 for free, so in the point totals
for each entry below, Timecraft, Health, and Chronal Stability
only count points above this default starting level.

Becky wants a high-tech con artist and thief, a character who is
superb at stealing, impersonating people, and hacking. She takes
the Chameleon, Hacker, and Thief character competency packages
to mafke sure her character does what she wants it to. Grabbing a



character sheet and referring to the competencies, she lists out the
abilities this character should have:

Investigative: Authority 1, Charn 1, Falsehood Detection 1,
Forgery 1, Hacking 2, High Society 1, Notice 1, Reassurance 1,
Research 1, Science! 1, Spying 1, Streenwise 1, Taunt 1.

General: Athletics 4, Burglary 8, Disguise 8, Preparedness 4,
Tinkering 8, Unobtrusiveness 8.

This uses up 14 of her 16 Investigative build points (if there were
Sfewer players shed have more points to spend, as noted on p. 218).
She decides to drop Hacking to 1 and boost Spying to 2, and she adds
History (Future) 1 and Paradox Prevention 1. This spends all her
Investigative points.

She’s used 40 of her 50 General build points, more than shed like.
She still needs to boost her Health and Chronal Stability and add a
combat ability. She drops Burglary to 6, freeing up 2 points that she
uses to boost Athletics from 4 1o 6. She puts 1 point each in Scuffling
and Vebicles, 6 points in Shooting, and adds 1 point each to her
starting scores of 6 in Chronal Stability and Health.

Shes done. Her character is superb at technology (including hacking),
Stealth, and disgnise, and decent at burglary, athletics, and shooting. When
Becky gets more build points affer she completes miissions, shell use the first

Jew to boost her Athletics and Burglary to 8 each. That gains ber usefurl

Boosters that raise her Hit Threshold and help her be a better thief. Then
after further missions shell boost her Health and Chronal Stability from 7
19 8 each, making her harder fo fill.

Analyst

You're an expert at combining disparate historical information
and on-site field reports to make accurate theotries and
assumptions. You have the knowledge and analysis skills to
weigh theories and draw realistic conclusions.

Specific Examples: 5th-century Egyptian astrologer, 16th-
century adviser and counselor to Queen Elizabeth I, 22nd-
century NavSci LLC International Security analyst

Investigative Abilities (9 points): Anthropology 1,
Bureaucracy 1, Forgery 1, History (Ancient) 1, History
(Contemporary) 1, History (Future) 1, Military Tactics 1,
Research 2

General Abilities (0 points): None

Chameleon

You're an expert at both short-term and long-term disguise,
infiltration, and impersonation. Not only do you fit in
anywhere, you can convince complete strangers that they’ve
met you before — and pick their pockets while they’re asking
you how you’ve been.

Specific Examples: 14th-century Renaissance con artist,
17th-century Japanese assassin, 21st-century undercover law
enforcement agent

Investigative Abilities (9 points): Authority 1, Charm 1,
Falsehood Detection 1, Forgery 1, High Society 1, Notice 1,
Reassurance 1, Spying 1, Streetwise 1

General Abilities (16 points): Burglary 4, Disguise 8,
Preparedness 4

Chronal Expert

You’re an expert on time travel; you may even have invented
a time machine yourself, the act of which probably got you
noticed and recruited by TimeWatch. You can withstand a
fair amount of chronal instability, and you’re good at helping
others withstand it as well.

Specific Examples: crazed and discredited 19th-century
scientist, mid-20th-century occult archaeologist, 23rd-century
chronal architect

Investigative Abilities (7 points): Hacking 1, History
(any) 2, Paradox Prevention 1, Science! 2, Timecraft 2

General Abilities (18 points): Chronal Stability 8, Reality
Anchor 8, Tinkering 8

Diplomat

Who needs violence when you can talk your way out of
trouble? Not only do you have a silver tongue, you know how
to make your enemies furious enough to make stupid mistakes.

Specific Examples: 13th-century ambassador for Genghis
Khan, 17th-century Shakespearean actor, 20th-century career
politician, 27th-century criminal grifter

Investigative Abilities (7 points): Charm 2, Falsehood
Detection 1, High Society 1, Reassurance 2, Taunt 1

General Abilities (4 points): Reality Anchor 4

Explorer

You have few concerns about setting off into an untrammeled
wilderness, whether it’s a Triassic jungle or a radioactive
wasteland.

Specific Examples: 13th-century Native American, 19th-
century jungle explorer, 29th-century planetary researcher

Investigative Abilities (7 points): Anthropology 1,
Architecture 1, Notice 1, Outdoor Survival 2, Research 1,
Trivia 1

General Abilities (32 points): Athletics 8, Burglary 4,
Preparedness 4, Scuffling 6, Tinkering 4, Vehicles 6

Gadgeteer

You can build it, fix it, invent it, or hack into it. You’re adept
at improving your own weapons and subverting other people’s
machinery.

Specific Examples: one of the three Bana Masa scholars
from the 9th century, 20th-century race-car mechanic, 29th-
century spaceship engineer

Investigative Abilities (4 points): Hacking 1, Notice 1,
Science! 2

General Abilities (18 points): Burglary 4, Preparedness 6,
Tinkering 8
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Hacker

Need to break into computer systems, secutity systems, and
encrypted technology? Most useful when facing antagonists in
contemporary and future eras, hacking can gain you information
or power. When information is locked away, hacking is your key

Specific Examples: 20th-century teenaged computer
savant, 22nd-century security consultant, 24th-century cyborg;

Investigative Abilities (7 points): Forgery 1, Hacking 2,
Notice 1, Research 1, Science! 1, Spying 1

General Abilities (16 points): Burglary 4, Preparedness 4,
Tinkering 8

Historian

When you know what should have happened, it’s easy to tell
what’s gone wrong, Historians know history so well that it’s
easy for them to track down both answers and assistance.
Specific Examples: Greek scribe at the 3rd-century-BCE
Library of Alexandria, 19th-century Oxford University librarian,
24th-century escaped genetically engineered bio-computer
Investigative Abilities (8 points): Anthropology 1,
Architecture 1, Bureaucracy 1, History (Ancient) 1, History
(Contemporary) 1, History (Future) 1, Research 1, Trivia 1
General Abilities (4 points): Unobtrusiveness 4

Physician

Whichever era youre from, you’ve studied physiology enough
to know how the body works. You can diagnose disease, treat
injuries, and heal the sick.

Specific Examples: 15th-century Aztec shaman, 19th-
century grave robber, 23rd-century cloning technician

Investigative Abilities (7 points): Bureaucracy 1,
Falsehood Detection 1, Medical Expertise 2, Notice 1,
Reassurance 1, Science! 1

General Abilities (12 points): Medic 8, Preparedness 4

Pilot

You’re hell on wheels, and you can drive anything with an
engine. Heck, you don’t even need an engine! From goat cart
to race car to fighter jet to starship, your TimeWatch training
will let you pilot it.

Specific Examples: 4th-century-BCE Roman charioteer,
21st-century race car driver, 31st-century starship pilot

Investigative Abilities (3 points): Science! 1, Streetwise
1, Taunt 1

General Abilities (12 points): Tinkering 4, Vehicles 8

Scientist

You’re steeped in scientific fundamentals, from astronomy
and chemistry to physics and engineering. You recognize clues
that less educated (or talented) agents would miss, and you can
use your knowledge to produce remarkable technology.

20

Specific Examples: 15th-century scientific prodigy,
21st-century teenage roboticist, 22nd-century corporate
biochemist, 24th-century military weapons designer

Investigative Abilities (5 points): Hacking 1, Notice 1,
Research 1, Science! 2

General Abilities (14 points): Medic 2, Preparedness 4,
Tinkering 8

Sharpshooter

You're an expert with ranged weapons, able to acquire the
best firearms from throughout history, take multiple shots in
a round, and use your military knowledge to take better aim.

Specific Examples: 14th-century Mongol archer, 19th-
century British sharpshooter, 20th-century police officer,
25th-century starship gunner

Investigative Abilities (3 points): Authority 1, Military
Tactics 2

General Abilities (14 points): Preparedness 6, Shooting 8

Soldier

Whether it’s hand-to-hand combat, ranged combat, or urban
assault, you know how to be a soldier and you know how to
defend yourself.

Specific Examples: 6th-century-BCE Spartan wartior,
19th-century South Seas pirate, 20th-century WWII veteran,
25th-century survivor of the second Matriarchy Wars

Investigative Abilities (7 points): Authority 1, Bureaucracy
1, History (any) 1, Intimidation 1, Military Tactics 1, Outdoor
Survival 1, Streetwise 1

General Abilities (22 points): Athletics 8, Health 8§,
Scuffling 6, Shooting 6

Spy

Whether you obtain it through stealth or guile, you're an expert at
getting information from people who don’t want to give it to you.

Specific Examples: 16th-century palace spy, 20th-century
Cold War foreign agent, 21st-century investigative reportet,
22nd-century deep-cover double agent

Investigative Abilities (11 points): Charm 1, Falschood
Detection 1, Forgery 1, Hacking 1, High Society 1, Notice 1,
Reassurance 1, Spying 2, Streetwise 1, Trivia 1

General Abilities (28 points): Athletics 6, Burglary 4,
Disguise 4, Preparedness 4, Tinkering 4, Unobtrusiveness 6

Thief

You want what others have, and you have the skills to take
it. Since theyre given access to almost unlimited funds,
TimeWatch agents who were professional thieves are
reformed... mostly.

Specific Examples: 6th-century-BCE Persian street rat,
18th-century European highway robber, 20th-century urban
pickpocket, 28th-century interstellar smuggler



Investigative Abilities (5 points): Falsechood Detection 1,
Notice 1, Spying 1, Streetwise 1, Taunt 1

General Abilities (28 points): Athletics 4, Burglary 8,
Disguise 4, Preparedness 4, Unobtrusiveness 8

Thug

Sometimes, the most useful talent is to be terrifyingly
intimidating and deadly in combat.

Specific Examples: 10th-century bandit, 17th-century
Ottoman harem guard, 20th-century gang muscle, 23rd-
century interrogator

Investigative Abilities
Streetwise 1, Taunt 1

General Abilities (26 points): Athletics 8, Health 8§,
Scuffling 8, Shooting 4, Vehicles 4

(4 points): Intimidation 2,

ALTERNATE SPECIES AND CONSTRULTS

Just about every TimeWatch agent is human, even if they’re
recruited from a huge range of historical eras. Still, that
doesn’t have to be the case. If you want to build a nonhuman
character such as an uplifted monkey using its native speed
and dexterity to stay alive in a wotld full of humans, or an
alien species trying to right old wrongs despite mistrust and
suspicion, just build the character using the normal rules and
describe their abilities differently.

Kristin decides to play an uplifted squirrel monkey from the future
who was previously an astronant. She focuses on science- and stealth-
related abilities, vebicle skills, and abilities that emphasize speed,
mannal dexterity, and accuracy over brute strength (such as using
Athletics for brachiation). She keeps her Scuffling rating low and her
Shooting rating bigh. With the GM okay, Kristin plans to roleplay
her Agents Taunt ability by staying out of her foes’ reach while
throwing whatever comes to hand.

Meanwhile, Sean wants to play a shape-shifting alien as bis
TimeWatch character, one who had been captured and imprisoned
by the government and who escaped into TimeWatch. He builds
bis character normally, putting lots of points into Burglary (for
oozing under doors), Disguise (for shape-shifting into other people or
objects), Preparedness (for actually forming bis body into objects), and
Unobtrusiveness (for not being noticed when he’ trailing someone).
He and the GM agree on bis species’ name and description, as well
as a_few good bebavioral characteristics and plot hooks that make it
unique, and he’s good to go.

Remember that characters from a parallel universe or
timeline may have a slightly more difficult time withstanding
chronal instability in our own timeline; see p. 89 for details.

You and your GM may have to tweak the game’s rules to
make your character vision a reality. For instance, an intelligent
uplifted canine isn’t necessarily going to be wielding pistols
with his paws if you don’t want him to. You’re operating
in a wortld of super-science, however, and TimeWatch rules
deliberately let you describe an effect however you like so long

as the mechanical effect is the same. Giving the dog genetically
engineered venomous saliva that stuns people, but works
exactly like a neural disruptor, is a fine solution.

It’s the GM’s job to make sute you aren’t trying to give
yourself an advantage over other characters. If you want to be
better in combat, assign yourself more points in your Scuffling
and Shooting pools instead of trying to invent a character
concept that might gain innate combat bonuses.

A few nonhuman species are slightly more common, and
have specific characteristics. You’ll notice that the unique
bonuses and penalties are deliberately kept low powered;
unique powers and characteristics should only be assigned
when theyre otherwise impossible to emulate using the
normal rules for abilities, gear, and Investigative spends.

Androids/Synthetics

Robotic characters are typically sentient but are not living
organisms.

» The Medic ability has no effect when used on your
android, although you can use your Medic ability on other
characters. Androids regain Health by using the Tinkering
ability as if it were Medic. Every 1 point of Tinkering
spent by the android restores 1 Health to itself; other
characters can restore 2 Health to the android for every 1
Tinkering point spent.

» Androids retain 1 point of Armor even when not wearing
their TimeWatch uniform. This armor applies to all Health
damage, including energy damage, not just damage incurred
through Scuffling and Shooting.

» An android that fails a Consciousness test due to injury
typically shuts down until repaired.

» Androids can typically spend Science! to give themselves
superthuman powers for a scene, such as the ability to
jump higher than normal, or greater than normal strength
(typically adding +1 to Scuffling damage). These effects
are in line with any super-science device that another
character would produce with Preparedness, as detailed
on p. 48.

Disembodied Brains

When you care more about style than appearance, it’s hard
to go wrong with playing a psychic or mechanically encased
disembodied brain. Showcased in books like Julian May’s Jack
the Bodiless and innumerable comics and movies, and even as
disembodied heads in Futurama, brains unencumbered by
bodies are a classic way to showcase how far humankind may
evolve in the far future.

> Psychic disembodied brains can telekinetically manipulate
anything they’d normally use their hands for. This only
works at Point-Blank range (i.e., within normal arm’s
reach). Similarly, brains in their own armored braincase
have mechanical tentacles or arms to manipulate items
near them.
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» Since they don’t have legs, psychic disembodied brains
hover about 2 meters off the ground and can maneuver
at the pace of a fast walk. The Athletics General ability
works normally, representing the brain’s ability for finely
controlled movement and faster-than-normal hovering
speed. Mechanically encased brains either hover or have
spider legs attached to their braincase.

» Disguise — an important ability for a brain! — is typically
achieved by projecting a hologram or mental construct.
The Unobtrusiveness ability works similarly, with the brain
clouding minds so that it cannot be seen.

» Agents who are actually disembodied brains should expect
sudden horror and extremely negative reactions when they
fail their Unobtrusiveness or Disguise rolls.

» Want unique psychic or mind control effects? You can
fake it with an Investigative spend. For example, spending
a point of Intimidation allows you to describe how you’re
using your psychic powers to mentally cow and break down
your target; spending a Science! point allows you to imitate
a super-science device for a scene.

» Similarly, Preparedness tests create effects directly instead
of just producing objects that provide effects. For example,
any player character could normally use Preparedness to
acquire a jetpack that lets them fly for a scene. A psychic
disembodied brain could use Preparedness to temporarily
gain the ability to fully fly with no physical jetpack required.
Same roll, same effect, slightly different description. A
brain within its mechanical armored fishbowl could use
Preparedness or Tinkering to temporarily create such a
device from its own mechanical attachments.

» Normal Scuffling or Shooting attacks for a psychic brain are
described as purely mental psychic attacks; armor protects
against them as per normal. A Preparedness or Tinkering
test can supply different weapon effects for a scene, just
as Preparedness or Tinkering would be used by a more
traditional character to acquire or build a unique weapon.

» Most standard issue TimeWatch gear is assumed to be
incorporated into the psychic brain’s normal abilities; for
instance, language translation for a disembodied brain
doesn’t need a device to function. The Armor 1 gained from
TimeWatch armor can either be described as a hovering,
physical damage-resistant braincase or as an invisible psychic
shield, at the player’s preference. For mechanically encased
brains, the crystalline fishbowl around the brain protects it
like normal armor.

» Disembodied brains ate considerably more vulnerable to
Stun effects than most creatures. All Stun tests made by
the brain have their Difficulty increased by 1; for example,
shooting a brain with a PaciFist instigates a Stun 6 test
instead of the normal Stun 5 test to remain conscious.

Great Apes

No Pujp game of time travel would be complete without a
hyper-intelligent gorilla scientist as an antihero. It’s unclear why
they often end up as albinos — tradition, perhaps — but they
have a predilection for brilliant scientific experiments and an
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underdeveloped sense of humor. Any scurrilous rumors that
they’re required to engage in ethically questionable expetiments
on humanity are just that, and should cleatly be disregarded.

» An Anthropology Investigative spend by an ape character
can recruit a troop of apes, instead of an isolated tribe of
humans, that respects your dominance or worships you as
divine; see p. 30.

» Unarmed Scuffling damage from an uplifted ape has a
Damage Modifier of +0, not —1 as with default species.

» The Difficulty of Athletics tests to climb or swing is typically
reduced by —1 for great apes.

» Unless the ape is using specially made tools, the Difficulty
for time-sensitive Tinkering tasks that require delicate
manipulation and human-sized fingers may rise by +1.

> Apes may need to get their clothing custom-tailored (if they
prefer to wear clothing), and they likely use holographic
generators for disguise when in the field.

Sophosaurs

Intelligent psychic dinosaurs from an alternate timeline,
sophosaurs (Greek for “wise lizards”) are one of the most
persistent enemies that humanity never expected. Like the
iconic character Skegg, you can play one that is working

N\

Skegg finds out that Mongols and
sophosaurs don't necessarily mix.



for TimeWatch as a full agent. Detailed information about
sophosaurs can be found on p. 184.

» Most sophosaur Interpersonal abilities are described as
psychic powers, even if they do not differ mechanically
from normal use of those abilities. For instance, a
sophosaur spending a point of Charm to have a supporting
character become infatuated with him does so by psychically
manipulating the pleasure centers of the character’s brain,
instead of through flirting like 2 human might.

» Sophosaurs are never considered unarmed when using
Scuffling, and have a +1 Damage Modifier (equivalent to a
sword) with their bite or claws.

» Sophosaurs typically use a mental blast that is mechanically
identical to a Stun 5 PaciFist neural disruptor.

» Disguise becomes particularly important for a sophosaur.
You can decide that you disguise your true form psychically
(in which case you’ll likely be seen by video cameras), with a
holographic projector, or with some other method.

» Sophosaurs originate from a parallel dimension, and
thus may suffer a 1-point penalty to the Difficulty and
potential Loss of Paradox tests while in our timeline. See
p. 89 for details.

STEPTWO: CHDOSE YOUR
INVESTIGATIVE ABILITIES

Investigative abilities are central to any TimeWatch character;
they enable you to gather information and drive the plot
forward.

INVESTIGATIVE BUILD POINTS

The number of points each player spends on Investigative
abilities varies according to the number of regularly attending
players, according to the following table.

# of players Investigative Build Points

1-2 | 23
3 | 20
a4 ‘ 18
5+ | 16

TimeWatch thoroughly trains agents in basic chronal theory
and proper time travel procedures. Every TimeWatch Agent
gains Timecraft 1 for free.

Players who can only attend every now and then get the
same number of Investigative build points as everyone else,
but are not counted toward the total when deciding how
many points to allocate. New players joining an existing group
get the same number of points as everyone else had to start
their characters. The GM leads the group through the list of

Investigative abilities, checking whether each one is covered by
at least one member of the crew. It’s not mandatory for that to
be the case, as you can often draw on resources to cover your
weak areas, but your GM will want to know what Investigative
abilities your group is lacking,
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SUMMARY OF INVESTIGATIVE ABILITIES

This is a list of Investigative abilities, along with a brief
summary of each. Detailed descriptions are found on p. 36,
where you’ll find sample spends.

Anthropology (Academic): Youre an expert on ancient
cultures and artifacts, probably because you've gone back in
time to watch them in person.

Architecture (Academic): You know buildings and
construction, whether youre trying to find an exit, find a
hiding place, or find the best way to blow one up.

Authority (Interpersonal): You know how to present
yourself as the person in charge. Armed forces and law
enforcement officers accept you as one of their own.

Bureaucracy (Interpersonal): You know how to navigate
labyrinthine organizations and cut through red tape.
Bureaucrats either fear or love you — sometimes both.

Charm (Interpersonal): Whether through flattery or flirting,
you’re so charming that other people are willing to reveal their
secrets just to get your attention.

Falsehood Detection (Interpersonal): You can usually tell
when you’re being lied to.

Forgery (Technical): From official identification to
ancient art, you can probably fake it or tell when it’s
been faked.

Hacking (Technical): Youte a computer genius who’s
skilled at math, logic, and digital infiltration.

High Society (Interpersonal): You fit in with the upper
crust, who accept you as one of their own.

History (Ancient) (Academic): Youre familiar with
history from the start of recorded civilization to the end of
the 13th century, and you have a working knowledge of the
petiods of history prior to human civilization.

History (Contemporary) (Academic): You're familiar
with history from the start of the Renaissance in the 14th
century to the mid-21st century.

History (Future) (Academic): You’re familiar with history
from the mid-21st century onwards.

Intimidation (Interpersonal): You can tertify others into
doing what you want ot into telling you what they know.

Medical Expertise (Technical): You have the medical
training to diagnose diseases, treat illnesses, and determine
cause of death.

Military Tactics (Academic): You understand troop
movements, military logistics, and the tactics of both minor
skirmishes and large-scale battles.

Notice (Technical): You have a rematkable eye for detail
and notice small and unusual details around you, seeing clues
that others might miss.

Outdoor Survival (Technical): You can survive in the great
outdoors without starving or freezing to death.

Paradox Prevention (Technical): You recognize when time
has become twisted, and you know how to use paradoxes to
your own advantage.

Reassurance (Interpersonal): You keep people calm and
relaxed even in the most stressful of circumstances.
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Research (Academic): When you don’t know a fact, you
know how to look it up or find someone who does.

Science! (Technical): You’re a knowledgeable scientist
with a wide range of expertise; you can run experiments,
synthesize chemicals, and create high-tech devices. This
blanket ability covers astronomy, chemistry, physics, electrical
engineering, and just about every other science-type ability
you can name.

Spying (Technical): Youre an expert at spying and
surveillance.

Streetwise (Interpersonal): Youre good atinteracting with
low-status individuals, and you thrive in urban environments.

Taunt (Interpersonal): You can make people so futrious
they reveal their secrets.

Timecraft (Academic): You know how time travel and
chronal theory works. You start with Timecraft 1 for free.

Trivia (Academic): A catchall knowledge ability; you know
a ridiculous amount about myriad, unrelated subjects.

HOW DO YOU PICK INVESTIGATIVE ABILITIES?

Think about the character you envisioned in step one. If they’re
tech-based, start adding 1 or more points to appropriate tech
abilities. If they’re scholatly, starting adding scholarly abilities
that you think are interesting. Consider how your character
interacts with people, and put points in the appropriate
Interpersonal abilities.

Similarly, decide what your character probably stinks at, and
don’t put any points in those Investigative abilities. If you
have no talent with computers, for instance, you won’t want
to put any points in Hacking.

You'll probably want at least one History ability, Reseatch
(which helps you look up things you don’t alteady know), and
1 point or more in Paradox Prevention so that you know
when history changes around you. Don’t wotty too much
about this process. It’s a little daunting, but your GM will likely
let you move points around after your first game if you aren’t
happy with your choices. You can save points and assign them
during your game instead, if you prefer.

HOW DO INVESTIGATIVE ABILITIES WORK?

TimeWatch is a game that assumes excellence and expertise.
Players used to moderately competent chatacters in other
investigative game systems may be surprised to learn how
effective even a single rating point is.

Any rating in an Investigative ability indicates a high
degree of professional accomplishment, technological
support, or impressive natural talent. If you have an ability
relevant to the task at hand, you automatically succeed in
discovering any information or overcoming any obstacles
necessary to propel you from the current scene further into
the story. All you'll need to do during a game is tell the GM
that youre using that Investigative ability. After all, a certain
popular regenerating time traveler never bumbles around for
half an episode unaware of his surroundings; he’s an expert in



all eras of history, and that means quickly identifying whatever
time and place he finds himself in.

You may ask to spend points to gain special benefits.
Sometimes the GM will offer you the chance to spend points. In
other circumstances she may accept your suggestions of ways
to gain special benefits. Use them wisely; spent Investigative
points do not return until the next mission begins. Regardless,
spending Investigative points does not stop you from using
that Investigative ability to gather clues.

The Interpersonal ability Taunt works by making a supporting
character so angry that they blurt out clues. If you spend a point in
Taunt, however, you can use the ability to draw an enemy’s attention
1o you in battle, perhaps saving the life of a fellow agent at the expense
of being targeted yourself.

Spending that point doesn’t stop you from continuing to goad
supporting characters into giving you useful clues for the rest of the
wmrission. Your spent point is refreshed at the end of the mission.

When creating characters, it is useful that you coordinate with
your fellow players to make sure that at least one member of the
group possesses each of the Investigative abilities — or, at least,
that you and your GM know where your gaps in knowledge lie.
Successful groups also ensure that the various General abilities
are all accounted for. When in doubt, perform a roll call of
abilities to make sure you've covered all the abilities.

Once all of the abilities are covered, if you wish you may
save any remaining build points to spend as situations arise
during play. You may assign yourself additional abilities, or
increase your ratings in the ones you’ve chosen, as seems
appropriate to your character and the situations he finds
herself in. When you choose to do this, you are not suddenly
acquiring abilities on the spot, but simply revealing for the first
time what the character has been able to do all along. If your
GM is running an ongoing series of TimeWarch games, you will
accumulate additional build points during play that you can
spend immediately or save to spend during play.

INVESTIGATIVE ABILITY BENCHMARKS:
WHAT'S A GOOD RATING?

When choosing Investigative abilities it is better to get a large
number of abilities with fairly low ratings. Even a 1-point
rating is worth having, You’ll rarely want to spend more than
3 points on any one Investigative ability, and it may be worth
leaving a few points unspent so that you can assign them
during play.
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WHAT DOES A ZERO INVESTIGATIVE
ABILITY RATING MEAN?

If you have a 0 rating in an Investigative ability, you aren’t
knowledgeable enough to use it for gathering clues. With a 0
Streetwise, for instance, you won’t easily know where to find
a trustworthy local informant in ancient Tyre, and you'd be at
a loss when stranded in the 22nd-century urban megalopolis
of New Tokyo.

If you put 1 or more points into an Investigative ability, you
have a rating in it. You must have a rating in an Investigative
ability to get useful information from it. However, as noted
above, if you have a positive rating but spend the point for a
special benefit you still get all core clues associated with the
ability.

A few Investigative abilities are particularly useful for a
TimeWatch Agent. Science! gives you access to super-science
devices. Timecraft pays off when trying to sort out the twists
and turns of time, and even when you aren’t familiar with
History, the Research ability will make sure you can track down
the information you need. Likewise, Paradox Prevention can
pull your fat from the fire if things go horribly wrong. An
Agent with a 0 rating in these abilities may be at a disadvantage
when forced to work alone.

TRADING POINTS

One optional rule to knit together a team allows players to
swap points among themselves. Ask your GM for permission
if you have interest in doing this. When using this rule, a
player may trade 1 Investigative build point for 3 General
build points from another player — or, obviously, vice versa.
Thus, the cerebral roboticist can give 6 General ability points
to the menacing soldier (for Athletics and Scuffling, say), and
get 2 Investigative ability points from that Agent’s pool (for,
say, Science! and Hacking). Both players get to increase their
Agents’ “spotlight” abilities, and the team becomes more
focused. Everybody wins.

STEP THREE:
ASSIGN GENERAL ABILITIES

General abilities use different rules than Investigative ones,
and allow for possible failure. They help you survive while you
are investigating and adventuring, When choosing General
abilities, yow’ll want to concentrate your points among a few
abilities, giving you comparatively higher ratings than you want
in the Investigative category.

GENERAL BUILD POINTS

Each player gets 50 points to spend on General abilities,
regardless of group size. You start the game with an additional
6 free points each in Health and Chronal Stability.
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Although there is no set cap on abilities, the second highest
rating must be at least half that of the highest rating,

Aaron wants his character to have a Shooting rating of 20. This
requtires him 1o take at least one other ability at 10. This would leave
him only 20 points to spend on all of the other General abilities.
Aaron reconsiders, opting for a lower but still impressive Shooting
rating of 12 so be can spend his other points more freely.

SUMMARY OF GENERAL ABILITIES

This is a list of General abilities, along with a brief summary
of each. Full descriptions are found on p. 46.

Athletics: You can run, jump, duck, throw, and climb.

Burglary: You can go where you’re not wanted and steal
what’s there.

Chronal Stability: These points represent your ability to
stay anchored in reality, even when the river of time threatens
to sweep you away.

Disguise: You can make yourself look like a different
person.

Health: These points represent how hard you are to kill.

Medic: You can restore lost health to yourself and others.

Preparedness: Fither you have exactly what you need, or
you know how to get it.

Reality Anchor: When you or others become chronally
unstable, this ability stops them from fading out of existence.

Scuffling: Whether with your fists or a weapon, this combat
ability is how you kill, knock out, or restrain your foe.

Shooting: You are adept with firearms, ranged weapons
such as crossbows, beam weapons, and your nonlethal PaciFist
neural disruptor.

Tinkering: This engineering ability lets you both create
and destroy, whether programming computers, building
mechanical devices, or blowing things up.

Unobtrusiveness: Sometimes it’s better not to be seen
or noticed, and that’s where Unobtrusiveness comes in.



Spotting an ambush and avoiding surprise also falls under
this ability.

Vehicles: From a farm wagon to a space ship, this ability
lets you drive and pilot vehicles.

HOW DO YOU PICK GENERAL ABILITIES?

Think about the character you envisioned in step one. How
athletic are they? Are they good at sneaking and infiltration?
Are they always prepared; are they good with machines; are
they incredibly sneaky?

Once you think of a rough idea, start putting in a rating from
1 to 8 for each General ability you want. You can adjust them
later to hit exactly 50 assigned points; don’t worry about that
fine-tuning just yet. You certainly don’t need a rating in every
General ability, but it’s worth investing 1 point in any ability
you don’t want to be completely hopeless at. Don’t forget to
add points to Health and Chronal Stability as well. You can go
higher than 8, but save that for the abilities you want to be best
at. A good rule of thumb is that 8 or more points in a General
ability makes you an expert. For most General abilities an 8+
rating also gets you a Booster, an additional benefit that is
only available to experts (see p. 45).

Once you have an approximate rating in every General ability
youre interested in, including Health and Chronal Stability,
count them up and see how far over (or under) you are from
50 points. Now you make the hard decisions, fine-tuning your
selections to hit exactly 50 points. You can also save some points
and assign them during play. Remember that you also start with
6 free points in both Health and Chronal Stability.

00 MEDIUMHIGH

WHAT ARE GOOD GENERAL RATINGS?

General abilities use a different set of rules and are measured on
a different scale than Investigative abilities; while Investigative
abilities run from 1 to perhaps 5, General abilities run from 1
to 14 or higher, with a rating of 8 or higher usually indicating
an expett.

The two ability sets are handled differently because they do
different things. The rules governing General abilities introduce
the possibility of failure into the game, creating suspense and
uncertainty. Uncertain outcomes make scenes of physical action
more exciting, but can stop a mystery story dead if applied to
the collection of information. This division may seem a little
odd when you first encounter it, but as you grow used to the
GUMSHOE system you'll see that it works well.

GUMSHOE focuses not on your charactet’s innate traits,
but on what they can actually do in the course of a storyline.
Why they can do it is up to each player. Your characters are as
strong, fast, and good looking as you want them to be.

GENERAL ABILITY BENCHMARKS

A rating of 1-3 indicates that the ability is a sideline, 4-7 is
solid but not off the charts, and 8 or more suggests a dedicated
talent that will be immediately apparent to observers when
they see you in action.

We recommend ratings of at least 7 in core abilities, such
as Health, Chronal Stability, and Shooting or Scuffling,
and 4 in important ones such as Athletics, Disguise,
Unobtrusiveness, and Reality Anchor. A rating higher
than 10 in a General ability other than Health indicates an
impressive level of specialization.
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WHATDOES A
GENERAL RATING OF ZERD MEAN?

If you have no rating in a General ability, you have put no
build points into it, and you cannot make a test on that ability.
There’s one exception, detailed on p. 148: you can still try to
fight (or more accurately, flail about poorly) with a 0 rating in
Scuffling or Shooting. That is not to say you can’t do the thing
at all; it’s only if you want to attempt something requiring a
test that you will not succeed. You character might be able to
drive, but with a Vehicles rating of 0 you will not be able to
deal with a car chase or potential crash. A 0 pool in an ability
with a positive rating allows you to test — you just won’t have
points to spend.

When you choose to have ratings of 0 in certain basic
abilities, you’re defining your character. An Athletics of 0
implies a surprising feebleness and lack of coordination for a
TimeWatch agent. A Chronal Stability of 6 puts you at more
risk of being destroyed by an accidental paradox, and a Reality
Anchor of 0 means that you have difficulty settling in and
adjusting to any time period you visit.
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STEP FOUR: BUILD OUT YOUR
PERSONALITY, APPEARANLCE,
ORIVE, BACKGROUND, AND SECRETS

PERSONALITY

You may have done some of this in step one, but a character
is a lot more than a page of statistics. It’s a tone of voice,
an attitude, a way of holding yourself, a code of honor, a
collection of grudges and resentments, all driven by who you
think that person really is. A bully is a different person than a
meek, shy victim; consider who your character is and how they
act around others.

A good way to do this is to think about what actor might
play him or her in a movie. Then start thinking about your
character as if they were that actor. You don’t have to do this
slavishly, but it’s a good way to begin if you need a shortcut.
“Dr. Leah Breen would be played by Tina Fey” is a good way
to quickly get a quick visual on her appearance, personality,
and possible quirks. Change things from there.

We recommend you write three or more adjectives to describe
your character’s personality. The 1840s TimeWatch Agent Mace
Hunter, big game hunter, might have adjectives like Bok, Risk-
taker, Hunter, Brutally honest, Womanizer, Lovelorn. Dr. Leah Breen,
a TimeWatch Agent from 2219, might have adjectives like Sej*
involved, Brilliant, Amoral, Creative, Lonely, Vindictive.

You only need enough to define your PC and remind both
your GM and yourself when you’re doing a great job roleplaying.

APPEARANCE

Be prepared to describe your appearance to the other players
around the table. Most agents are (or appear) human, but
explaining your Disguise ability as a holographic projector
means that you don’t have to be human if you don’t wish to be.
What do you look like; how do you dress; what mannerisms do
you have? TimeWatch agents have a vastly extended lifespan,
but what’s your apparent age? Do you sport visible tattoos or
wear jewelry, and do you have any customized gear? What kind
of clothing do you prefer to wear when you aren’t on a mission?

One reminder: TimelWatch doesn’t have a Size stat, but think
carefully before you make a character that is particularly small
or particularly large if your Agent is nonhuman. Smaller than
a dog means that you’re going to have some challenges with
weaponry and doorknobs, and larger than a gorilla means that
you’ll have trouble fitting through doors or into cars.

DRIVE

Drive is a key to personality. Your Drive is a fundamental
personal quality that pushes you into adventuring and sets
you to saving the world. A good Drive rewards boldness and
discourages boring, cowardly choices; pick or create one that
you think will be fun to roleplay.



Choosing Your Drive

You choose your character’s Drive at the beginning of play.
It should be something that defines you and pushes you into
action. The more memorable and personalized, the better.
“Paying for My Many Sins” is a more interesting name than
“Altruism,” for instance, because it suggests that the character
has many past sins that need to be repaid. Drives can change
over time; when dramatically appropriate, and with your GM’s
approval, feel free to change your Drive.

Mace Hunter first love has been inextricably executed by villains
haping to teach Mace a lesson about interfering with their plans. Mace
temporarily discards his current Drive in favor of 1 engeance. Hell
likely return to his earlier Drive once bis new enemies have been dealt
with, painfully and with malice aforethought.

There’s no official list; use the following generically named
Drives as suggestions, and feel free to propose to the GM a
custom Drive that fills the same function as the ones given
here. Write up an explanatory paragraph in the same vein as the
supplied Drives. If not immediately apparent, your GM may ask
you to supply hypothetical examples of situations in which the
Drive will keep the Agent making active, interesting choices in
solving the mystery or advancing the operation at hand.

Altruism: You’re trying to help others, and there’s no
better way to do so than TimeWatch. If you can thwart minor
regulations enough to help a few folks during missions, you’ll
make the world a better place. Samples: Charity Is Next to
Godliness; Death to the Strong, Kindness to the Weak

Ambition: You're tired of being under-recognized, under-
appreciated, or under-challenged, and you’re ready to start
clambering up the ladder of success. You strive to achieve for
personal reasons, to prove to others that you’re as worthy as
you know (or hope) yourself to be. Samples: King of the Hill;
Agent of Change

Atonement: You, or an alternate timeline version of you, did
something truly awful. Every day you seek to make up for that
sin, atoning as best you can for a debt you'll never truly repay.
Samples: Begging for Forgiveness; Unworthy and Unclean

Curiosity: If there’s a secret of the ages, you're determined
to ferret it out. There are near-infinite wotlds out there, a
multitude of different choices and fascinating people you
can meet, and you have the technology to see it alll Samples: A
Boring Life Is Pootly Lived; Secrets Are Meant To Be Shared

Duty: You signed on to TimeWatch, and you’re determined
to see it through no matter what the cost. You’re a loyal agent;
you'll do your duty, follow the rules, capture the miscreant,
punish the guilty, and save the world. Samples: Refer to the
Rulebook; Code of Honor

Experimenter: What would happen if North American
diseases wiped out European explorers instead of the other way
aroundr Would the Mongols conquer North America if Kublai
Khan’s emissaries discovered the Pacific Gyre and reached the
west coast of North America? In TimeWatch, you can find
these things out — and still set time back on its proper path.
Samples: In the Name of Knowledge!; It Looked Good on Paper

Exploration: You have so very much left to see. The
explosion of Krakatoa, the Gibraltar Falls, the lost kingdoms
of South America: you may not be able to save them, but you
can walk amongst them again. Samples: Where No One Has
Gone Before; See Where the Road Leads

Former Enemy: You were a rebel trying to destabilize
time, and you were recruited by TimeWatch. They convinced
you that they were on the side of the angels, and they showed
you how your actions could destroy the world. Your old
friends haven’t forgiven you, though, and your new allies
don’t necessarily trust you. It’s a lonely place to be, and you’ll
have to prove yourself to overcome it. Samples: Forced Into
Friendship; Traitor to Your People

Friendship: You both like and trust your fellow Agents,
and there’s at least one person on your team that you'd give
your life for. If your team is willing to risk their lives for
TimeWatch, who are you to do otherwise? Samples: Loyalty
Before Life; Unbreakable Bonds

Hubris: Who dares set their will against TimeWatch, and
why? They are no match for the technology, experience, and
skill that has been set against them. Teach them this lesson,
and teach it well. Samples: How Dare They?; Always Teach a
Lesson

Lovestruck: You became an agent because of love, either
because youre smitten by someone else in TimeWatch or
because the person you love rejected you and there’s no other
real choice. One way or another, anything you do, you do for
them. Samples: Anything for Love; Heartbroken and Hunting

Nowhere Else to Go: You live a long time as a TimeWatch
agent, and you’re forbidden by regulations to go back and
see the people you love. There’s nothing left for you there,
anyways; your love married your best friend, your family’s
fortunes have crumbled, and now that you’re a time traveler
you know exactly how small a difference you really made.
Your old life is dead, cold and buried. Your new family is
TimeWatch. Samples: Unwelcome Elsewhere; Hunted

Risk-Taker: You vastly prefer to live on the edge; gambling
— with your safety, your life, your money, or your reputation
— makes you feel alive, and you yearn for the chance to
test your luck and throw yourself into danger. You consider
setbacks a personal insult, one you’re determined to overcome
no matter what the odds. Samples: Never Tell Me the Odds;
Good Idea at the Time

Thrill-Seeker: You can ski down prehistoric mountains,
surf tsunamis, ride a dinosaur, and run with (or from) the
Zulu. You may not love coming face-to-face with death, but
the adrenaline-filled excitement from new experiences that
accompanies your work is too much of a rush to ignore.
Samples: Safety Is for Cowards; Just Do It

Vengeance: Someone has wronged you, and you’re not the
forgiving type. You may stop when you settle the score, or
you may not be able to stop until their evil is wiped out for
good. Working on a mission that aids your enemy is one of
the roughest challenges you can face. Samples: They’ll Rue the
Day; Vengeance Is Best Served Cold

Make Up Your Own: None of these quite right? Come
up with your own and have your GM approve it. As long as it
pushes you into action, it will be fine.
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Not all campaign frames require Drives, and not all
Drives are appropriate for all campaign frames. For
instance, a humorous game full of funny anachronisms and
time-related mayhem wouldn’t use a Drive called “bitter
vengeance,” and a gritty futuristic cop drama wouldn’t
have a Drive named “Hey baby, there’s a hot alpaca in my
pantaloons, if you know what I mean, and I think you do.”
Well, no setting should have that Drive. But you see our
point. Use good judgment.

Following Your Drive

Drives are a huge help in any scene where you aren’t sure what
to do next. If your imagination is lacking or you have too
many choices in front of you, following your Drive gives you
a foundation to forge ahead.

If you really dive in and roleplay your character’s Drive,
possibly at great risk to your character, you should be rewarded.
When this happens, another player or the GM should hand
you a Stitch (TimeWatcl’s action points; see p. 65), rewarding
your character’s inner certainty that comes from following
deep-seated psychological motivations. Don’t be shy about
reminding the GM if no one tosses you a Stitch! Nobody but
you remembers what your Drive is, especially at first, so it’s
fine to tell the GM. It’s unlikely youll have to do this more
than a few times before people start remembering your Drive.
Also, get in the habit of handing Stitches to other players
when they roleplay their Drives, too.

Avoiding Your Drive

Drives don’t encourage suicidal recklessness, but they remind
you not to over-protect your character when youd really be
having more fun leaping into a crisis armed with loaded guns
or a confident swagger.

Most of the time, a GM who realizes you’ve slipped into
over-cautious mode and are holding up the progress of the
story can spur you to action simply by reminding you of your
Drive. She might explain to you why your Drive would spur
you to action. Better yet, she could prompt you to explain why
you’re hanging back.

When invoking Drives, GMs should take care not to guide
the player’s specific response to the situation. The goal is to
lead the player to move forward, not to force a particular
choice. Avoid this by listing several viable choices, if the player
has been stumped by his own caution.

If the player digs in and refuses to have his character move,
the GM may assess a stress penalty. This reflects the Agent’s
loss of concentration as he acts against his fundamental
nature. The cost of all Investigative spends increases by 1,
as does the Difficulty of all General tests, until the Agent
returns to form. Most games unfold without a single stress
penalty coming into play, as players willingly follow the path
they themselves have chosen.

Dr. Leah Breens Drive is Hubris, fitting in to the players
evolving theme of creating something of a mad scientist. She

approaches missions with the intent of bumiliating those who dare
stand against her and TimeWatch. Clearly, Dr. Breen has a few
issues to work out.

BACKGROUND

You won’t want to fill this in with too much detail, because
it’s most fun to discover during play, but you’ll want a few-
sentence description of your background. Who were your
family members, and who were your friends? Did you leave
behind anyone that you loved, or any unfinished business?
Why (and where) were you recruited? Answering these
questions will help you roleplay, and giving this information
to your GM will help her create missions that are particularly
relevant to you.

For example, Dr. Breen’s player jots down her background:

“Some ignoramuses unsed to call me mad. Me, mad? Ha ha
ba ha ba! Hardly. They just said that becanse 1 don’t often
brush my bair or pay attention to ethics or talk in terms that
the uneducated can understand. Or perbaps it’s that I'm a great
inventor who happens to produce extraordinary inventions on a
whim. Mad? Hardly. 1 am not mad. 1 am a genins, and I'm
belping save the world.

“Theres a very good chance 1 invented time travel. I was one
of the inventors, at least, and 1 was in the process of sabotaging
other people’s chronal experiments to make sure I was the only
inventor when I was stopped by TimeWatch. Since there was clearly
a great deal I didn’t know, 1 jumped at the opportunity to become
a TimeWatch agent and fix tears in the continuity of the space-
time continuum. 1t been tremendously satispying. 1 love my job as
a time agent, and the experiences I gather help satisfy my boundless
curiosity. I like to interview other agents from varying times, finding
out how they're fitting in and offering to experiment on them.
History fascinates me, and I miss the days when I conld change it on
a whim to see what happened.

“U¢5 a lonely life, though. Someday I hope to settle down. 11 have to
[Jind the right person first. Someone who can stand up to me. Someone
bright, and strong of will.”

That’s a background that’s fun to play, eccentric enough
to stay interesting, and which gives the GM plenty of fodder
to bring in interesting plot complications. Not all have to be
that detailed, just so long as you know where the character
came from.

SECRETS

These are secrets that you keep from the other Agents on
your team. They’re probably secrets from before your life
in TimeWatch, and they can be as large or small as you
like. Having a secret is far from mandatory, but you’ll find
it’s fun, and often ties into compelling story arcs for your
character. A character with a secret has something to live
for and something to hide, making for more interesting
interactions. Secrets are no use unless they come up in play,



so chose them with the expectation that your GM will make
use of them.
Dr. Leah Breen’s secret:

“Back when I was busy sabotaging other inventors’ tinte machines,

I may have slightly flung a few scientists randomly through the time

stream. 1 worry a bit that this might have made things more difficult

Sor TimeWatch, and always wonder if that’s going to come back to
bite me.”

HINTS FOR CHARACTER CREATION

your Chronal Stability at 6 points can be dangerous, and at
least a few points of Reality Anchor might just save the day
when other time travelers try to erase you from the universe.

» Another way to remember this: think of Chronal
Stability as Health points for your ability to stay
anchored in space and time, and Reality Anchor as
the Medic ability that keeps you there.

High Athletics means a better chance to dodge when a
Spanish conquistador or a Roman centution is trying to
impale you on the end of a pointy sword. Hit Thresholds,
the target Difficulty Number that foes need to equal or
exceed to hit your character in combat, start at 3 and rise to
4 when you have 8+ points of Athletics; and Athletics can
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You’ll also find hints for general play on p. 54, but here are

. ! be spent on Evasive Maneuvers to go on the defensive in a
some ideas and hints to get you started:

fight, making yourself harder to hit (see p. 82). Unless you're

» Pick a fun concept that makes you think “hell yeah!” Having playing a notably frail or out-of-shape character, this may be

all of time and space to play with can be overwhelming, but
don’t suffer from analysis paralysis. Just pick something that
you think would be fun to play, hit the Internet to learn a
little bit about the origin time and culture, and get started.
There are a lot of TimeWatch agents out there, and teams
get shuffled all the time; if for some reason your character
concept turns out to not be as interesting as you hoped,
your GM will likely let you swap out the Agent at the end
of a mission or adjust your character’s point distributions.
For an ongoing series or campaign, you’re probably best off
playing a character from a historical time (past or future)
that you’re particularly interested in.

For General abilities, put at least 1 point into any ability
you want to have a chance of using. You may not be very
good at picking locks with a Burglary of 1, but you’ll have
a chance! If your Burglary was 0, you'd simply be unable to
succeed. That’s fine if it’s part of your character concept
(and you may have to make some tough choices), but you
don’t want to do this by mistake.

As long as one member of your group is loaded down with
8+ points of Unobtrusiveness or Vehicles, their ability
Boosters (see p. 45) and the Piggybacking rules may allow
you to get away with assigning relatively few points to these
important abilities. That will only help when you’re close
enough to your fellow Agents for them to help hide you, or
when they’re leading a chase. If you head off solo, you’re on
your own.

If you want to play a particulatly intellectual character and
your friend wants to play a more physical one, or vice versa,
consider trading points (see p. 26.)

Have enough Health. PaciFist-style neural disruptors only
knock your character unconscious, but your Agent will
encounter plenty of people enthusiastic about killing them
in other interesting and painfully creative ways. Keeping
your Health at 6 points may lead to a short-lived PC, while
much over 14 Health might be overkill.

Don’tdisappear into time. Your Chronal Stability pool allows
you to survive time damage when aliens or paradoxes start
cropping up, and the ability Reality Anchor helps keep your

team robust even when reality starts to unravel. Keeping

a worthwhile investment of points. High Athletics allows
more exciting maneuvers in combat and adds significantly
to your character’s survival.

Invest in Paradox Prevention. This Investigative ability tells
you when a paradox has occurred, and spending Paradox
Prevention points can let you get away with time tricks like
having your future self help you directly. If you have excess
Investigative points left over after character creation and
you don’t want to save them for future use, you could do
worse than putting them here.

Balance your Investigative points. You’ll seldom want more
than 2 or 3 points in any ability unless your Agent is a world-
class specialist. A TimeWatch team tends to have every
Investigative ability covered by at least one Agent, so you
may wish to learn a wide array of Academic, Interpersonal,
and Technical abilities.

After creating your character, save some Investigative points
if you can spare them. It’s nice to have the flexibility of
assigning them on the fly when you really need them.

If you need to break some minor rules to achieve your
vision of your character, talk to the GM. She may allow you
to do so if she thinks the change is balanced and doesn’t
give you an advantage over other Agents. She’s very unlikely
to give you extra build points, but she may be willing to
interpret an ability in a new and particulatly fun way; giving
your rocketeer from the future an easier-than-normal-to-
obtain jet pack that uses Vehicles points, for instance, might
pass muster.

Remember, the TimeWatch rules dont care how your
Investigative and General abilities work so long as they
do work. If you have the Interpersonal ability Taunt, for
instance, it doesn’t matter whether you decide you’re using
pheromones, mind control, or a bitter and insulting sarcasm
to goad other people into giving you clues; the ability
works regardless. That means you have great flexibility in
describing how your character interacts with the world.
Just make sure you and the GM share the same vision, as
you don’t want to try playing “Bill and Ted” if your GM’s
campaign is about gritty time-based investigation.
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EXAMPLE OF CHARACTER CREATION

Cindy knows exactly what she wants in a character, and it’s a
little unusual. She wants to model a T-1000 from the Terminator
movies. Can the core TimeWatch rules model a liquid metal
shape-shifting assassin cyborg from the future? She decides
to find out.

First she decides to change the background. Her cyborg is
Punjabi in origin, a relic of an India-Pakistani limited nuclear
exchange in 2043 that she makes up on the spot. She makes a
note to tell her GM about it so that she can change the date if
necessary. Cindy decides that her assassin cyborg was designed
to function in the radioactive zone, that it achieved sentience
and was recruited into TimeWatch, that it was reprogrammed
by TimeWatch to be less about assassination and more about
investigation, and that the cyborg doesn’t remember much
from those times; the memories have somehow been wiped.

Her next step is to assign Investigative abilities. Cindy
is going to be in a big group of five players, so she gets 16
Investigative points to spend (see p. 23). So the question is,
what does a near-future assassin cyborg know?

For Academic abilities she puts 1 point each in History
(Contemporary), History (Future), Military Tactics, Research,
and Trivia. She gets 1 point of Timecraft for free. These
choices will let her be good at research, knowledgeable about
recent history, and an expert on military tactics. Five points
(plus 1 free point) of her 16 point budget ate spent so far.

For Interpersonal abilities she puts 1 point each into
Authority, Falsehood Detection, Intimidation, and Streetwise.
She lacks a lot of human emotions, but can emulate stern when
needed. She decides that the cyborg’s biometrics measure bio-
signs such as heartbeat and skin temperature, telling her when
someone is lying. The point in Streetwise will help her quickly
adapt to unfamiliar cities. She’s spent a total of 9 Investigative
points.

For Technical abilities she puts 2 points in Hacking, an
ability she wants to excel in as a cyborg. She puts 1 point each
in Forgery, Notice, Paradox Prevention, Science!, and Spying.
With that, she has a pretty good emulation of a T-1000’s skill
set, at least the version of one she wants to play. She’s spent all
16 Investigative points.

Now, General abilities. These are trickier; how is she going
to model the cyborg’s ability to run quickly, heal instantly, and
shape-shift? She gets 50 points to distribute. She starts with
raising Health to 12 and keeping Chronal Stability at a fairly
low 0; since she starts with 6 Health and 6 Chronal Stability
automatically, she only spends 6 points to get this. Those
ratings will keep her alive, but she doesn’t have a lot of leeway
if a paradox or an enemy causes her chronal instability. She
decides to take the risk.

She puts 8 in Athletics, 3 in Burglary (since Burglary includes
infiltration, she decides this models shape-shifting through or
under doors), and 3 in Disguise (since she can instantly change
her appearance). She’d like that to be higher but probably won’t

N\

A viking learns the hard way that liquid metal shapeshifting cyborgs can be TimeWatch agents, too.




Name: Vidhvansaka-5

Nationality: Punjabi
Origin Time: 2047
Profession: Assassin

Age: 4 (physical age 27)

Chronal Stability

Health

12
11 10 9

Drive: Duty -5 -6 -7 -8 -5 -6 -7 -8
. -9 -10 | -11 | -12 -9 -10 | -11 | -12
Hit Threshold: | 4 | Armor: | 1
Max: 6 Max: 12
Investigative Abilities Gear General Abilities
Academic Abilities Autochron (portable 1-man time machine) Athletics 8
Burgl 3
Anthropology Impersonator mesh (+3 Unobtrusiveness until urglary
. - - Chronal Stability** 6
Architecture drawing notice)
. . Disguise 3
History (Ancient) MedKit (lets you use Medical skill effectively)
History (Contemporary) 1 Health™ 12
ry porary, MEM-Tags (for memory modification of unconscious [~ ” 2
History (Future) 1 subjects) edic
Military Tactics 1 Preparednss >
PaciFist disruptor (Close range, Stun 5, subtle) Reality Anch 0
Research 1 eality Anchor
Tether (holographic PDA linked to subdermal Scufflin 8
Timecraft* 1 carbud) 9
Trivia 1 Shooting 4
TimeWatch Uniform (chronomorphic, armor 1) Tinkering 3
Interpersonal Abilities Translator (instant, 2-way, unnoticeable) Unobtrusiveness 3
Authority 1 Vehicles 3
Bureaucracy .
Special Boosters:
Charm Hard to Hit (Athletics):
Falsehood Detection 1 Hit Threshold = 4, not 3
High Society
. That’s Gotta Hurt
Intimidation 1 (Scuffling): Scuffling Pool
Reassurance spend = min base dmg
Streetwise 1
Taunt
Stitches
Technical Abilities
Forgery
Hacking 2 Extra Investigative Points? | 0
Medical Expertise i
Extra General Points? 0
Notice 1
Outdoor Survival
Paradox Prevention
Science!
Spying 1
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need a lot of different disguises quickly, so she can use Stitches
to refresh the pool when needed. She’s spent 20 points so far
from her budget of 50.

Four points go into Medic; normally Medic only heals you
1 Health per point spent on yourself and 2 Health per point
spent on someone else, but modeling the T-1000% ability to
quickly heal is really important. Cindy decides to ask her GM is
she can break the rules a bit: is it okay if her Medic ability heals
her 2 points per point spent if she can’t heal anyone else at all?
The GM considers it and provisionally says yes.

Preparedness gets 5 points, as it models her liquid metal
cyborg’s ability to make simple tools and weapons out of its
own body parts. Cindy puts no points into Reality Anchor,
deciding to depend on her friends instead (a decision that
may be risky). She puts 8 points in Scuffling and 4 points
in Shooting, 3 points in Tinkering (since her Hacking and
Science! abilities make Tinkering more flexible), 3 points in
Unobtrusiveness (so she can hide in plain sight by flattening
herself against the floor), and 3 points in Vehicles. With luck,
her GM will let her count her own robotic legs as a vehicle to
occasionally run faster than normal. If not, no huge loss.

That’s 50 points. Her Boosters are Hard o Hit (from her
Athletics 8), raising her Hit Threshold from 3 to 4, and That’
Gotta Hurt (from her Scuffling 8), allowing her Scuffling
spends during combat to set her minimum damage. She notes
them down on her character sheet.

Cindy’s in trouble if paradoxes or time travel knock down her
character’s Chronal Stability when she isn’t near a friend with
Reality Anchor to help restore it. But what’s adventure without
risk? When she gains build points through completing missions
(see p. 34), Cindy can use those to build up her lower rankings.

This is a character whose concept depends more on General
abilities than Investigative abilities. Cindy may want to ask her
GM if she and another player can trade points (as described
on p. 26). If the answer is yes, Cindy would trade about 3
Investigative points for 9 General points, which she’d spread
across her General abilities.

Cindy scribbles down her gear, names her cyborg
“Vidhvansaka-5,” picks a Drive, notes a few personality
adjectives, writes down a secret, and she’s ready to play.

IMPROVING YOUR CHARALTER
AFTER EACH MISSION

At the end of each mission, each player gets 1 build point
for each session they participated in. This assumes a small
number of three-to-four hour sessions; if you play in shorter
bursts the GM will reduce the total amount. GMs may give an
additional 1-point bonus at a mission’s end for a challenging
mission or for particularly entertaining play. Players who had
characters die in the course of the investigation only get points
for each session involving their current character.

Your GM may increase or decrease the base number of
build points awarded, depending on the expected length
of her campaign. The longer the campaign, the fewer build
points per mission.

34

These build points can be spent to increase either
Investigative or General abilities. You may acquire new
abilities or bolster existing ones. If necessaty to preserve
credibility, rationalize new abilities as areas of expertise
you’ve had all along but are only revealing at the time, abilities
that TimeWatch has educated you on using their futuristic
teaching devices, or skills that you’ve specifically gone back
in time to practice.

After every mission you may also reassign 1 or 2 build
points from one ability to another, justifying it as skill atrophy:
“I've let my Outdoor Survival become quite rusty, what with
all the Tinkering I’ve been doing”” This may reflect in-game
experiences, or just your changed priorities for the character.
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INVESTIGATIVE ABILITY DETAILS

The following abilities are what make TimeWatch tick (yeah,
we’re sorry about the pun, too). Using these abilities, just
telling the GM that you’re using them or roleplaying them out,
will gain you clues if there are any clues to be had.

You only need to read this section when you want more
detail on Investigative abilities, what they do, and what you
might get for spending them. Ability descriptions consist of
a brief general description, followed by examples of their use
in an investigation. Creative players should be able to propose
additional uses for their abilities as unexpected situations
confront their characters. Examples are given for possible
benefits when spending one or more points; benefits are
certainly not limited to these suggestions, and it’s important to
remember that spending points from an Investigative pool does
not stop the character from still using that Investigative ability.

Certain specific actions may overlap between a couple of
abilities. For example, you can identify a uniformed soldier’s
allegiance from either Military Tactics or a History ability.

Some abilities, like Research and the History skills, are
broadly useful and will crop up constantly. Others, like
Hacking or Anthropology, may be called for many times in the
course of one scenario and not at all in others. When building
your character, strike a balance between the reliable workhorse
abilities and their exotic, specialized counterparts.

Investigative abilities are divided into the following sub-
groups: Academic, Interpersonal, and Technical. The purpose
of the subgroups is to allow you to quickly find the best ability
for the task during play, by scanning the most likely portion of
the overall list.

USING INVESTIGATIVE
ABILITIES TO, WELL, INVESTIGATE

During play, you’ll use your Investigative abilities to uncover
clues over the course of the mission. You never need to roll a
die or spend any points to succeed in this; as long as you have
at least 1 rating point in the ability, and you tell the GM you’re
using the ability, she’ll give you a clue if there’s one to be had.

In Arthur Conan Doyle’s Shetlock Holmes stories, Holmes
never misses a clue because be rolls badly. Holmes has at least 1 point
of Notice (and almost certainly more). If Holmes examines the
ground, hell notice the suspicions pipe ash scattered beside a tree, and
because he has at least 1 point of Trivia, hell be able to automatically
identify exactly what type of tobacco produced 7.

Sometimes you’ll want to tell your GM youre using an
ability. Sometimes your GM will tell you something she thinks
you’d automatically know due to your abilities.

TimeWatch agents are investigating a murder scene in the late 215t
century, where a computer scientist bas vanished utterly, changing the
Juture of computing.

GM: The purple light from your antochrons fades, and you're
standing in her apartment, crammed into the bathroom with the door
open. Using your Charm on the door attendant means yon know she
came up the elevator five minntes ago, and you already know that she’s
reported missing when she skips ber dinner date tonight. The lights in
the apartment are off. What do you do?

Altani, Mongolian Warrior Princess: 1 have Notice. 1
suiff the air and listen. Is she in the apartment?

GM: You don't think so. You don't hear anything except for
some people walking by out in the halhvay near the elevator. Theres a
strange acrid smell in the air, and it smells fresb.

Altani: “Listen! .. You smell something? Careful, it could be
poison gas.” Hey, what kind of strange is it? 1 don't have Science!
or Medical Expertise, so if it actually is poison gas, 1 probably can’t
identify it. If itk a creatnre, 1 probably can.

Dr. Leah Breen, Chrono-Scientist: 1 have both those
abilities. 1 say, “Silence, fool! et me work!” and I check my tether.
L' using the chemistry part of Science! to check the air quality.

GM: That totally works. Your tether instantly spits back fhe
answer: Therel been a chemical dump in the next room within the
past five minntes. You detect a slight abundance of oxgen, hydrogen,
nitrogen, calcinm, and phosphorus, but its equalizing and diffusing
by the second.

Dr. Breen: Uh-ob. No abundance of carbon? I walk into the
living room and flip on the lights. What do I see?

GM: Most of the apartment looks untouched, other than the
owner being a slob. Theres a puddle of something shiny over by the
front door.

Altani: I go check it ont.

GM: Altani, it shimmers and bubbles slightly as you walk over; it
looks like greyish stime. You don't have Science! or Hacking, Altant,
but Dr. Breen does. Hey, Breen, have you ever heard the phrase “grey
200" before?

Dr. Breen: Dammit! “‘Altani, don’t tounch that! Back off?” 1
use Hacking to have my tether check_for nanorobotic electromagnetic
signals. Am I looking at what’s left of a human being, dissolved by
carbon-consuming nanobots? Becanse if 1 am, we're going to have a
tough time saving her life.

GM: You are, and yes.
Dr. Breen: Well, at least now we know where she disappeared to.

Altani: I have Spying. Tomorrow I'm going to go back in time
to yesterday and plant micro~cameras all over this apartment. So lets
download that video right now to my tether and see who placed the
nanites. I don’t want to watch her get eaten, though.

Dr. Breen: Why not? Squeanish?

Altani: Nope. If we don't see ber get eaten, we can still save her
life without causing any paradox. Someone got eaten, but it wasn't
necessarily the woman we're trying to protect. We can always go back
in time to five minutes ago and meet ber in the halhvay instead to
save her.

GM: Good thinking. So mafke your Travel tests for the time travel
1o place those cameras, and let’s see what's on that video!
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Not all those terms will be familiar to you yet, but you get
the idea: when you have a non-0 rating in an Investigative
ability, you can find clues linked to it. Sometimes you’ll want to
mention your ability use first, and sometimes the GM will ask
you, but she can’t remember everything; don’t be shy about
telling the GM what you want to look for and how you’re
going about looking, She’ll give you clues if they’re there to
be found. This is how you’ll piece together mysteries, and how
you’ll advance the investigation.

SPENDING INVESTIGATIVE
ABILITY POINTS FOR SPECIAL BENEFITS

Each Investigative ability below has an example of a benefit
that might be gained by spending a point, but there are many
other possibilities. Spending a point never makes you less
knowledgeable in that subject; it just limits the number of
times you can get special benefits related to that ability during
the mission.

The other thing that spending an Investigative ability point
can do is put the narrative focus on your character. Like a
sci-fi movie that spends a few minutes following everything
a particular character is doing, spending a point is your way
of telling the GM, “I want to do something particularly cool
with this, so please pay attention!” It’s a means of grabbing
narrative control to accomplish something exciting you may
not have otherwise been able to pull off.

The following general advantages apply to most Investigative
abilities. Spend an Investigative point to:

> gain a +3 bonus on a related General ability test (this can be
a suboptimal use of an Investigative point spend, but there
will be times when your Agent is out of options and can’t
risk failure; gaining +3 means you’ll auto-succeed at most
tests)

» completely obviate the need for a Difficulty 4 General
ability roll, such as spending a point of Science! instead of
making a Tinkering roll, or spending a point of Paradox
Prevention to succeed at a Difficulty 4 Paradox test

> gain an advantage (such as +1 on every roll, or +2 on a
handful of rolls) in a future contest of General abilities,
such as a chase through time or a fight

> give supporting characters a favorable impression of you

> time travel to meet a supporting character who’s influential
or an expert on an appropriate topic

» stretch the definition of the ability you’re using, granting you
a core clue that would ordinarily be gained with a different
ability than the one you have (assuming you can rationalize
the crossover)

» securely plant or hide physical and data evidence

» persuade people to keep quiet about the truth, or feed them
a different version of events that they’ll believe

> speed up an investigation, such as running DNA samples or
chemical analyses in minutes instead of hours

ANTHROPOLOGY (ACADEMIC)

You are an expert in anthropology and archaeology, making
you knowledgeable about the study of historical artifacts,
historical structures, and human cultures across time. You can:

» identify artifacts, customs, and rituals of a given culture
» distinguish real artifacts from fakes

> cxtrapolate the practices of an unknown culture from
similar examples

> spot well-disguised graves and underground hiding places

» unerringly time travel to surreptitiously observe a culture,
then return to the point in time that you’d just left

Sample spend: Spending 1 or more points of Anthropology
may get you an isolated ancient or postapocalyptic civilization
that worships you like a god, but does so in a way that doesn’t
ripple through the timeline. You can take refuge there to heal
or recover without fear of being betrayed, and for 2 points
(or 1 point and a point of Military Tactics) you might briefly
recruit its citizens to act as cannon fodder for your own
personal army.

ARCHITECTURE (ACADEMIC)

You know how buildings are planned and constructed. You can:
> navigate unknown structures
> judge the relative strength of building materials

» identify a building’s age, architectural style, original use, and
history of modifications

» construct stable makeshift structures
» identify elements vital to a building’s structural integrity

> travel back in time to stealthily observe the building in
question being built

Sample spend: Spending 1 point of Architecture lets you go
back in time after the mission is over, swap out architectural
plans, and surreptitiously insert a secret room, hidden wall
compartment, or back door into the construction. Obviously,
this is more plausible in large buildings than small houses or

shacks.
AUTHORITY (INTERPERSONAL)

You know how to present yourself as the person in charge,
whether thats a CEO, a government official, a military
commandert, or a police officer. You speak the lingo of soldiers
and law enforcement authorities from Roman centurions to
freelance interstellar investigators, and you know how to make
people feel confident and relaxed in your presence. You can:

» command the attention of people who need problems
solved

> impersonate a law enforcement officer
» coolly ply cops and soldiers for confidential information

> fit in smoothly in any sort of military organization, with
people assuming you’re a soldier or an officer



» get excused for minor infractions

Sample spend: You can spend 1 point of Authority to
get crowds to follow your orders, particularly in chaotic
circumstances. Spending 1 point of Authority might get you
put in charge of your own body of troops, or gain you access
to a local law enforcement authority’s supply of weaponry and
armor without needing to use Preparedness. You might also
spend 1 point when impersonating a cop or military officer to
have any irregular orders be unerringly obeyed.

BUREAUCRACY (INTERPERSONAL)

You know how to navigate a bureaucratic organization,
whether its Queen Elizabeth’s court or the governmental
peons controlling security access to a 24th-century arcology.
You know how to get what you want in an expeditious manner
and with a minimum of ruffled feathers. You can:

» convince officials to provide sensitive information
> gain credentials on false pretences

> convince people you’re an official government or corporate
bureaucrat

» find the person who really knows what’s going on

» locate offices and files

\

A Neanderthal without Charm and High Society
is a lonely Neanderthal indeed.

» borrow equipment or supplies

» show familiarity with the criminal and civil laws of your
origin’s time period, and be broadly acquainted with legal
systems from throughout history

Bureaucracy is not a catchall information-gathering ability.
Bureaucrats usually wish to convey the impression that they are
busy and hatried, whether or not they actually are. Most take
a profound, secret joy in directing inquiries elsewhere. When
you repeatedly attempt to use Bureaucracy to gain information
more easily accessible via other abilities (such as Research),
your contacts may snidely advise you to look elsewhere.

Sample spend: Spending 1 point of Bureaucracy allows you
to manipulate someone specific in the mid-level bureaucratic
chain of command, whether you decide they’re your friend or
blackmailed enemy. Whether freely or grudgingly, this person
will attempt to help you and speed you on your way.

In aless-serious game, spending 1 point of Bureaucracy may
also gain you better perks as a TimeWatch agent, including
mote attractive uniforms, a trendier autochron model,
friendlier Al in your devices, better food and lodging back at
base, and a shorter wait in any lines. These benefits don’t have
much of a mechanical effect but are fun for someone who
wishes to rub in their inimitable sense of style.

CHARM (INTERPERSONAL)

You’re good at making people want to help you, whether you
utilize compliments, flattery, or flirting, You can get them to:

» reveal information
» perform minor favors
> regard you as trustworthy

» become enamored with you

Some Agents with Charm are devious and coldly
manipulating; others may be genuinely likeable. It’s up to you
whether a high rating in Charm means that you are physically
alluring, charismatic, and delightful to talk to, or simply exude
a sexual magnetism unrelated to your looks.

Sample spend: Spending 1 point of Charm might cause your
target to consider you a trusted friend, loyal servant, or reliable
resource. They may entrust you with information or resources
without ever considering that you might not have their best
interests in mind.

Spending one or more points of Charm while flirting with
someone attracted to you is likely to cause that person to fall
in love (or lust) with you, with everything that entails. For a 2+
point spend, don’t be surprised if a henchperson betrays his or
her boss for you, revealing their treason at the most dramatic
opportunity.

It is worth noting that procreation while time traveling is
strictly forbidden by TimeWatch regulations, as becoming your
own grandparent leads to some really annoying paradoxes.
People will mock you, and TimeWatch may pull you from
active service. Tty to avoid it.
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FALSEHOOD DETECTION (INTERPERSONAL)

Whether through high-tech sensors, psychological insight, or
by trusting your own intuition, you can tell when most people
are lying. You can:

» tell when most people say something they believe to be
untrue

» detect when a person is acting out of character due to stress
or coercion

» detect when a human is mind controlled or is part of an
alien hivemind

You must usually be interacting with them or observing
them from a close distance, but sometimes you can spot liars
on audio or video, too. Unfortunately, neatly everyone lies,
especially when facing possible trouble from the authorities.
Sometimes you can infer why theyre lying, but it’s hard
to reliably discern motive or get at the facts they’re actively
working to obscure. This sense doesn’t tell you what they’re
lying about, specifically, or see through their lies to the truth.

Notalllies are verbal. You can tell when a person is attempting
to project a false impression through body language. This also
usually tells you when a nonhuman, such as an alien or parallel
timeline species, is impersonating a human. All but the most
skilled impersonators leave subtle signs and clues about their
origin species that you can detect.

Certain individuals may be so adept at lying that they never
set off your falsehood detector. Some people believe their own
falsehoods. Psychopathic personality types lie reflexively and
without shame, depriving you of the telltale tics and gestures
you use to sense when a person is deceiving you.

While Falsehood Detection will not function on everyone, it
will never give you a false positive or false negative.

Sample spend: Spending 1 point of Falsechood Detection
might give you great insight into why a person may be lying,
even if it doesn’t tell you what the truth actually is. This shared
knowledge of the lie may allow you to manipulate them or pry
out the truth.
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Need to lie to someone and really have it stick? A spent point
of Falsehood Detection makes it less likely that other people
question your lie, because your body language and delivery are
flawless. Improbable information may still be questioned, but
others are unlikely to believe that youre deliberately telling a
falsehood. This is how to pass lie detector tests.

FORGERY (TECHNICAL)

You fake documents, art, and identification. Given time, originals
(or good copies), suitable matetials, and work space, you can:

> create a false identification, license, traveling paper, or other
government credential

> quickly create digital records and a false Internet history

> forge handwriting with a sample to work from

> fake a book, pamphlet, newspapert, or other published work
» forge a sculpture, painting, or other objet d’art

» artificially age paper and ink (or authentically age paper and
ink through the use of a time machine)

> spot forgeries, and make intelligent deductions about the
forger

» undetectably open and reseal a sealed envelope, document,
pouch, or other “soft” container

> create an attractive, if somewhat uninspired, work of art on
a subject of your choosing

Forgery is also useful for larger, detail-oriented investigative
work. You can also use Forgery to construct a fake crime
scene, of to clean up an actual crime scene so as to make it
look as if no crime occurred. After secretly searching a room,
the visual memory you gain from Forgery will tell you if
you’ve accidentally left any item out of place.

Sample spend: A 1-point Forgery spend could make a forged
identity completely legitimate by actually going back in time to
establish your bona fides years in the past. Spending 1 point
could allow you to create art forgeries without access to the
original work by “borrowing” it from the future or past to
use as an example. Alternatively, a 1-point spend, along with
spending 1 point of Paradox Prevention, might allow you to
avoid extra work by simply stealing the artwork from a parallel
dimension that’s unlikely to miss it.

HACKING (TECHNICAL)

You use computer and electronic technology to retrieve and
enhance information on computers and other information
devices, from punch cards to far-future technology. Your
tether (a personal holographic information system described
on p. 112) allows you to hack most equipment wirelessly.

You’re also an expert in math, logic, and the making and
breaking of codes. Given time and computing power, you can
unravel everything from simple ciphers to the supercomputer
algorithms of the future. You can:

» hack into secure computer systems to gather clues



» recover hidden, erased, or corrupted computer files

» increase the clarity of audio or video recordings, zeroing in
on desired elements

» break codes in any language you can read

» deduce logic puzzles and calculate complex mathematical
formulas

» use Burglary to break into particularly high-tech security
systems

» use Tinkering as a computer skill, should a Hacking-related
General ability test be needed for any reason (such as active
opposition by an opposed hacker)

Sample spend: Spending 1 point of Hacking gives you a
previously prepared back door through the firewall of online
computer systems, allowing you instant access later in the
mission. What you do with that access is up to you.

HIGH SOCIETY (INTERPERSONAL)

You know how to interact with the rich and powerful, and can
make small talk with them without triggering their suspicions.
You are as comfortable with the 13th-century Mongol Khans
as you are with the 7th-century Japanese Imperial Court, the
19th-century French aristocracy, or 21st-century merchant
bankers. You can:

» dress fashionably for any occasion or culture

> pass gatekeepers to gain access to exclusive parties,
gatherings, and clubs

» blend in culturally with the rich, dropping names or
mentioning trends as needed

> identify the best wine, liquor, food, jewelry, and other luxury
goods

» successfully arrange an introduction to someone rich,
powerful, or famous

» recall specific or relevant gossip or news about the tastes,
lifestyle, or predilections of a rich or famous person

» know where and when the best parties, most culturally
important openings, or other gala events in any location are

due to happen

> obtain drugs or otherwise find the seamy side of any high-
society functions

Sample spend: Spending 1 point of High Society might
cement your cover identity’s reputation as a prestigious and
well-regarded figure who is best to be respected, admired, or
feared. If you want to be renowned for throwing a celebrity
party that the rich and powerful want to attend, or to have a
reputation as a reclusive foreign princess, the easiest way to
gain that is through a point spend. A spent point could also
establish that you know how to play the piano, cello, violin,
or other musical instrument associated with the upper crust;
these instruments may occasionally overlap with those gained
through a Streetwise spend.

HISTORY (ANCIENT) (ACADEMIC)

Note that the designation “History (Ancient)” is to help players
quickly remember which history ability is which; the time period
it references is absolute. Whether your character is a Neanderthal
or a space pilot, History (Ancient) knowledge ends in the 1300s.
With an emphasis on political, military, and economic and
technological developments, you’re an expert in recorded human
history from the beginning of human recorded history up until
the start of the European Renaissance in the 14th-century. You
also have a good working knowledge of prehuman history, from
the formation of Earth up until the birth of humanity. You can:

» know what geological period a particular extinct plant or
animal originates from

» follow the chronological cause and effect of chained
historical events

> recognize obscure historical allusions
» recall capsule biographies of famous historical figures

> tell where and when an object made during historical times
was fashioned

> identify the period of an article of dress or costume

Sample spend: Spending 1 point of History (Ancient) might
let you instantly create a residence, reputation, and identity in
a particular ancient time, establishing that you’ve already been
living there (make a note to be sure you do so after the mission
concludes). Spending 1 point might also give you an old friend
in an ancient era; you can befriend the person instantly by
making sure after the fact that you’ve known them for years.
If you like, that friend can be a merchant who will sell you a
particular type of object (like armaments).

HISTORY (CONTEMPORARY) (ACADEMIC)

With an emphasis on political, military, economic and
technological developments, youre an expert in recorded
human history from the start of the Renaissance in the 14th-
century up until the mid-21st century.

This ability functions like History (Ancient), but for
the more recent time period. As before, the name History
(Contemporary) refers to a specific petiod in time, and the eras
it covers do not vary based on the origin of your character.

HISTORY (FUTURE) (ACADEMIC)

You’re an expert in all recorded human history from the mid-
21st century until the end of recorded time, whenever the GM
declares that to be. Benefits and sample spends mirror what’s
possible with the prior two History abilities. For instance,
spending a History (Future) point might gain you friendship
with a subject-matter expert in the 26th century whod be
pleased to give you advice on her area of expertise.

As with the prior abilities, the name History (Future) refers to
the specific petiod in time after the mid-21st century, and the eras
it covers do not vary based on the origin of your character.
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Altani doesn’t have to use a firearm for Intimidation. .
But it helps.

INTIMIDATION (INTERPERSONAL)

You elicit cooperation from suspects by frightening them.
Usually this is accomplished by seeming physically imposing,
invading their personal space, and adopting a psychologically
commanding manner. Intimidation may involve implied or
direct threats of physical violence but is just as often an act of
mental dominance. You can:

> gain information
> inspire the subject to leave the area
> encourage a patticular behavior (“or elsel”)

> quell a subject’s desire to attempt violence against you or
others

Sample spend: Spending 1 point of Intimidation might cow
a supporting character into continuing to obey you even after
you have departed the area, as the supporting character is
terrified by your possible reprisal and remains eager to carry
out your instructions.
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MEDICAL EXPERTISE (TECHNICAL)

You are trained in carrying out medical examinations of living
human subjects, performing autopsies on the deceased, and
forming diagnoses based on your findings. With 2 or more
points of Medical Expertise you are likely a trained and
certified doctor. You can:

?
el
©
S
e,

V)

8

S

> establish a person’s general level of health
> prescribe treatment for a treatable condition
» perform autopsies

> diagnose probable causes of addiction, disease, sickness,
injury, poisoning, or death

» tell if a subject is a shape-shifted nonhuman

» perform DNA analysis on subjects, identifying their likely
ancestors or descendants

> interact with medical professionals as a peer, understanding
medical jargon and practices from throughout history

> with a rating of Medical Expertise 2 or higher, accelerate
the recuperation time for Seriously Wounded Agents
(see p. 87)

Sample spend: A 1-point spend might tell you the most painful
place to hurt someone, allowing all your attacks to inflict +1
damage for the remainder of the fight. Spending 1 point
of Medical Expertise might let you fake someone’s death,
pharmaceutically suppressing their vital signs long enough for
them to be pronounced dead and letting you secretly revive
them up to several days later. As long as you have a rating of 1



or more in Medic, spending 1 point of Medical Expertise gives
you a pool of 3 Medic points to immediately spend healing
yourself or an ally, if you have a non-0 Medic rating,

MILITARY TACTICS (ACADEMIC)

You ate a student of warfare, probably trained as such in a
military academy or through hard experience on a battlefield.
This expertise includes a knowledge of military history,
strategy, and tactics, and the weapons, technologies, and
engineering techniques of the battlefield. You can:

» identify an unknown military or paramilitary force by
examining the weapons, uniforms, or insignia they use

» deduce a soldier’s training and assignment history from his
demeanor and use of slang and jargon

> spot weaknesses in an enemy’s fortifications or tactics
» know the key turning point of a historical battle

» deduce whether a battle is being won through the use of
anachronistic technology or tactics

> analyze the effectiveness of an enemy’s battle tactics

» examine traces of a hand-to-hand skirmish and recreate

the fight

Sample spend: Spending 1 point of Military Tactics might
give you a +1 on all Shooting rolls for the session by linking a
futuristic (and possibly obviously anachronistic) holographic
gun sight to your tether and your firearm. When commanding
troops, a spent point also might allow you to avoid the
classic battlefield problems of incompetency, mutiny, or
misunderstood orders in your troops. For the duration of a
scene, it might alternatively be used to give a small bonus to
the Shooting or Scuffling rolls of generic troops (but not your
fellow Agents) under your command. If you somehow find
yourself promoted to the rank of general and needing to win
a Civil War battle to preserve history, there are worse uses you
could pick.

NOTICE (TECHNICAL)

You are adept at noticing subtle details and finding important
clues. This is the generic ability for spotting a hidden clue or a
disguised imposter, maintaining general situational awareness,
or noticing a nonthreatening visual anomaly. You can:

» spot hidden objects and objects of interestat an investigation
site
> notice subtle errors in a disguise

> case a location to spot guards, cameras, multiple entrances,
potential security response, and the like

» notice signs of a previous search of the location

» find anachronistic technology that is currently in use, or
signs of future tech that has recently been used in a location

» note relationships between objects at a crime scene,
reconstructing sequences of events

» cold read someone, analyzing their body language and
behavior to draw conclusions about them

Sample spend- The most common use of a Notice spend is
to gain an Alertness Modifier of +3 on your Unobtrusiveness
test to notice hidden or unexpected foes, or to notice non-
clue items. Although she’s unlikely to tell you why, your GM
may occasionally ask you if you wish to spend a point to help
notice something,

Spending 1 point of Notice prior to a fight might ensure
that you get to act first in the initiative order; an alternate
use usually offered by the GM might be noticing that your
vehicle has been sabotaged before you start up its engines.

Against an armored enemy during a fight, spending 1 or
more points of Notice might allow you to target unarmored
portions of their body for several rounds, ignoring part or all
of their armor when calculating damage.

OUTDOOR SURVIVAL (TECHNICAL)

You have lived and worked outdoors and in the wild, possibly
during a rural upbringing or isolated military service. You can:

» accurately determine the weather for the next day
» tell when an animal is acting strangely

» tell whether an animal or plant is natural to a given area
and time

hunt, fish, and find edible plants
ride a horse (using Athletics to determine how well)
make fire and survive outdoors at night or in bad weather

navigate overland

vV vV v v Vv

track people, animals, or vehicles across grass or through
forests

Sample spend: Spending 1 point of Outdoor Survival might
allow you to thrive outdoors, instead of merely surviving
Spending 1 point allows you to stave off the penalties for
extreme heat or cold for one scene. An alternate use would
be to identify the best method for triggering a devastating
avalanche or landslide.

PARADOX PREVENTION (TECHNICAL)

If you’re a time traveler, youre bound to run into paradoxes.
This ability allows you to recognize them, predict them, solve
them, and even use them to your advantage. When a historical
change ripples through everyone around you, you’ll notice and
remember true history.

You can:

» know what sort of actions might cause paradoxes and
chronal instability

> notice when time has changed around you, and retain a
memory of previous timelines (although that memory may
be fuzzy or incomplete)

> sense when you interact with a change in the correct timeline
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» determine methods for fixing disrupted timelines

» recognize anachronisms by touch (such as neural disruptor
rifles disguised as blunderbusses)

> recognize an anachronistic individual by touch (and
occasionally sight), regardless of their disguise

» by touch (and occasionally sight), recognize an individual
who has been absorbed by the timeline due to chronal
instability or paradox (see p. 95)

Sample spend: Spending a point of Paradox Prevention can
have a number of uses. You can:

» spend 1 point to add +3 to a Paradox test (automatically
making most tests)

» spend 1 point to gain aid from your future self when that
aid would normally result in a paradox, such as your future
self writing your past self a note with useful information
(your GM may limit this information to avoid ruining the
adventure, may write something that could be misleading,
may ask you to make a Paradox test as well, or may charge
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you more than 1 Paradox Prevention point)

» spend 1 or more points to arrange a convenient circumstance
in your favor, such as a usefully timed rainstorm caused by a
particular butterfly’s wing-flap or a short-lived, newly created
holiday resulting in a parade that blocks your quarry’s escape
route

» spend 1 or more points to literally have your future self
come back and help you fight; this will still trigger a Paradox
test (see p. 89), and requires permission from your GM

> obtain other sorts of brief assistance from your future self
through a 1-point spend, such as picking a door lock from
the other side of the door

» travel to a parallel timeline (with the GM’s permission and
assuming they exist in your game) by spending 1 or more
points of Paradox Prevention when time traveling

REASSURANCE (INTERPERSONAL)

You get people to do what you want by putting them at ease.
This may involve a convincing lie, genuine sympathy, or just a
calming presence. You can:

» elicit information and minor favors
» allay fear or panic in others
» keep a mob from exploding into violence

> convince frightened or worried witnesses that they saw
nothing unusual

»> instill a sense of calm during a crisis

Sample spend: When someone is terrified or suspicious of
you, particularly if you’ve done something inexplicable in
their time period, a 1-point Reassurance spend can keep your
reputation intact and convince them they saw something
completely normal. A 1-point Reassurance spend can calm a
panicking crowd, and a 2- or 3-point spend can calm a large
angry mob.

A 1-point spend in the middle of a fight can often get your
antagonist to stop and talk to you for at least a few seconds
instead of continuing to attack. This conversation lasts until
anyone attacks the reassured enemy, or until it’s dramatically
appropriate for the conversation to conclude. This use of
Reassurance is handy for buying time when it’s needed the
most, and for solving misunderstandings that led to combat.

RESEARCH (ACADEMIC)

You know how to find factual information from books, records,
your tether, and official sources. Youre as comfortable with
wall niches of ancient scrolls as you are with public libraries
and holographic search engines. When trying to determine
what has changed in a given time period, conducting Research
in a library or newspaper repository will often give you clues,
although such research can require mere minutes to several
days worth of work. When you need information and don’t
have an appropriate History ability, Research is a good way to



obtain the background you need. You can:

» Learn obscure information not generally contained in the
official historical record

» Find a clue as to how a given time period might be different
from the original timeline

» Locate a particular individual, along with their vital records
and family’s historical data

Sample spend: Spending 1 point of Research might get you
instantaneous information with no delay whatsoever, or
perhaps access to an expert on the subject who will be happy
to pontificate and theorize at length.

SCIENCE! (TECHNICAL)

You're a scientific and engineering expert, knowledgeable
about astronomy, biology, chemistry, physics, and other forms
of science. If you have 1 or more points in this ability you may
use the General ability Tinkering to fix advanced, high-tech
machinery that the GM might otherwise not let you repair.

This ability does not cover chronal mechanics, which fall
under the ability Timecraft. Computer-related knowledge falls
under the ability Hacking,

You can:

» quickly develop theories and conclusions about scientific
phenomena

» make rapid mathematical calculations and determine orbital
mechanics

» identify drugs and synthesize most chemical compounds if
given an adequate laboratory

» determine the usage of mysterious scientific equipment or
control panels in an unfamiliar ship or laboratory

Sample spend: Spending 1 point of Science! allows you
to activate or deactivate an unfamiliar scientific device, or
temporarily improve your existing equipment. Spending a
Science! point can give you a 3-point General ability pool for
use in a Preparedness or Tinkering test to acquire or build a
super-science device. Such devices aren’t limited to what’s in
this book’s Gear chapter, and details on adjudicating this type
of device can be found on p. 126.

The GM may also ask you to both spend 1 or more Science!
points and roll Preparedness if you request something
particularly powerful or unlikely, and may ask you to roll
Tinkering if there’s any question of how well constructed your
device is.

Dr. Breen wants a Xen plasma rifle (see p. 122), but with a
Difficulty 9 test needed (and worth itl), she doesn’t currently have a
bigh enongh Tinkering pool to easily build one herself. She spends a
point of Science! to gain +3 to her Tinkering test, spends 4 Tinkering,
and with a +7 bonus she hopes to roll a 2 or higher.

SPYING (TECHNICAL)

You’re adept with the art of spying, including spycraft,
countersigns, safe houses, electronic surveillance, and the
use of surreptitious photographic and sound-recording
equipment. Using either your tether or contemporary
technology, you can:

> trace phone calls
> hijack security cameras

> plant secret listening devices, and locate devices planted by
others

» make and enhance high-quality visual records and audio
recordings

> realistically manipulate audio, photographs, or video images

> ensure with some certainty that you are not being spied
upon

> pass as a spy, whether to someone looking to hire a spy or
to an actual agent in the intelligence community

Sample spend: Spending 1 point of Spying could
ensure that you get crystal-clear recordings of whatever
interactions you need, even if doing so requires time travel
into the past to plant the hidden cameras. It could also
provide you with a much-needed safe house where you
won't easily be detected or disturbed, or show you that an
otherwise secure internment camp has a gap in its fence. A
1-point spend can also give you a +3 Stealth Modifier on an
Unobtrusiveness test used to infiltrate a location or shadow
someone without being seen, which is useful when guards
are particularly alert.

STREETWISE (INTERPERSONAL)

You know how to behave among crooks, gangs, thugs,
assassins, cults, grifters, and other inhabitants of the criminal
underworld throughout history. You can:

» deploy criminal etiquette to avoid fights and conflicts (or
start them)

» identify unsafe locations and dangerous people
» tell when crowds or passersby are behaving oddly

» deal with fences, black marketers, arms runners, and so

forth
> get hired for a ctiminal operation

»> interact on friendly terms with the local poor, homeless, or
vagrant community

> tell when practiced criminals and con artists are lying, as
with Falsehood Detection

» gather underworld rumors

Even when you aren’t using it as an Interpersonal ability,
Streetwise is also useful for surviving in cities. You can:

> navigate an unfamiliar urban street layout and locate
buildings without looking like a stranger to the city

t311VHVHI 4N0A
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» find open sewer gratings, easily climbed walls, and
conveniently unlocked doors

> navigate the megacities and arcologies of the future,
avoiding streets by using public transportation and public-
works conduits

Sample spend: Spending 1 point of Streetwise might allow you
to manipulate a street gang into gathering useful intelligence
for you, acting as spies or combatants to harass your foe. A
spent point could also establish that you know how to play the
harmonica, guitar, banjo, drums, or other musical instrument
associated with street musicians or dive bars; these instrtuments
may overlap with those gained through a High Society spend.

TAUNT (INTERPERSONAL)

Don’t expect this ability to make you many friends. You are
an expert at infuriating others, driving them to such fury
that they let their secrets slip. This may be accomplished
through sarcasm, disdain, mocking, insults, public humiliation,
or (when appropriate to your character background) such
methods as psychic manipulation or cybernetically enhanced
pheromone manipulation.

However you manage it, you know how to make people
angry enough to talk before thinking, and you know how to
steer the conversation once you do. You can:

> gain clues by making a subject too angty to think straight
» drive an antagonist into a furious monologue
» know when a threat is sincere, and when it’s just posturing

> cause a supporting character to boast about her plans while
insulting or threatening you in return

» make a subject desire to attempt violence against you or others

Sample spend: You can spend 1 point of Taunt to
manipulate an individual into following a precise pattern
of behavior over the next 24 hours, such as performing
an assassination attempt or heroic sacrifice that the Agent
knows is historically appropriate.

Spending 1 point of Taunt can incite a large crowd to chant
insulting slogans or erupt into mob violence against someone
you wish targeted. If you want the entire crowd at a Roman
coliseum to shout insults to someone, this is how you would
get them to do so. Spending 1 point of Taunt will also draw
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a particular enemy’s attention to you in a fight, making them
hate you so much that they will usually forego wiser plans
in order to punish you. This usually results in you needing
significant medical attention, but can be extremely useful for
luring enemies into traps or distracting them away from an
injured ally. Consider using Evasive Maneuvers (see p. 82)
when using Taunt in this way.

If you announce “I’ve got aggro!” after spending a point of
Taunt, the GM is cordially invited to throw a d6 at you just on
general principle. Plan accordingly.

TIMECRAFT (ACADEMIC)

You know the official rules and procedures of TimeWatch,
including techniques for cleanly re-establishing a diverted
timeline and how to operate all official TimeWatch technology.
If you have two or more points of Timecraft, you are an
expert on chronal theory, including the knowledge of other
nonhuman species and organizations that are opposed or
allied with TimeWatch.

Every player character begins with 1 free point in Timecraft.

You can:

> operate a time machine

» operate chronomorphic technology to disguise futuristic
devices

> identify timeline changes that create parallel timelines or
paradoxical time loops

» predict how timeline changes ripple outwards, and predict
the scope and strength of those timeline changes

» identify signs of alien influence and mind control in others

» use a time machine to reach the Citadel, TimeWatch’s secret
headquarters that resides outside of the normal flow of
history

> use a time machine to track a quarry through time by
following their time vortices (see p. 76)

» if your GM and campaign frame allow it, identify the
location and existence of parallel dimensions and time
streams

> use the MEM-tagging process to remove anachronistic
knowledge from unconscious witnesses (see p. 111.)

» remove traces of your true identity and origin before
departing a timeline

» with 2 points of Timecraft and the Tinkering ability, repair
a time machine or install chronomorphic technology
Sample spend: Spending 1 point of Timecraft might allow

you to:

» gain a +1 bonus on every Vehicles roll during a time chase

» climinate the need for repeated Travel tests during a
time chase

> time travel to the precise physical location you desire, no
matter how far through time you travel to get there



A 2-point spend might allow you to:

> set up a temporary chronal dampening field that, for one
scene, prevents anyone within Long range from time
traveling into or out of the area

» break through someone else’s chronal dampening field

> sce alternate futures and pick the one you prefer. When
spending two points, pick a single General ability. For the
rest of the scene, any time you use that ability you can roll
two d6s and choose the result you prefer. This can work for
combat abilities (such as Shooting) and noncombat abilities
(such as Unobtrusiveness); it has no effect on General
abilities where you don’t roll a die to make a test, such as
Medic or Reality Anchor

» travel into parallel and alternate timelines if your GM and
campaign frame allow it, by spending multiple Timecraft points

TRIVIA (ACADEMIC)

You're a font of eclectic information from throughout history
that would stand you in good stead on a quiz show. You’re
especially good with names, dates, music, and seemingly useless
historical tidbits that turn out to be incredibly important.

This catchall ability also allows you to know any obscure
fact not covered by another GUMSHOE ability. (In moments
of improvisational desperation, your GM may allow you to
overlap with abilities which none of the players at the current
session possess, or which no one is thinking to use.)

Sample spend: Spending 1 point of Trivia might allow you to
know enough technical music theory to conduct an orchestra
or write an opera, to rattle off an essential piece of knowledge
off the top of your head without having to look anything up,
or to win a pub quiz.

GENERAL ABILITY DETAILS

General abilities use a different set of rules than Investigative
abilities. General ability pools run on a linear scale from 0
(completely unskilled) to 8 (an expert) or higher, potentially
reaching 15 or more. Larger pools give you more options
and effectiveness in an action scene. You roll to succeed
in a General ability against a target Difficulty Number (or
Difficulty). The normal Difficulty is 4, but this may rise or
lower depending on the challenge of the task.

In TimeWarch, target Difficulty Numbers are sometimes
abbreviated with a D, so a Difficulty 4 test might be noted
as D4. Unlike other RPGs, this doesn’t refer to types of dice.
Go figure.

You may spend points from a General ability pool to
increase your die roll, giving you a better chance of success.
General abilities refresh during the operation, but you spend
them faster during combats, chases, and other action scenes.
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FINDING CLUES WITH GENERAL ABILITIES

Many General abilities also function as Investigative abilities,
cither when used to gather a clue (rather than to overcome
opposition) or to interact with people devoted to those abilities’
use. Scuffling, for example, can be used as an Investigative
ability to infiltrate a 5th-century Shaolin temple and to gather
information or gossip from the monks within. A minimum
rating of 4 in the General ability, indicating that you are more
skilled than a casual dabbler, is needed to gain this benefit.

BOOSTERS: REWARDING SPECIALIZATION

Almost every General ability has a Booster, a feature that
kicks in when the character has 8 or more rating points in it.
Most Boosters function constantly; Agents can always use a
Booster’s special benefit, even if their pool in that ability has
dropped to 0. Boosters exist to reward specialization, to mark
the point where “competent” becomes “expert,” and to make
sure that players get more bang for their buck when they focus
on a limited number of General abilities.

Higher Booster Thresholds

GMs interested in slightly less action-y action can raise the
threshold for Boosters from 8 to 10 or 12 rating points. This
also increases niche protection, as individual players have to
spend mote to specialize in their favorite abilities, rather than
building full-spectrum, well-rounded Agents.

Even if the GM raises the level for other Boosters and
options, though, an Athletics rating of 8 or more still provides
a Hit Threshold of 4.

a5
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ATHLETICS

Athletics allows you to perform general acts of physical
derring-do, from running and jumping to throwing dynamite
to swinging off the rigging of a pirate ship. Any physical
action not covered by another ability probably falls under the
rubric of Athletics. With a successful Athletics test, you can:

» throw a grenade

» race after someone

» climb walls

> jump between cars on a speeding train
» dive for cover without using an action

» ride a horse (particularly well if you also have 1 or more
points of Outdoor Survival)

» use the Evasive Maneuvers combat action to make yourself

hatder to hit; see details on p. 82

Booster. Hard to Hit. If your Athletics rating is 8 or more,
your Hit Threshold — the Difficulty Number your enemies
use when attempting to hit you in combat — is 4. Otherwise,
your Hit Threshold is 3.

BURGLARY

You’re good at placing yourself inside places you have no right
to be, and you’re good at taking things once you’re there. With
a successful Burglary test, you can:

» pick pockets

» unobtrusively search a target’s pockets

> plant objects on unsuspecting subjects
» pick locks

> deactivate or evade security systems (although particularly
high-tech security systems might require you to have a point
in the Investigative ability Hacking)

» find suitable places for forced entry, and use them

Many locks require specialized tools that can be produced
with a Preparedness test; such tools range from simple lock
picks to sonic high-tech multi-tools. Complex or tricky locks
may have a higher than usual Difficulty to open them speedily,
to avoid noise or damage, or to relock afterward.

If locked in jail and lacking your lock picks, don’t forget that
you’re in a time travel game. Your GM might allow you to make
a Burglary test to open doors youd otherwise be unable to
reach, if you pay a Paradox Prevention point and state that your
future self has come to break you out of prison (see p. 41).

Booster. Fast Hands. Once per round when in a close-
quarters fight, you can pick one antagonist’s pocket without
taking an action to do so. The Difficulty of this Burglary test
is usually Difficulty 4 but may be higher or lower depending
on your GM’s judgment. If you don’t mind your antagonist
noticing that you just picked their pocket, the Difficulty is
typically 1 point lower.

Your target must be at Point-Blank range, and you can try
to pick their pocket either when they make a Scuffling attack,
or when you do — your choice. You can use your Burglary
action to either remove something or add something to their
pockets. For this reason alone, it’s useful to use Preparedness
to have a grenade handy... assuming you can get out of the
blast radius in time!

CHRONAL STABILITY

Chronal Stability is a measurement of your ability to stay
anchored in time, even when paradox and chronal forces try
to jar you loose and erase you from reality. A combination
of personal resolve and inherent attachment to the fabric
of reality, it’s as important an ability as Health; dropping far
below 0 Chronal Stability can literally turn you into a different
person or erase you from existence. The higher your Chronal
Stability, the better your ability to adapt to new time eras
without accidentally becoming trapped in time or removed
from history.

See p. 89 for details on Paradox tests.

Lost Chronal Stability does not come back with rest and
cannot be restored with standard pool refreshes. It must be
restored with the General ability Reality Anchor (see below),
and is otherwise restored at the end of a mission.

All TimeWatch characters start with Chronal Stability 6
for free.

Booster: None.
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DISGUISE

Disguise is the skill of using technology or stagecraft to alter
your own appearance, posture, and voice. You can make
yourself unrecognizable, or you can fit in seamlessly with any
given location and time period. This ability also covers selling
yourself as a different person: vocal mannerisms, altered body
language, dress, motion sense, and realistic-seeming reactions.
This is how you pretend to be a Roman soldier, Civil War
general, Elizabethan noble, Chinese peasant, or pagan priest
when your Unobtrusiveness fails and people take note of
you (proper costumes or identification papers obtained with
Burglary or Forgery can help with that). If everyone needs
to disguise themselves as Spanish conquistadores to infiltrate
Montezuma’s palace, use a Piggybacked Disguise test (see p. 71)
to make sure nobody screws up.

You don't roll for Disguise when you first decide how
you want to change your appearance. Instead, you roll at the
moment a stranger of consequence notices you. This prevents
a loop of “do I look disguised? No? I'll try again” tests,
and ramps up the tension for when that Disguise roll really
matters to a mission’s success. Additional Disguise tests may
be required when the disguise seems somewhat compromised,
such as when a fake hairpiece goes astray or when your
sophosaur Agent using a hologram to look like a kind old lady
decides to eat a passing pet. Your common sense will tell you
when, or if, additional Disguise tests are needed.

The nice thing about being a time traveler is that you
have access to high technology. While it doesn’t affect your
roll, feel free to describe your disguise as stemming from
chronomorphic fabric and a personal holo generator instead
of makeup. It’s your character, so use whatever explanation
you think is the most fun.

\

Skegq uses a holographic generator for Disguise.
After al|, who would want fo try and zip up a human suit?

Successfully disguising yourself as an actual person already
known to those youre interacting with is extraordinarily
difficult. Brief voice-only mimicry pits you against a Difficulty
of 4. Face-to-face impersonation requires a successful roll
against a Difficulty of 7 for every five minutes of sustained
contact between you and the object of your impersonation.

Disguise doubles as an Investigative ability when used to
gain a clue, such as when you:

> create and maintain a cover identity among unsuspecting
people, in order to learn important information

> impersonate a generic figure, such as a security guard, waiter,
or messenget, in order to eavesdrop

» briefly misrepresent yourself, such as on the telephone or in
a vestibule

As always with Investigative abilities used to find clues, you
won’t need to roll a Disguise test in these sorts of cases.

Uurrk  uses Disgnise as an Investigative ability when  be
impersonates a ennuch guard to infiltrate a 15th-century Ottoman
sultan’s bed chambers, hoping to find proof that the sultan’s close
adviser is a rogue time traveler. In finding the proof, be accidentally
sets off a high-tech alarn — proof enongh right there! He now must
escape the palace with bis life. Since he’s no longer obtaining a clue,
Uunrrk’s Disguise nse while escaping is a standard General ability test,
and hell need to roll for success.
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Booster. Don’t I Know You? If your Disguise rating is 8
or higher and you make a successful Disguise test, you can
convince the person you're talking with that you are a distant
acquaintance from some point in their past. “Remember? We
met at the Feast of Lenaea a few years back, but the wine
was certainly flowing. How have you been?” If you wish to be
particularly stylish, you may want to state that after the mission
is over you go back and actually meet the person when you said

you did.

HEALTH

Health measures your ability to sustain injuries, stay conscious,
resist infection, and survive the effects of toxins. When you
get hit by a non—neural disruptor weapon in the course of a
fight, your Health pool is diminished. A higher Health pool
allows you to stay in a fight longer before succumbing to your
injuries.

When your Health pool is depleted, you may be Hurt,
Seriously Wounded, or pushing up the daisies. For more on
wounds and dying, and for details on spending Health points
to avoid being stunned, see Injuries on p. 87.

All characters start with 6 points of Health for free. When
building a character, it’s slightly unusual to have less than 8 or
more than 14 Health.

Booster. None.

MEDIC

You can restore Health points to your teammates, and can
perform first aid on sick or injured individuals. Unlike most
other General abilities, you do not roll a d6 when spending
Medic points. Should you be using a medkit, every point
you spend from your Medic pool restores 2 Health points to
someone else or 1 Health point to you. If you do not have a
medkit available, the Medic ability works at half effectiveness.
It’s always good to carry around a spare medkit or to produce
one with the Preparedness General ability.

See Healing Injuries on p. 85 for additional details.

Rarely, Medic tests are used for actions other than healing;
for instance, a Difficulty 3 Medic test can stabilize someone
who is Seriously Wounded (see p. 87); a Difficulty 4 Medic
test can reawaken someone who is stunned (see p. 83), quickly
remove the psi-active cocoon around the victim of an ezeru, or
help someone suffering from uncontrollable nausea. In such
cases, roll a d6 normally and add Medic points in order and try
to hit a Difficulty Number. Such spends do not simultaneously
restore Health points.

Booster. Heal Thyself. If your Medic rating is 8 or more,
you can heal yourself as efficiently as you can heal others,
gaining 2 points of your own Health back for every point of
Medic you spend.

PREPAREDNESS

There are two ways to look at Preparedness. In the first,
you expertly anticipate the needs of any mission by packing
nonstandard gear efficiently. Assuming you have immediate
access to your nonstandard gear (which isn’t necessarily the
case if youre disguised and under cover), you can produce
whatever object the team needs to overcome an obstacle. You
make a simple test (as explained on p. 70); if you succeed, you
have the item you want. You needn’t do this in advance of the
adventure, but can simply sort through your nonstandard gear
(provided you’re able to get to it) as the need arises.

Note that every Agent on a mission typically is equipped with
certain standard gear, as explained in Szandard Issue TimeWatch
Gearon p. 109. Unless this equipment has been taken from you,
you don’t need Preparedness to produce it. You also don’t need
to use Preparedness to produce minor and inconsequential
gear (money, fashion accessories, period dress), gear that it’s
clear your character would have with him (such as a cane for
someone with a limp), or basic tools that allow your abilities
to function (basic audio/visual bugs if you have Spying, some
explosives if you have Tinkering, etc). You do generally have to
roll Preparedness if youre trying to produce a nonbasic weapon
or device that will be used in combat. For instance, you won’t
need to roll if you say you are carrying a knife; you will need to
roll if you hope to produce a plasma rifle.

In the second way of looking at Preparedness, don’ forget
that you’re playing a time travel game! We call this the “Bill and
Ted” method®. It’s tremendous amounts of fun to arrange for
a particular item affer the fact. Being thrown into an oubliette
with no belongings is much less worrisome when you can say
“T’ll need to remember to come back here six months prior
and hide a lock-picking multi-tool behind that stone right
there.” Roll your Preparedness, and you’ll have done so. Just
be careful to avoid items that may cause paradox and chronal
instability, such as giving yourself a future version of an item
you already possess, a note about what to do next, or an
anachronism you’d have to leave behind.

If you have a round to spare, you can even pull out your
autochron, clock out into the future or the past, and clock
back in with the needed item a millisecond after you departed.
For simplicity’s sake, using Preparedness to quickly grab an
item from elsewhere in time does not trigger a Travel test (see
p. 76) unless the GM says it does.

Preparedness  covers  general-purpose  investigative
equipment, plus oddball items that suddenly come in handy in
the course of the story. The sorts of items you can produce
at a moment’s notice depend not on your rating or pool,
but on narrative credibility. If the GM determines that your
possession of an item would seem ludicrous and/or out of
genre for the campaign frame she’s running, you don’t get
to roll for it. You simply don’t have it and can’t acquire it,
or you may need to spend one or more Investigative ability

1 If you haven’t yet seen the movie Bill and Ted’s Excellent Adventure, go
find it! TimeWatch’s Preparedness will suddenly become your favorite
ability. Also, we're a little worried that you have a favorite ability in
the first place.
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a mocking laugh from the group when suggested is probably
out of bounds.

g
£
?.
@)
R
=2

=
(o)
©

!
|

Inappropriate use of the Preparedness ability is like
pornography; your GM will know it when she sees it.

Booster. Flashback. If your Preparedness rating is 8 or
more you can narrate a flashback where your group prepared
a secret plan in the past, even if no one had been aware of it
until now. Examples include:

» without previously announcing it, declare that a smoke
bomb or incendiary goes off as a diversion

» the power is suddenly cut off to a building at the perfect
time for your team

» a cattle stampede rampages through town
> a gun smuggled in earlier is pre-positioned beneath your chair

> a briefcase turns out to be previously switched for an
identical one with different contents

> with two armed guards threatening you, you announce your
fellow Agent has previously bribed one extensively

You must have had opportunity and the means to set up the
action, which can include the help of fellow Agents even if
you haven't filled their players in on the Flashback plan until this

very moment. (This, by the way, is an excellent reason to keep
pre-mission planning as loose as possible: you’ll have more
“blank space” available for preparation.) You must still make
a Preparedness test, and you must still convince the GM that
your precaution is credible. If the action required a test (of
Burglary, Disguise, Tinkering, etc.) you or your collaborators
must make it successfully.

The difference between a Fashback and a standard
Investigative or General point spend is fourfold:

» your plan can involve other Agents and their abilities

> you can present your plan to the GM as a fait accompli;
you don’t need to go back and roleplay your fellow Agents
placing those smoke bombs or severing the power supply.
You just grab narrative control, state what occurs, roll your
own Preparedness test, and then each Agent involved
spends whatever points are needed to make it happen

» you don’t usually need to time travel to pull off your plan

» the plan can’t create or involve a paradox (see p. 89),
although you’re encouraged to think through methods for
avoiding paradox so that your Flashback can still succeed

A suspect steals the Agents’ vebicle and tries to flee. Using the
Flashback Booster, Mace Hunter reveals that be previously had Dr.
Breen use her Tinkering ability to rig the vebicles engine for remote
disabling. This is a complete surprise to Dr. Breen’s player; but she’s
enthusiastic about the plan. Mace Hunter makes a Preparedness test,
Dr. Breen matkes a Tinkering test, and the vebicle grinds to a balt
before its 50 meters away.

What Mace can't do with his Flashback is announce that Dr.
Breen immediately time travels back three hours to completely stop the
vebicle from ever starting at all. That would create a paradox; since the
Agents have already seen the vebicle start to drive away.

REALITY ANCHOR

In the same way that the Medic ability restores Health, the Reality
Anchor ability restores lost Chronal Stability to yourself and
other Agents. This can save an Agent from literally disappeating
out of existence when the universe decides he no longer belongs
in it. Since Chronal Stability represents an Agent’s determination
to fight back against an uncaring time stream that seeks to erase
him, Reality Anchor helps reinforce and bolster that willpower,
literally talking a fellow Agent (or yourself) back from the edge
of extinction. Whether in person or on a communicator, you
must be in verbal contact with the person you’re using Reality
Anchor on. You remind them who they are, why they’re there,
and of your shared past. Doing so helps re-anchor them in
reality by restoring lost Chronal Stability.

Unlike most other General abilities, you do not roll a d6
when spending Reality Anchor points to help someone. Every
point you spend from your Reality Anchor pool restores 2
Chronal Stability points to someone else or 1 Chronal Stability
point to you. Chronal Stability cannot be refreshed in any
other way during a mission, but Reality Anchor pools can be
refreshed by Stitches as per normal.
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Rarely, Reality Anchor tests are used for actions other than
restoring lost Chronal Stability; for instance, a Difficulty 4
Reality Anchor test can temporarily restore memories to a
Subsumed time traveler (see p. 49). In such cases, roll a d6
normally and add Reality Anchor points in order and try to
hit a Difficulty Number. Such spends do not simultaneously
restore Chronal Stability points.

Booster. Grounded. Time traveling gets easier if your Reality
Anchor rating is 8 or more. You automatically succeed at
your first four standard Travel tests (Difficulty 4 / Loss 2; sce
p. 76) in any scene. This saves you from a slow erosion of
your Chronal Stability when time traveling, and frees up your
Stitches for something other than negating Travel tests. Note
that this Booster has no effect on other Paradox tests you may
suffer from enemies or paradox, or on the rare Travel test that
is more difficult than normal. If you time travel or teleport
more than four times in a given scene, you start rolling Travel
tests normally until the next scene.

SCUFFLING

You can hold your own in a hand-to-hand fight, whether you
wish to kill, knock out, or restrain your enemy. The Scuffling
ability includes both hand-to-hand and weapon use, including
improvised weapons and the PaciFist neural disruptor (which
can double as a ranged weapon). See p. 82 for typical weapon
damages; as you'd expect, even impromptu weapons will hurt
your foe more than punches or kicks will. It’s worth noting that in
a pinch, your inactive autochron makes an extremely handy club.

If you successfully Scuffle from Point-Blank range and
choose to inflict no damage, you can Restrain your foe to
stop them from moving See p. 83 for details. Agents with
a high Burglary ability can attempt to pick their foe’s pocket
while Scuffling (see p. 46).

You're encouraged to describe and narrate your actions;
both require a simple Scuffling roll, but it’s much more fun
and entertaining to say “I kick him in the crotch and then slam
his face into the desk” than it is to say “I hit him,” even though
the amount of damage your foe suffers doesn’t vary.

Booster. That’s Gotta Hurt. Punching and kicking does less
damage than weapon attacks, as you'd expect in real life; this
Booster helps make sure those Scuffling points count. If your
Scuffling rating is 8 or more, your minimum Scuffling damage
(before any modifiers) is the number of Scuffling points you
spend on the attack. This maxes out at 6 points of guaranteed
damage; you can spend more than 6 Scuffling points in an
attack, but you don’t get an additional benefit for them.

Mace Hunter has a Scuffling rating of 8, so he gains the That’s
Gotta Hurt Booster. He spends 3 Scuffling points to successfully
punch an enemy in the face. Due to this Booster, Maces minimum
damage before any modifiers is 3. If he rolls more than that on
the damage die he uses the die roll, and if be rolls a 1 or a 2 for
damage he uses 3 instead. Punching normally inflicts 1d6 — 1
damage (see p. 82), so at worst hell inflict 2 points of damage on
bis foe. If e was using a sword, which normally inflicts 1d6 + 1
damage, his minimum final damage would be 4.

If Mace had spent 6 Scuffling on the attack instead, bis damage die
can'’t be less than a 6. Mace’s final damage for any punch would be 5,
and bis final damage for any sword blow would be 7.

Any Stitches spent 1o raise damage on an attack are considered a
modifier; and so are added after determining mininmm damage.

SHOOTING

You are adept with PaciFist neural disruptors and other
personal firearms, including their field stripping, repair, and
identification. For game-mechanical simplicity, this ability
also covers bows and arrows, crossbows, beam weapons,
neural disruptors, squad weapons (mortars and machine
guns), shoulder-fired missiles, and the like. See p. 82 for
typical weapon damages.

Operating heavy artillery requires either Vehicles (for self-
propelled guns, weapons mounted on tanks, and weapons
mounted on air or watercraft), or Tinkering (for catapults, ballistae,
trebuchets, and the like). Throwing grenades uses Athletics.

The most common ranged weapon used by TimeWatch
agents is the PaciFist, a chronomorphic neural disruptor
which only works at Point-Blank or Close range (and which
can double as a Scuffling weapon for Agents who prefer that
ability). A PaciFist knocks its victim unconscious with an
invisible and silent energy beam. See p. 112 for details.

As with Scuffling, go ahead and narrate your Shooting
actions. Saying “I fire off a hasty shot that hits her mid-chest,
knocking her backwards and splattering blood!” makes the
game a lot more fun than saying “I shoot her.”

Bouster. Double Tap. If your Shooting rating is 8 or more,
you can shoot a second time during the same action. The
second shot is performed at a +2 Difficulty. It doesn’t need
to be announced until after the first shot is resolved, and does
not have to be aimed at the same target.

Shooting multiple targets can be expensive, but short of
automatic weapons, throwing grenades, or chronally duplicating
yourself (a dangerous proposition!) it’s the only easy way to target
more than one enemy in the same attack. Use this for quickly
taking down Mooks and other antagonists with low Health.

TINKERING

You've got a talent for engineering, making you skilled at
building, disabling, repairing, and operating both mechanical
and technological devices. You can:

» set and detonate explosives, and you’re considered trained
with high explosives — it’s assumed you start with one
instance of explosives if you want them, and you can use
Preparedness to gain more if needed

> create jury-rigged devices from odd bits of scrap, given
access to plausible components — this use of Tinkering
mirrors the Preparedness ability, although it usually takes
some time and a safe workplace to construct a device

» briefly rig beam pistols and neural disruptors to be more
effective (see p. 120)



Dr. Leah Breen’s idea of a fun night is Tinkering with a super-
science death ray. Dr. Breen doesn't get out much.

» construct and fire siege engines

» build and repair devices ranging from classic pit-and-
pendulum traps to high-performance vehicles

> create or repair electronics, obscure future technology, and
super-science devices, if you also have one or more points
in Science!

> write software and make contested computer-related and
hacking-related rolls, if you also have one or more points in
Hacking

» build or repair a time machine, or construct chronomorphic
technology that changes its shape to match its current time
petiod, if you also have two or more points in Timecraft

Tinkering doubles as an Investigative ability when used to:
» cvaluate the quality of workmanship used to create an item

» determine the identity of a handmade item’s maker by
comparing to known work by that individual

> cxamine explosives or the site of an explosion

Booster: Rapid Deployment. If your Tinkering rating is 8
or more, you can complete a Tinkering task in half the time it
would take someone without this Booster. For Tinkering tasks
that normally take one round, such as overcharging a PaciFist
to boost its Stun rating or range (see p. 112), you can perform
the Tinkering action in the same round as you fire the weapon.

UNOBTRUSIVENESS

You’re good at noticing other people trying to be unobtrusive,
just as you’re skilled at hiding and avoiding notice. It’s up to
you whether you use skill, technology, minor psychic prowess,
or a combination of those to blend into the background. With
a successful Unobtrusiveness test, you can:

> spot someone trying to hide or be sneaky
avoid being surprised in combat

surprise others in combat

follow someone without being noticed
hide in plain sight within a crowd

blend into the shadows to hide

escape from someone following you

vV V. vV v v v Vv

pass unnoticed despite being the sort of person who would
normally attract attention
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A player character with the Notice Investigative ability may
not be fooled by Unobtrusiveness, at the GM’s discretion;
the Difficulty Number to hide from such people is usually 3
higher than normal if the player chooses to spend a Notice
point. Many antagonists may have Stealth or Alertness
Modifiers that increase ot lower the default Difficulty, and
moving past devices such as motion-sensing alarms or metal
detectors generally raises the Difficulty as well. Spend points
accordingly.

Impersonator Mesh: The impersonator mesh that TimeWatch
agents are issued grants each agent a +3 bonus on
Unobtrusiveness rolls so long as they have not already brought
attention to themselves in some way. As soon as they have,
the impersonator mesh’s effect ceases for the remainder of
the scene. This ensures that time traveling Agents only need
to make dramatically important rolls, and can pass unnoticed
by most people most of the time. Note that impersonator
mesh adds a bonus to a roll, not to your rating or pool, an
important distinction. Impersonator mesh’s bonus is never
included when making an Unobtrusiveness test to avoid being
surprised. See p. 111 for more details.

Booster. Nothing to See Here. If your Unobtrusiveness
rating is 8 or higher, and you take the lead on Piggybacking
an Unobtrusiveness test (see p. 51), characters who are unable
to pay the 1 point only raise the Difficulty of the attempt by 1
instead of 2. This is tremendously useful when trying to sneak
your entire team into a location.

Talk to your group during character creation; if one
character focuses on Unobtrusiveness and plans to lead most
group tests, the other characters may be able to get away with
investing fewer points in the ability.

VEHICLES

You're a skilled driver and pilot, able to wring high performance
from vehicles ranging from Roman chariots to race cars, from
zeppelins to spaceships, and from sailboats to submarines.
This includes precision operation of your autochron or other
time machine, as appropriate to your campaign.

With a successful Vehicles test, you can:
evade or conduct pursuit
avoid collisions, or minimize damage from collisions

perform driving or piloting stunts

conduct emergency repairs

>

>

>

> spot tampering with a vehicle

>

» maintain control of teams of horses, oxen, or other animals

» successfully drive off road (or pilot through difficult
seas) without bogging down or wrecking, assuming even

minimally hospitable terrain

You know how to operate one type of vehicle for every
rating point you have of Vehicles. You do not need to specify
every vehicle type before play begins. A vehicle type added at
an opportune moment does not represent suddenly learning
how to drive a hovercraft, but simply previous training or
retroactive experience you’ve never had call to mention until
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now. (You're in a time travel game, however. If it's more fun
to announce that you quickly clock out, take lessons, learn the
new skill, and then clock back in at the exact same instant you
left, then go for it. The game effect is exactly the same, and it’s
probably more fun.)

For riding horses, see p. 406.

Booster. Keep Up. If your Vehicles rating is 8 or higher, your
allies can Piggyback during a chase or time chase scene even
when they would not normally be allowed to do so (due to
characters piloting separate vehicles). If you take the lead on
Piggybacking a Vehicles contest (including a chase through
time; see p. 706), characters who are unable to pay the 1 point
only raise the Difficulty of the attempt by 1 instead of 2. Note
that Keep Up doesn’t work with horseback chases, because
riding horses uses Athletics instead of Vehicles.

Talk to your group during character creation; if one
character focuses on Vehicles and plans to lead most group
tests during chase scenes, the other characters may be able to
get away with investing fewer points in the ability.

WORKING FOR TIMEWATCH

For more details on TimeWatch’s internal organization and the
Patrol campaign frame, please see p. 235.

RECRUITMENT

Perhaps you were recruited at the last second. Remember when
you should have died? Time slowed into a purple haze, a figure
in a formfitting uniform strolled into the scene of your imminent
or untimely demise, and you were given a choice: petish, as you
would naturally, or join a corps of agents who save the world. .4/
of the world. For many people, it’s not a difficult choice.

Or perhaps you're the one who made first contact. If you
lived a life where you had great unrealized potential, you’re
as likely to have unknowingly approached TimeWatch as
TimeWatch is to have approached you. Some agents are
identified and recruited after applying through testing
programs listed in classified ads. Some potential agents are
identified from data culled from secretive biometric and
psychoanalytic government testing. And some potential
agents just manage to impress a field agent on the job, who
then recruits them personally. Interestingly, it isn’t unusual for
these agents to continue to live their normal lives when they
aren’t on TimeWatch missions. They usually invent jobs that
require travel as an excuse for occasionally being unavailable
to their friends, but some agents have left a party for a smoke,
headed out to a mission that took (in relative time) years to
complete, then returned to the party as if they never left. It’s
a difficult life to maintain, but some find it preferable to a
life without the normal anchor of hearth and home. Agent
relationships with “normals” don’t often last long. The secrecy
tends to drive a wedge between even close relationships.

Possible recruits who wash out or decline the offer are
MEM-tagged and returned to their life the moment they
left it. They seldom remember anything other than what
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TimeWatch wishes them to. Cases where residual memories
stick around are usually attributed to alien abductions. If any
of these potential but failed recruits have later caused trouble
for TimeWatch, it hasn’t been recorded in the official histories.

All others are typically whisked away from their own time
and into the TimeWatch Citadel.

TRAINING

Before being sent out on your first mission, you will undergo
extensive training and equipping. Subdermal communication
gear is implanted under your skin, memetic implants and
deep-learning protocols are implanted into your brain, you’re
given access to physical conditioning, and you’re thoroughly
briefed on time travel theory and practice. During this stage
you learn how to use vital high-tech equipment, and become
acquainted with your own personal tether. Any rumor that
subconscious conditioning happens during this stage is
completely unfounded?, and is nothing but propaganda spread
by anti-TimeWatch rebels.

During training, you’re vaccinated against all known
historical diseases. You may also opt for reversible subdermal
birth control, as generating new life when time traveling has
a bad habit of disrupting history. It’s also at this point that
life extension techniques are applied to your Agent, causing
them to age more slowly than normal. It isn’t unusual for
agents to gain 200 years or more to their lifespan. In practical

2 At least in most campaigns.
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terms, it means that a 20-year-long deep-cover mission isn’t
unteasonable to consider, and that your Agent won’t die of
old age until you want them to.

MISSION ASSIGNMENT

Missions are either standard or scramble urgency.

When a standard mission is assigned, you’re typically
summoned via their tether to your handler’s briefing room.
Your handler lays out what’s known about the problem
and gives you the time and place where your team should
start an investigation. You’re welcome to jump forwards or
backwards in time from there. It’s common for handlers to
give a paucity of initial information, either because more
isn’t known or because your handler doesn’t wish to set you
up for unnecessary paradox.

A scramble mission is one thatdoesn’t even leave enough time
for a briefing, either because the Citadel is directly threatened or
because time-tipples from a major change are cascading through
history, wiping out more events as they go and thus making the
investigation more challenging than it would be otherwise. In a
scramble mission, you’re simply given a rendezvous coordinate
somewhere in history, you meet your team there, and then if
you’re lucky you get an abbreviated briefing from your tether.
Since some chronal sabotage can wipe out access to the Citadel,
scramble missions get you outside of the Citadel before you’re
effectively trapped and unable to affect history.
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PERSONAL TIME

When not on a mission, you’re typically off duty on your own
recognizance. Agents without strong family ties typically use
this time to pursue private investigations, train, exercise, study,
or tour eras of time that they’d always longed to see. Agents
who do have strong family ties might spend time between
missions living with their families back in their own native era.
This is always a gamble, because missions might require you
to be away from your loved ones for two subjective decades or
more, even if to your family it seems like you’ve only popped
into the basement for a few minutes. It’s not uncommon
for agents to slowly feel isolated from the people they love.
Physical changes in your appearance begin to add up as well,
with the occasional cybernetic repair or hideous scar needing
to be disguised before you can return to the people who knew
you best in civilian life.

It’s up to the GM and each player as to how an Agent
balances their work as a time cop with a private and personal
life back in their native era. Managing a secret identity and
career might be exhausting, but it’s a joy if you want additional
narrative complication and the potential for mayhem in your
personal life.

Never mind the fact that you need to make sure Attila the Hun

dies of a nosebleed on his wedding night, yonr husband in the 1930s
suspects that you're having an affair because you keep disappearing
from closed rooms, and the private eye he’s hired to keep an eye on
you 15 throwing off the effects of the eighth MEM-tag you've had
to use on him to wipe his memory. Your daughter has noticed that
something seems different about you (mostly becanse you were away
in deep cover for two years in the middle of her sixth birthday party,
and accidentally changed your bairstyle when you returned), and your
bandler has warned you that be thinks time traveling assassins might
Fkenow your true identity. It5 going to be a long week.

Players who don’t want to balance their character’s personal
and professional lives shouldn’t be required to. Frankly, a lot
of players get enough practice trying to manage their own
work/life balance in the real wotld. If you wish to, howevet,
you should present the GM with your character’s family and
professional situation, and trust the GM to riff off of your
suggestions. Complications arising from personal crises are a
good method for earning Stitches in play.

THE CITADEL

TimeWatch maintains innumerable safe houses, vacation spots,
and equipment depots throughout the ages. Headquarters,
however, is the Citadel. It resides prior to normal time in the
uncollapsed quantum singularity that will one day lead to the Big
Bang, and by all accounts it is unassailable by physical means. Its
37th-century technology screens all incoming time travelers for
diseases and parasites as they atrive in the central transport bay.
If it has been successfully invaded by its innumerable enemies,
those rumors aren’t discussed. TimeWatch presents the image
of a shining, incorruptible gem.

5

That metaphor goes farther than just an image. The interior
of the structure itself is made from some sort of shimmering,
beautiful crystal that pulses with the light of dying stars —
unusual, considering that before the Big Bang there aren’t
any stars to die. Rooms often have additional walls of other
materials, but the translucent stone that forms the structure
is unlike anything else in history. No one is quite sure who
built it or how TimeWatch found it in the first place. There’s
been a lot of speculation about this amongst TimeWatch
theologians, including the theory that excessive paradox in the
Citadel actually leads to the Big Bang and the creation of the
universe. If that’s true, TimeWatch’s days are numbered and a
paradox one of the agents causes may bring its end about. No
one’s sure when (or if) that day will come, though, so in the
meantime it’s business as usual.

Agents are instructed not to sabotage already completed
missions and to minimize paradox. It takes experience to
know when to ignore these guidelines, and it isn’t uncommon
to see mission teams time traveling forward to find out if
their mission was successful or time traveling to the past to
warn themselves about useful facts, but doing so inevitably
creates paradoxes and chronal instability that the team needs
to withstand in order to succeed.

Agents are also forbidden from time traveling to past and
future eras of the Citadel. The stated reason for this is the
aforementioned reduction of potential paradox. Autochrons
and tethers are programmed accordingly; they keep track
of real time and won’t allow agents to cross over themselves
back at headquarters. There are ways around this, of course;
any technology can be hacked by an adequately brilliant expert,
and stealing an autochron from an eatlier or later time traveler
might get you into the Citadel’s past or future. Violating this rule
typically leads to suspension, disciplinary hearings, and reams
of paperwork, and it’s worth noting that agents who attempt
this have a bad habit of disappearing, Whether they are forcibly
retired to protect others, are stranded somewhere, are given
suicidally dangerous missions, or simply just vanish isn’t known.

Most agents are never told the identity of TimeWatch’s
secret leaders. It’s widely believed that TimeWatch is run by
hyper-evolved humanity, humans who have transcended
physical boundaries to become ageless and eternal energy
beings. Some agents believe instead that TimeWatch is run
by aliens who have humanity’s best interests at stake, while
others think that a vast human-cyborg conglomeration tracks
histories and corrects ripples in the time stream. Whether you
believe that TimeWatch is correcting history for the greater
good or that the leaders have an agenda of their own, it’s well
known that TimeWatch missions work to restore true history,
history as we know it without the interference of time travel,
and that by doing so you save time itself from unraveling,

ADVICE FOR AGENTS

As a starting Agent you may be lucky enough to have it
easy; journey back to an easily identified junction, dissuade
some good-intentioned activists from saving a beloved
historical figure’s life, and then it’s back home to TimeWatch



headquarters for a new assignment. Most missions don’t go
that easily. When push comes to shove, when the forces of
a parallel timeline enemy are fully arrayed against you and it
looks like you have no hope of completing the assignment, it’s
time to get tricky. Sometimes you have to work backwards or
forwards to stop a problem before it ever occurs.

KNOW YOUR ENEMY

There’s a variety of antagonists you may have to face during
your long career as a TimeWatch agent, and your enemies’
skill at chronal sabotage may vary a great deal from mission
to mission. It’s important to recognize that different enemies
have different goals, and they use different tools and different
chronal powers to achieve their ends.

» Random, unorganized time travelers may be tourists who
want to see a dinosaur and accidentally step on the wrong
insect, egotists who seek self-aggrandizement and replace
their own son for the infant baby Jesus, or bitter sociopaths
who have a personal axe to grind and so save (or kill) a
particular person in history. Not all of these changes ripple
forward to fundamentally change the future, and these
antagonists may have good intentions in mind when they
sabotage history, but their wrong action at the wrong time
could be disastrous.

» Defectors and rebels from TimeWatch pose a true threat,
as they have access to advanced technology, they know
TimeWatch’s methods, and they know chronal theory.
Chimeras, insane agents driven to madness by chronal
instability, are often the most dangerous of foes. Such rebels
typically seek to destroy the formation of TimeWatch itself,
and in doing so erase all the good that TimeWatch has ever
accomplished.

» Imposters from alternate or parallel timelines may seek
to change our key historical events in order to reroute
the course of true history through their own temporal
backwater, changing the future for everyone else.

> Alien species may interfere with humanity’s development,
using their own time travel to conquer Earth in both the
past and the future. Some of these species are shape-
shifters, making their identification amongst humans even
more challenging.

» Nonhumans from a parallel timeline in Farth’s far future
may take action in the past, attempting to ensure their own
evolutionary development and continued existence.

FROM STRUCTURE TO STORY

The GM’s structure notes aren’t a story. The story occurs
as you and your friends decide how to proceed through the
adventure. The actions of your characters moving from scene
to scene bring the story to life.

To move from scene to scene, and to solve the overall
mystery, you must gather clues. They fuel your forward
momentum. Your characters gather clues from locations in

space and time, as well as from supporting characters run by
the GM. Some of those characters may be friendly, and some
may be hostile antagonists, but almost every encounter results
in clues that push the investigation forward.

As you perform legwork, collecting information that tells
you mote about the current mission, each scene contains
information pointing to one or more new scenes. Certain
scenes may put a new twist on the investigation, as the initial
mystetry turns out to be just one aspect of a much bigger story.
As clues accumulate, a picture of the case emerges, until your
characters artrive at a climactic scene, where all is revealed,
changes in history are (hopefully) repaired, and the bad guys
are confronted. A wrap-up scene accounts for loose ends
and shows the consequences of your success — of, in rare
instances, failure.

One thing unique to TimeWatch is that you can arrive at a
scene which is the correct physical location but in the wrong
time period. If that happens, don’t be shy about jumping
forwards and backwards several days (or months, or decades,
or centuries) to quickly check for ripples of the event you’re
investigating. Your time machine’s operation isn’t predicated
on limited fuel cells, and Reality Anchor easily refills lost
Chronal Stability, so it’s almost always better to make a quick
jump or two forwards and backwards to double-check before
writing off a likely scene as a red herring,

GREAT PLAVER TACTICS

TimeWatch offers players some subtle tactics that it’s possible
to miss, especially when playing for the first time. Many
of these rules are explained later in the book, but here are
some strategies that you'll want to come back to, especially
when your Agents ate in trouble and you’re looking for some
creative solutions.

You’re going to get hurt a lot. Plan for it. Attack pools
mean that your foes often hit you the first time they attack;
enemies’ accuracy will decrease as they get more tired. Expect
that a significant antagonist is likely to hit you, so have enough
Health that you’re not going to drop right away. It’s hard to stay
conscious once you hit —6 Health; if you never increase your
Health over the starting value of 6, you’ll be able to withstand
about three or four typical hits. Bumping your Health to 8
or 10 points during character creation, increasing your Hit
Threshold to 4 (by having an Athletics rating of 8 or higher),
having a dedicated team medic, using Evasive Maneuvers (see
p. 82), or increasing your armor or Hit Threshold through
Preparedness or Science! spends (such as with a personal force
field — see p. 123) will help you stay alive.

Stitches speed things up. You can use Stitches (see p. 65)
to do more damage, take less damage, avoid making a Travel
test when time traveling, refresh pools enough that you can
guarantee success on an important roll, and offer teamwork
that helps an ally succeed. Do so. They’re around to make the
game more convenient for you, and they usually get handed
out often, so you should spend them accordingly.

If you don’t have enough pool points, hand out more
Stitches. The frequency at which you gain Stitches, and thus
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the frequency in which your character is able to refresh their
pools, is almost entirely in the hands of the players. If it feels
like you don’t have enough, other players feel that way too;
set a standard by rewarding behavior that you think is fun,
clever, or awesome. This might be as simple as tossing one to
someone who is kind to another player, or giving a Stitch to
the guy who brought snacks. Once your group gets the hang
of positively reinforcing awesome behavior, you’ll probably
find you have enough to make interesting tactical decisions.

And hey, if you don’t, your GM can always award Stitches to
the group (or allow you to refresh combat pools) to make sure
you can stay in the fight. Remind her if necessary.

If you’ve hit your Hoarding Limit but are given a
fourth Stitch, spend one of the ones you have. Having
more Stitches than you can use is a good problem to have.
If you’re at the max of 3, and you get more, use your existing
Stitches immediately to refresh pools that aren’t maxed out.
If you need to, use Medic or Reality Anchor to help a fellow
Agent recover damage, then refresh your pool. In a worst-case
scenario, use Preparedness to establish that you have a piece
of particularly cool or useful technology that you expect to
need — who doesn’t need a ray gun? — and then refresh your
Preparedness pool.

Don’t hang on to Stitches greedily. The game is most fun
when they come and go quickly.

Remember your armor. If you’re wearing your TimeWatch
uniform, subtract 1 point from every instance of Shooting
and Scuffling damage you take.

Use Taunt to draw an enemy’s fire. The Investigative
ability Taunt does more than just make people so angry at you
that they reveal what they know. Spend 1 point in a fight, and
you can draw an enemy’s attention (and attacks) away from
someone else. They may even chase you. If you can survive it,
it’s a good way to draw someone into an ambush.
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When you absolutely positively don’t want to get hit,
try Evasive Maneuvers. On p. 82 youll see that every 2
Athletics points you spend boosts your Hit Threshold by 1
until the beginning of your next action, up to a maximum of
+3. Of course, you probably aren’t going to hit anything —
your enemies’ Hit Thresholds go up by +2 every time yours
goes up by +1 — but who cares? Your job for the round is
surviving, If you’ve just spent a point in Taunt to get your
foes’ attention, and you’ve used Evasive Maneuvers to boost
your Hit Threshold to 7, they’re all going to be too busy trying
and failing to shoot you for you to mind your own inaccuracy.

Use Stitches to reduce damage. Even with your armor,
are you getting smacked for more damage than you want to
take? Each Stitch you spend reduces damage by 1 point. It
may save your life.

Don’t charge a gun-wielder. A foe who has a ranged
weapon drawn and ready will get a free bonus attack on you
if you try and rush him. That’s why people in movies don’t
charge people with guns. If you don’t want to get shot, wait
until he’s distracted by something before closing, or try to
create a distraction yourself (possibly with time travel or by
spending an Investigative point) before closing in.

If you can close with him, he’ll be at a disadvantage unless
he switches to Scuffling. As noted on p. 78, Shooters in close
combat have a 1 in 6 chance to shoot themselves or an ally
by mistake.

Make ludicrous Paradox tests, just make sure you have
friends with Reality Anchor there to back you up. We've
found in playtest that players are often very conservative
with their Chronal Stability and Reality Anchor points. These
abilities exist in part so that you can use them to do cool
time tricks when more conventional tactics can’t solve your
problem, so don’t be afraid to use them when your back is
up against the wall. Reality Anchor restores other people’s
Chronal Stability by 2 points for every point you spend, and it’s
an efficient way of restoring someone who’s just endangered
himself to try something clever.

Time heals all wounds. If you can get away from combat
and time travel without being followed in a time chase, you
can go to a future hospital and get medical treatment. A day or
two of rest and recovery, and you can return to the fight with
full Health and full pools of Athletics, Scuffling, Shooting, and
Vehicles. The tricky part, of course, is getting away from the
fight safely.

In a pinch, and assuming that you have a Medic rating of 1
or higher, don’t forget that you can exchange an Investigative
point of Medical Expertise for 3 points of Medic. That’s
enough to heal allies 6 points of damage.

You could also trade Preparedness or Tinkering for Medic.
It’s not unreasonable to assume that a technological device
could provide you with a temporary medical-related benefit
in case of emergency — either restoring a small amount of
Health points, or keeping you automatically conscious for a
Consciousness test. An Agent with Flashback (the Booster
gained with 8 or more rating points of Preparedness) can even
state after the fact that such a medical Booster was acquired
and in place. It’s not much, but it’s much better than dying.

If the GM gets lucky and rolls well, fall back and




regroup. Youre exceptionally competent agents, but you
aren’t invulnerable and you aren’t superthuman. You’re much
better off negotiating or retreating than you are dying.
Sometimes, combat is far from the best solution.

Recruit allies. Spending Investigative points from History
or Anthropology might allow you to recruit allies from out
of history. If your plan depends on an extinct and ancient
Pacific Island tribe that worships you as a god, or a doomed
spaceship crew from the far future, you might as well get use
out of them by leading them into battle. Likewise, you can
make friends with the best and brightest minds in history.
Nothing’s more amusing than discovering that the Mona Lisa
is actually a painting of your own character, just because you
spent a History point and turned out to be an old friend of
Leonardo da Vinci.

Play the long con. TimeWatch agents gain an extended
lifespan, so don’t be afraid of the long path to success. Need
to live with someone for a few years as their roommate so
that forty years hence they’ll tell you what you need to know?
Need to go back in time a few months and get a job as a
laboratory guard, just so you’re there at the right time to let
in your friends? If you can spare the time, it’s sometimes a
creative solution.

Boost your damage with Tinkering. If you have points in
Tinkering and are worried you won’t have cause to use them,
never fear. A Tinkering test on your ranged weapon during
downtime will increase the amount of damage the next shot
does by 1 point. If you tinker with a PaciFist, you can raise
the Stun level from 5 to 6. Better yet, if you have 8 or more
rating points in Tinkering, you can do this quickly enough
that it becomes part of your combat action. Combined with
spending Stitches for extra damage, it’s a good way to quickly
inflict pain on your foes.

Spend Investigative points to boost attacks. If you can
justify it, you can spend any Investigative point to gain +3 on
a General ability test. Out of Scuffling points and need to hit
someone? Spending a Military Tactics (“T’ve studied tactics”),
Intimidation (“I raise my fist, and while he’s flinching, I hit
him”), Streetwise (“I know dirty fighting; I'll kick out his
knee”), or even Authority (“He’s ex-military? I scream,
‘Attention!” like a drill sergeant and hit him while he’s trying
not to instinctively salute”) point can boost your roll by +3
— and if you’re clever about how you do it, the GM or one
of your fellow players will probably toss you a new Stitch for
doing something fun.

When attacking an antagonist with a prohibitively high
armor rating, spend Investigative points to ignore all or part
of its armor. You may also be able to use Investigative ability
spends to boost your damage instead. Spending 1 point of
Medical Expertise, for instance, reasonably lets you know the
most painful place to hit a foe, letting you raise all the damage
you inflict by +1 for the rest of the fight.

Spend Investigative points to disrupt combat. Losing a
fight horribly? Want to pause it long enough to get a word in
edgewise with diplomacy, or to try to escape? Spending 1 or more
points from a social ability might cause hostilities to cease for a
minute against all but the most determined foes. Of course, make
a hostile move and you can expect the fight to spring back up.

Use the initiative system to your advantage. As explained
on p. 79, you have great control over who goes when in a
round. Ask your fellow players who wants to go next, and you
can make sure they do. Be wary of letting the bad guys go last
in a round; it means that if they want to, they’ll be able to go
twice in a row.

Flee into time. You can use the initiative system to escape
a fight in your autochron without risking its destruction from
stray fire. If the bad guys have already gone in the round, fire
up your autochron, and then just make sure that your character
goes first in the next round before your antagonists have a
chance to act. It’s a little sneaky, but it’s completely legitimate.
Just hope that your enemies don’t have the ability to chase you
through time; if they do, ready yourself for a time chase when
they come after you.

Use Science! points for concentrated awesomeness.
Want nifty gear — force fields, more powerful weapons, or
concentrated explosives? Spend a point of Science! along
with your Preparedness or Tinkering test. You can convert 1
Investigative ability point into 3 General ability points with the
GM’s okay, so it’s a fast way to add points to your Preparedness
test when you want a particularly fun but expensive device.

Imagination counts. You have access to the future, and
that means you can describe just about any technology you
want to the GM. Shell increase the Preparedness cost for
acquiring more powerful gear, of course, but feel free to
consider high-tech solutions to simple problems. Night vision
contact lenses, portable EMP generators, zero-point gravity
guns, jetpacks; fun and usefull Acquiring something like this is
a good use of Preparedness, especially when you have more
Stitches than you need and can immediately refresh your
Preparedness pool.

Adopt a signature weapon or piece of gear. As noted
on p. 108, you can spend build points to start each game
with a piece of unique tech that you particularly love. If your
character is always known for his disintegrator pistol or jet
pack, that’s how to always have it around.

Help yourself — literally. When you’re in dire straits and
need backup, you can be your own backup. Declare that you’re
going to remember to have your future self show up and save
you. You'll need to spend a Paradox Prevention point and
make a Paradox test, but your duplicate arrives fully healthy
with General ability pools fully refreshed, and that means
that you can double your attacks. Sure, if your younger self
dies anyways you’ve created massive paradox (and triggered
a Paradox test for your fellow Agents), but you’ll probably be
beyond caring at that point, and the extra help may just save
the day.

Help others. Is your friend dying, but you can’t get to him
in time? Pay 1 point of Paradox Prevention, make the Paradox
test, and your future self can show up to heal him. This is just
like duplicating yourself to help be your own ally in a battle,
but it lets you provide tactical support to an ally instead.

Save a few build points. If you can, save a few build points
when creating your character or after each mission. These
don’t disappear if you don’t immediately assign them; instead,
you can assign them on the fly during a mission to immediately
get access to an ability.
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Paradox Prevention points: your wild card. If you
want a clever time- or causality-related effect, but it’s a little
too powerful to do casually, ask your GM if you can spend
a Paradox Prevention point to do so. These serve as “wild
card” points for temporal effects, letting you take unique time-
related actions without over-balancing the game. Paradox
Prevention points, like all Investigative points, don’t refresh
until the end of the mission; plan their use accordingly.

Spend Paradox Prevention to save Chronal Stability.
You can sometimes get in a bind with low Chronal Stability,
needing to spend more points than you'd like in order to make
a test that you can’t afford to fail. Consider spending an extra
point of Paradox Prevention instead. This gives you +3 on your
Paradox test, making it automatically in all but the most dire of
circumstances, without lowering your Chronal Stability further.

Note that this is different than the point of Paradox
Prevention you’ll need to spend for certain chronal hijinks like
duplicating yourself in a scene.

Finish off foes. Badly injured antagonists are at a
disadvantage in combat, but not a huge one. If your enemies
aren’t Mooks (antagonists with Health 3 or less), your team is
best off focusing fire to drop one target before moving on to
the next. You’re better off having one downed foe and two
uninjured ones than three slightly injured enemies.

If you’re fighting Mooks or any Opponents with low Health
(you’ll probably be able to guess by the GM’s description), take
out as many as you can as quickly as possible. They hit hard
but drop fast. And hey, as you'd expect in a cinematic game,
eliminating the unnamed characters before taking on the main
villain is practically traditional.

Stun those Mooks. Unlike more important Opponents or
Adversaries, Mooks don’t even have the opportunity to make a
Stun test when affected by a neural disruptor. If you hit them
with your PaciFist, they’ll automatically go unconscious. It’s a
good tactic when you want to avoid egregious bloodshed. This

58

is an especially good tactic for Agents with 8 or more points in
Shooting, who can fire twice in a round.

You may fight an enemy more than once. The tricky thing
about time travel is that you may fight an elderly Adversary,
then later on fight one or more younger versions of the same
person — and you can’t kill the earlier incarnations without
triggering a major Paradox test, because doing so would create
paradox. You may have to think creatively to get around this
restriction.

Make sure someone knows how to drive. You need to
put physical distance between yourself and anyone chasing
you through time, and that means outrunning them during a
time chase. These get much easier and much more fun when
at least one Agent has 8 or more points of Vehicles. You won’t
need it every mission, but you’ll be grateful for it when it’s
needed.

A closed door is your friend. Why? Because thanks to
Preparedness and time travel, it hides exactly what you need
right now, which you are going to put behind it /ater.

Beam weapons are deadlier than firearms. They’re also
a lot more obvious, as youd expect when shooting a laser
pistol in a science fiction game. Nevertheless, beam weapons
do more damage on average than other weapons, and can
have some handy improvements like disintegration. They’re a
reasonable use of Preparedness points.

Use weapons when Scuffling. Just like in real life,
smacking someone with a weapon does more damage than
hitting them with your fist. You’re encouraged to describe
your Agent grabbing weapons from the environment to use,
but you’ve got a fallback. A deactivated autochron is nice and
sturdy, and serves as a handy club.

When to stun, when to kill. Stun attacks (p. 83) are
mechanically balanced with firearms. Shoot or hit someone
with a PaciFist, and if they’re not stunned it may seem like you
wasted your attack. Not so. Three things happen when a foe
successfully makes a Stun test:

» Theyre Impaired from the unsuccessful stun, so the
Difficulty goes up on any other tests they make (including
more Stun tests) between your attack and their next turn.
This makes them easier for other Agents to stun.

» They've likely spent some Health points to boost their
chances of success, so you're about as well off as you'd be
if you shot them with bullets. That’s even more true if the
foe is heavily armored, because the armor doesn’t apply to
spent Health points.

» Mooks drop immediately when shot with a neural disruptor
— no Stun test required.

PaciFists keep the target alive, and are great for stealth.
Bullets, beam weapons, knives, and fists leave the target
marked and bloody, and (beam weapons aside) don’t run
the risk of appearing like magic or future technology to less
advanced societies. Which you choose depends on the effect
you want to achieve.

Think outside the box. This is a time travel game. If the
building gate guard doesn’t let you in, time travel in. Or go
back in time and get a job in building security yourself. Or go



back in time and become a family friend of the gate guard. Or
spend 1 point of Architecture to go back and alter the building
blueprints, giving you access that no one else knows about. Or
spend an Authority point to go back in time and become his
new boss.

Similarly, you’ll have multiple options when taking down
a bad guy. Go back to stop him before he ever started his
plans, or in the middle of them before they succeed, or right
at the key moment; just be careful not to risk severe Paradox
tests by causing paradox. You can often get around that with
some clever planning that makes history work out correctly,
but youll want to consider your line of attack. Contradicting
events that you already know to be true can cause problems.

Pick your future. Spend 2 points of Timecraft at once, and
as noted on p. 45, for the rest of the scene you get to choose
the immediate future you prefer. You'll pick one General
ability; until the end of the scene, roll two d6s instead of one
when using that ability and choose your preferred result. This
is best used when you have to make multiple ability tests with
one single ability over a long scene, such as a chase (using
Athletics or Vehicles), a fight (using Scuffling or Shooting), or
a difficult infiltration (using Unobtrusiveness).

Research locks down reality. When history has changed,
you usually have the option of time traveling into the future
and reading about an event in (alternate) history books. Doing
so, however, locks it in as an established fact; change it after
that, and you’ll need to make a Paradox test as time shifts away
from what you know is true.
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CHAPTER THREE:

TIMEWAICH

RULES SYSTEM

This chapter describes the basic GUMSHOE rules system
customized for TimeWatch, and is addressed to players and

GATHERING CLUES

TimeWarch has you unravel mysteries, and that means
investigation. Investigation means looking for and finding clues.

Gathering clues is simple. All you have to do is 1) get
yourself into a scene where relevant information can be
gathered, 2) have the right ability to discover the clue, and
3) tell the GM that you’re using it. As long as you do these
three things, you will never fail to gain a piece of necessary
information. It is never dependent on a die roll. If you ask
for it, you will get it.

You can specify exactly what you intend to achieve: “I
use Trivia to determine if the opera was really written by
Mozart,” or “I use Timecraft to figure out whether this
dinosaur was naturally born here in Madagascar, or whether
someone imported him from the past via a time machine.”

Or you can engage in a more general informational fishing
expedition: “T use Notice to search the murder scene,” or “I
use Medical Expertise to examine the corpse.”

If your suggested action corresponds to a clue in the
scenario notes, or just makes sense that it would tell you
something interesting and relevant, the GM provides you the
information arising from the clue.

Agent I eab Breen, chronal scientist, arrives in London in the mid-
15005 and is tracking down why the feudal system in England never
died ont. She starts searching for clues on what is different, and the
GM wmentions that there are more people in London than expected.
Dr. Breen’s player, Raina, says, “1 use History (Contemporary)
to determine whether the population is unnecessarily high.” “Yes,”
says the GM, “much higher than it should be bistorically.” ‘T unse
Medical Expertise,” says Raina. “Is there a big disease that didn’t

bappen?” This is all she needs to do to get the information to proceed
to the nexct clue. “You check a cemetery,” says the GM, “and based
on the gravestones, it looks like the Black Death never occurred in
England! Considering that it shonld have killed almost 2 million
people, thats a big deal.” Raina asks, “With my History ability,
do I know where and when it first showed up?” “You do,” says the
GM, “a Weymonth Harbour ship dock in June 1348,” and they’re
off onto the next scene in the adventure.

Some clues would be obvious to a trained investigator
immediately upon entering a scene, such as the increased
population mentioned above. These passive clues ate
provided by the GM without prompting, Scenarios and
common sense suggest which clues are passive and which
are active, but your GM will adjust these in play depending
on how much guidance you seem to need. On a night when
youre cooking with gas, the GM will sit back and let you
prompt her for passive clues. When you’re bogging down,
she may volunteer what would normally be active clues.

CORE CLUES

For each scene, the GM designates at least one core clue. This
is a clue you absolutely need to move to another scene, and
thus to eventually complete the entire investigation. GMs will
avoid making core clues available only with the use of obscure
Investigative abilities. (For that matter, the character creation
system is set up so that the group as a whole will have access
to all, or neatly all, of these abilities.) The ability the GM
designates is just one possibility, not a straitjacket — if players
come up with another plausible method, the GM should give
out the information. Core clues never require a spend.

In the previous exaniple, in order to move on, the player needed
to realize that England never suffered from the Black Death. This
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is the core clue, uncovered with either History (Contemporary) or
Medical Expertise. There are many methods for communicating
this, including:

> 100 large a population
> prominent living people whose whole families should have died
> medical records (or talking to a physician)

> talking to any local citizen who can off-handedly mention
“Eurgpe’s Black Death that by the grace of God spared us”

> graveyards

> newspapers and local historians

> famine cansed by unchecked population growth
> feudal system, with serfs, still strong and active

Ounce the player is on the right track, details can be handed fo
them as passive clues as needed. Really, the only thing that must
be communicated is that there should have been a plague, there
wasn't, and history knows when that plague should have started.
The players will take it from there.

SPECIAL BENEFITS

Many scenes and abilities allow you to gain special benefits
by spending points from the relevant Investigative ability
pool. These are one of the most interesting and flexible
parts of your character’s abilities, and give you a special
benefit or more information about a clue. During your first
few scenarios, your GM may offer you the opportunity to
spend additional points during play. After that it’s also up to
you to ask if it there’s anything to be gained by making an
Investigative spend. Feel free to propose specific benefits,
even if theyre not listed as examples under the ability’s
description. The GM may allow it if your suggestion is
persuasive or entertaining,

Each benefit usually costs either 1 or 2 points from the
relevant pool, depending on the difficulty of the additional
action and the scope of the reward. When asking you if you
want to purchase the benefit, the GM (almost) always tells
you how much it will cost. She may also give you a choice,
such as “you can spend 1 point of History to befriend an
important noble, or 2 points to be in the good graces of
Queen Elizabeth herself.”

Additional information gained from clues provides flavor
but is never required to solve the case or move on to a new
scene. Often special benefits makes the character seem clever,
powerful, or heroic. It may grant you advantages that become
useful later in the scenario, frequently by making a favorable
impression on supporting characters. The benefit may also be
helpful in reducing or eliminating the inevitable fallout in the
time stream after the mission’s conclusion; if you accidentally
taught baseball to Revolutionary War troops and want to
make sure it doesn’t ripple forward to the modern day, an
Investigative point spend is one easy way to do so.

Purchasing a benefit may allow you to leap forward into
the story by gaining a clue that would otherwise only become
apparent in a later scene, perhaps by using time travel to your

\

Dr. Breen spots an anachronistic Alexandrian waiting to cure
the plague before it ever reaches Britain’s shores.

advantage. On occasion, the additional information adds an
emotional dimension to the story or ties into the character’s
past history or civilian life. If you think of your TimeWatch
game as a TV series, an extra benefit gives the actor playing
your character a juicy spotlight scene.
“Can 1 tel] whether anyone waiting for the ship is unusual?”
asks Raina. The GM knows that this information isn't necessary
to move forward, because if she waits Raina’s character will see
a bystander move forward to secretly inoculate the sick sailor. It
wonld be impressive if she conld answer the question abead of tinze,
however, and the GM suspects that it conld canse some particularly
Jfun twists in the adventure she'd planned.

“Do_you want to spend a Medical Expertise point?” asks the
GM. Raina worries that shell need it for disease-related spends, and
proposes instead that Dr. Breen spend 1 point of Notice. The GM
agrees, and Raina reduces her Notice pool from 1 to 0. That doesn’t
stop her from using Notice later on to gather clues, but this is the last
nifty bonus shell get from it during this adventure.

The GM excplains as follows: “You can't see everyone, and the
Sfashion of the day is to be clothed in so much fabric that it’s surprising
that people can ever recognize each other, but an older man further
down the pier has the unmistakable profile of an Alexandyian, that
Greek cult from the alternate timeline where Alexander never died
and Greece rules the world. In their existence they wiped out disease,
but you're not sure why this guy is here now.”




Dr. Breen rolls her eyes. “Interfering troublemakers,” she says,
and the character strides over to confront the time traveler from a
parallel universe.

The act of spending points for benefits is called a spend.
The GM’s scenario notes may specify that you get Benefit x
for a 1-point spend or Benefit y for a 2-point spend. Often
minor non-core information is available at no cost.

GMs who feel comfortable granting their players influence
over the details of the narrative may allow them to specify
the details of a special benefit.

If you wish to make a spend in a situation where the GM
has no special benefit to offer you, and cannot think of one
that pertains at all to the investigation, you do not lose the
points you wish to spend.
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IERO-POINT CLUES

Not all free information is a core clue. If you have a rating
in an ability, your character is highly skilled in that ability, and
the GM will give you a lot of relevant information without
any spend — anything a character with that ability would
know. Not all of it is necessarily key to solving the mystery.

INCONSPICUOUS CLUES

Sometimes the characters instinctively notice something
without actively looking for it. Often this situation occurs in
places theyre moving through casually and don’t regard as
scenes in need of intensive searching. The team might pass by
a concealed door, spot the slight bulge of a laser pistol beneath
an Old West gunslinger’s leather duster, or approach a vehicle
with a bomb planted beneath it. When in doubt for what
ability to use for a basic search, the GM defaults to Notice.
Interpersonal abilities can also be used to find inconspicuous
clues. The classic example is of a character whose demeanor
ot behavioral tics establish them as suspicious..

It’s unreasonable for the GM to expect players to ask to
use their various abilities in what appears to be an innocuous
transitional scene. Otherwise, they’d have to spend minutes of
game time with every change of scene, running down their

abilities in obsessive checklist fashion. That way lies madness.

Instead, the GM picks the most narratively appropriate
character who has that ability, picks the character with the
ability who hasn’t done anything cool in the longest amount
of time, or asks which character has the highest current pool
in the ability in question. If two or more pools are equal, it
goes to the one with the highest rating, If ratings are also
equal, their characters find the clue at the same time.

Dr. Breen has retired to the local pub, where she’s joined by Mace
Hunter. Together they discuss their options for making sure the Black
Death happens on schedule. Before their beer can reach their table, the
waitress is intercepted by a less ethical Alexcandrian who intends to
drug botlh Agents. The GM decides that the Spying ability will alert
them to a suspicious delay in their waitress’ arrival. Both characters
have the ability; Dr. Breen has 1 point in her pool, white Mace has 2.

“Mace,” says the GM, “your drinks really should have been here
by now. You look up, and the waitress has just finished talking to a
customer whose face you can't see. He's blocking your view of the beer
tray. He then heads straight for the door without looking aronnd,
which conld be considered a bit odd, but here comes the waitress with

your foaming beer.”

“Foaming more than normal?” Mace asks. The GM knows
that Dr. Breen has multiple points in Sciencel, and that Science!
includes chemistry.

“Ob yeah,” says the GM. “Dr: Breen, something may have been added.”
“Dammit,” says Mace, “and I was thirsty, too.”

SIMPLE SEARCHES

Many clues can be found without any ability whatsoever.
If an ordinary person could credibly find a clue simply
by looking in a specified place, the clue discovery occurs
automatically. You, the reader, wouldn’t need to be a trained
investigator to notice a bloody footprint on your carpet, a
futuristic rifle tossed in your rubbish bin, or 300 bewildered
Spartan warriors laying siege to Paramus, New Jersey. By that
same logic, your character doesn’t require specific abilities
to notice such things, either. When you specify that your
character is searching an area for clues, you’re performing
what we call a simple search.

In other GUMSHOE games, simple searches usually
involve searching a physical location for clues. In TzmelWatch,
simple searches more often involve searching a particular era
and location for clues about what in history has changed.
Both are effectively the same, just with a different scope.

The GM will vary the way she runs simple searches
according to pacing needs and the preferences of your group.
Some players like to feel that their characters are interacting
with the imaginary environment. To suit them, she’ll use a
call-and-response format, describing the scene in a way that
suggests places to look. The player prompts back by zeroing
in on a detail, at which point she reveals the clue:

GM: “As your autochron cycles in and the purple light fades
away, you're standing in an abandoned tenement building in Berlin.
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The year is 1865, and its winter. What time of day do you want
it to be?”

Player: “Night? This is where TimeWatch suggested we start.
17 go buy or find the local newspaper and do a guick scan to see if
anything jumps out.”

GM: “Sure. Oddly, there’s no one on the street — and I mean
pretty much no one. Buildings have lights, but there isn’t a single

pedestrian. You can see a guard standing under a lantern at the end
of the block.”

Player: “Can I see what uniform he’s wearing?”

GM: “A high-tech flak jacket, and his machine gun has a laser
sight.”

At other times, or for players less interested in these
small moments of discovery, she might cut straight to
the chase:

GM: “You arrive in Berlin in 1865, as yon wanted, but yon
may not want to immediately leave cover; the Prussian gnard
outside down the street is sporting a machine gun with a laser sight.
Thats. .. unusual for 1865. What do yon do?”

In the first case, the player who first voices interest in the
detail finds the clue. In the second, at the GM’s discretion,
it goes to:

» the character to whom the clue seems most thematically
suited (for example, if it’s established as a running joke
that Agent Hunter always stumbles on the really disgusting
clues, and this clue is disgusting, your GM will tell his
player the bad news)

» a player who hasn’t had a win or spotlight time for a while

» the character with the highest rating in the appropriate

Investigative ability
TIME TRAVEL

Time machine functions, effects, and logistics may vary with
types of time travel and GM fiat. Time machines are detailed
on p. 64 and 110.

THE TRAVEL TEST

Every instance of time travel requires a Travel test, a
simple Difficulty 4 / Loss 2 Paradox test desctibed on p. 89.
Effectively, roll a d6; roll 1-3, and lose 2 points of Chronal
Stability. Paying a Stitch per trip bypasses the need for a
Travel test.

HOW TIME MACHINES WORK

The autochron, TimeWatch’s standard time machine,
usually lands you exactly when you want to arrive with split-
second accuracy, along with a physical accuracy that’s close

\

Kelfala’s autochron tunnels its way through
an endless ocean of time.

but not precisely where youre aiming for. Intended arrival
locations get less accurate the farther in time you travel, and
autochrons are programmed to seek out arrival spots that
are unobserved by locals (although this can be overridden
as needed). You can teleport with an autochron, moving
physically but not in time. A Travel test is still required.

When autochrons clock out from a location within two
rounds of each other, only one needs to set a destination
time and space. The others can automatically follow the first
time machine to depart. This can be used to pursue someone
attempting to flee you; see time chases on p. 76 for details.

No accuracy rollis needed to time travel with an autochron,
and autochrons typically require no fuel. After completing
a jump, autochrons require two full rounds to recycle their
power before they can time travel again. This is usually only
relevant in time chases and cases where an Agent wishes to
clock in, steal something, and clock back out.

Skegg needs to steal a famous dianond to run a scam on a 19th-
century Indian maharajab. She makes a Travel test and clocks
into the treasure vanlt where it is kept, hoping to get it and get out
quickly. Her autochron spends the next two rounds recycling, so
Stkegg will be able to mafke another Travel test and clock out with
the gem on her third round or later.




Rarely (and purely at the GM’s discretion), chronal storms
and temporal interference make autochrons malfunction or
be less accurate than normal. When that occurs, your arrival
time and location may be different than you expect.

STITCHES:
TIMEWATCH'S ACTION POINTS

It’s been said that in GUMSHOE games your entire character
sheet is made out of action points: spend your pools, get better
results on your dice. TimeWatch is no exception, so TimeWatch’s
actual action points (called Stitches, as in “a stitch in time
saves nine”) are a little different. Representing a time traveler’s
minor control of the vicissitudes of time, Stitches speed up
or slow down action. They allow you to hang on longer in an
action scene, or to raise or lower combat damage.

DISTRIBUTION

The GM puts a bowl out on the table with 3 markers in it
(such as poker chips or glass beads) for every player at the
table, excluding the GM. (For instance, 5 players = 15 chips.)
The GM doesn’t refill this when it empties out, but spent
Stitches are returned to the center bowl. In a virtual game
held online, the GM simply puts the markers next to her
computer and removes them from or puts them back into
the pile when they’re handed out or used.

Players automatically start the game with 1 Stitch each.

When someone makes the table laugh, follows their Drive,
roleplays superbly, solves a clever clue, keeps a team moving
through an investigation, or makes the game better for other
players, they should get a Stitch from the bowl in the middle of
the table. As a player you can’t give one to yourself, but you’re
encouraged (and pretty much required) to hand out Stitches
from the central bowl to other players, thus ensuring that a
distracted GM isn’t the only person granting them. Giving
another player a Stitch is a way of saying “that was cooll” or
“you were awesome.” Pay attention to the other players at the
table; you'll always have one player who is quicter than the rest,
and make sure they’re rewarded for interacting as well.

The most important thing to remember here is that you
don’t need the GM’s approval every time you hand a Stitch to
another player. She’ll thank you for taking the initiative, and
can always tell you if she thinks they’re being handed out too
often or too seldom. If so, you can adjust from there.

Your GM may also hand out Stitches if she makes a
narrative decision that disadvantages a PC for the good of
the plot. If she decides that an explosion knocks the group
out and that you wake up captured, because the game is more
fun to start a scene that way, she’ll hand out one or more
Stitches to anyone affected. This should be used sparingly
by GMs, but is a good balance for rewarding players if their
characters are disadvantaged for the good of the game.

It’s up to the GM how many Stitches a player can have
at one time; this is called the hoarding limit. In most
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games, the hoarding limit is usually 3 at once. If you’re at
your hoarding limit, you must spend one or more Stitches
before you can earn any more. If someone tries to hand you
a Stitch when you’re already at the hoarding limit, you can
immediately spend one or more of your existing Stitches to
refresh pool points, and then accept the newly proffered one.
You'll probably have the most fun when Stitches flow
frequently and you don’t hoard too many at once. Players should
endeavor to not end the game with any Stitches; they don’t carry
over from game to game, even if the mission isn’t complete at
the end of a play session. GMs should endeavor to award more
Stitches at the very beginning of a mission, to remind players
what they’re for, and fewer as the adventure progtresses. The
other players will likely be handling it for the GM by then.

WHATSTITCHES DO

Stitches can be used for five things: slightly refreshing a pool,
aiding another character through teamwork, simplifying time
travel, boosting your weapon damage, or reducing weapon
damage inflicted on you. The Teamwork benefit aside, you
can never normally spend Stitches on behalf of someone else.

Pool Refreshes: At any time, spend one or more Stitches

to refresh one or more General ability pools by 2 points per
Stitch.

After an extended fight that exhaunsted his resonrces, Unrrk’s
Player decides to spend 3 Stitches on pool refreshes. He conld refresh
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Athletics, Shooting, and Scuffling by 2 points each; he conld refresh
Athletics by 6 points; or he could refresh 4 points of one pool and
2 points of another.

This is the primary way that you refresh your General
pools. You can never exceed your ability’s rating; for instance,
if your Scuffling rating is 5 and you’re down to 0, spending 3
Stitches on refreshes will bring it back up to 5 and no higher.
This is specifically a refresh, not a bonus to a roll.

Vidbvansaka needs to open a Difficulty 5 locked door. Her
Burglary rating is 3, and she basn’t used any points yet, so her
current Burglary pool is 3 as well. She currently has 3 Stitches that
shes earned. Spending all 3 Burglary points gives her +3 on her
Burglary roll and brings ber pool to 0. She rolls a 1, however, and
1+ 3 is less than the Difficulty of 5, so she fails to open the lock
(and can’t retry unless she improves her odds; see Simple Tests on
p. 70). She can spend 1 of her 3 Stitches to refresh her Burglary
pool back up to 2, or spend 2 Stitches to refresh it fully np to 3
(losing the extra point). Stitches don't add extra points to her die
roll, so she’s stuck with the failure.

Stitches can never restore points to any Investigative
pool, to Health (which is restored with the Medic ability),
or to Chronal Stability (which is restored with the Reality
Anchor ability).

Teamwork: Teamwork is a fast, easy way to give an ally +1
on a roll. As long as you can explain to the GM how you’re
helping, you can spend 2 Stitches to slightly aid another player
in a General ability test. Spend 2 Stitches before or after the
other player rolls his die, and you give him a +1 bonus on
the die roll. This is the only method in the game for giving a
bonus after the die is already rolled, and the bonus cannot be
greater than +1. The GM can disallow this if she feels your
description of how you’re helping wouldn’t work.

At the GM’s discretion, and if it makes sense, multiple
players can use teamwork to help the same character before
they roll their die. This is different from the Cooperation
rules on p. 71 in that it doesn’t require an action, can be done
on someone else’s turn, and provides a maximum bonus of
+1 per assisting character.

Dr. Breen is trying to disarm a nuclear bomb that is seconds from
going off. Unrrk doesn’t know much about bombs, but he’s willing
to try and help. He grunts, “No big fire big pain!” as he points to
what be believes is the right wire. Unrrk’s player spends 2 Stitches,
and Dr. Breen gains a +1 bonus on ber difficult Tinkering test to
disarm the bomb.

Simplify Time Travel: Normally, every instance of time
travel requites characters to make a Travel test to avoid losing
2 points of Chronal Stability (see p. 74). Spending a Stitch
when time traveling negates the need to make a Travel test.
You can’t spend a Stitch to negate other Paradox tests, though.

Boost Combat Damage: You can spend Stitches after
rolling the damage die to increase damage inflicted on
a 1-for-1 basis. Successfully punch someone for 1d6 — 1,
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spend 3 Stitches, and your damage is instead 1d6 + 2. This
has no effect on PaciFist Stun tests (see p. 110) or other non-
damage effects.

Reduce Combat Damage: After you've been told how
much Health damage your character has just taken, you can
spend Stitches on a 1-for-1 basis to reduce damage that’s
inflicted on you. Spend 3 Stitches, for instance, and take 3
points less damage. This has no effect on PaciFist Stun tests
or other non-damage effects.

Describing the Effect

Because Stitches represent your Agent’s ability to slightly
manipulate time, you’re encouraged to describe the effect
every time you use one or more Stitches to affect damage.
You may describe your fist suddenly accelerating to
supersonic speed when you empty your hoard of Stitches
and boost your Scuffling damage by +3 points, or you
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may describe your foe’s bullet slowing down so much that
it barely hurts you when you subtract 3 from the Shooting
damage you take. Description isn’t mandatory, but it does
make the game more fun. Describe it well enough, and you
may earn another one on the spot.

REGAINING POOL POINTS

Spent points from various pools are restored at different
rates, depending on their narrative purpose.

REFRESHING GENERAL POOLS ON THE FLY

Stitches can be turned in at any time to refresh any General
ability pool (other than Health and Chronal Stability) by
2 points per Stitch. GMs may reward superlative play by
granting additional Stitches, allowing for more refreshes. In
either case, pools can never be refreshed higher than their
initial rating.

REGAINING GENERAL POOL POINTS
AFTER RESTING

Pools for the physical abilities of Athletics, Scuffling,
Shooting, and Vehicles are fully restored whenever 24 hours
of game-world time elapses since the last expenditure. The
remaining General abilities refresh at the end of each case,
like Investigative abilities.

Injured characters may attempt to use their autochrons
and escape from a fight mid-combat, only to spend several
restful days elsewhere in time and return seconds after they
left with their combat pools restored. Fortune may favor the
bold, but this valid tactic is made extremely dangerous by
the time chase rules (p. 76) and the vulnerability of active
time machines (see p. 110). Escaping mid-combat is a good
method for breaking your time machine, but it’s incredibly
effective if you can get away with it.

W315A553TNY HILVMIKWIL
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REGAINING INVESTIGATIVE POOL POINTS

Investigative ability pools are restored only at the end of
each mission, without regard to the amount of time that
passes in the game world. Players seeking to marshal their
resources may ask you how long missions typically run in
real time. Most groups finish scenarios over two to three
sessions. Players may revise their sense of how carefully to
manage point spending as they see how quickly their group
typically disposes of its missions.

GMs running extremely long, multipart investigations
may designate certain story events as break points where
all Investigative pools are refreshed. For example, a time-
hopping investigation where the team deals with chronal
catastrophes in five different eras might allow refreshment
of Investigative pools after each chronal disaster is repaired.

REGAINING HEALTH AND CHRONAL
STABILITY POOL POINTS

You can’t directly refresh Health through the use of Stitches.
Instead, use the Medic ability to restore Health points to
yourself or others over the course of a session. The Health
pool also refreshes over time, at a rate of 2 points per day
of restful activity. (Seriously Wounded characters heal at a
different rate, over a period of hospitalization; see p. 87.)

You can’t directly refresh Chronal Stability through the use
of Stitches. Instead, use the Reality Anchor ability to restore
Chronal Stability points to yourself or others over the
course of a session. Full refreshment otherwise only occurs
between missions. It is possible only when the character is
able to spend calm, undisturbed quality time with friends and
loved ones; for instance, an Agent who chooses to stay in a
war zone at mission’s end may not automatically recover any
lost Chronal Stability. In campaigns where the teammates’
personal lives are a matter of background detail only,
Chronal Stability automatically refreshes between missions.
If a character has permanently lost Chronal Stability rating
points due to being Subsumed (see p. 95), these points never
refresh and can only be restored with build points gained
from completing missions.

TESTS

A test occurs when the outcome of an ability use is in doubt.
Tests apply to General abilities only. Unlike information-
gathering attempts, tests carry a fairly high chance of failure.
They may portend dire consequences if you lose, provide
advantages if you win, or both.

There are several types of test: simple tests, continuing
challenges, player-facing contests, and full contests (including
chases and time chases).

DIEJROCES
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GENERAL ADVICE

Success at a Cost

Generally speaking, failure is boring and consequences are
interesting. Make failure more interesting by putting Agents
at a disadvantage.

Where it is essential to overcome an obstacle to reach a
core scene, and the obstacle requires a test, the question
stops being “will they succeed?” and becomes instead “how
successful are they?” In these cases the GM should allow
success whatever the result but give a negative consequence
other than flat-out failure for the test. For example, the
character sneaks onto the rogue starship but is injured,
recorded on sensors, beamed to the ship’s brig, or something
similar. This rule never protects characters from Health or
Chronal Stability Loss.

This is an incredibly useful technique to keep a game
moving, and can be useful even when the Agents are not
moving towards a core scene. If the characters try to climb
a wall and fail, perhaps they still get over the wall but trip a
silent alarm or twist an ankle on the way down. If they fail
their Burglary test to open a door, they succeed in opening
the door but alert the people on the other side. If they fail
their Unobtrusiveness test to infiltrate a Roman stronghold,
they’re noticed but are accidentally mistaken for incredibly
high profile and well-known personages.

You're encouraged to give players a difficult choice in
these circumstances. “You failed your Athletics test, but you
can smash through the locked door anyways if you don’t
mind them getting a free shot” lets the players decide what is
most important to them.

Difficulty Numbers and Story Pacing

Just as the GUMSHOE system keeps the story moving by
making all crucial clues accessible to the characters, GMs must
ensure that tests and contests essential to forward narrative
momentum can be overcome, albeit with consequences for
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poor rolls. Assign relatively low Difficulty Numbers of 4 or
less to these crucial plot points, and reserve especially hard
Difficulty Numbers for obstacles which provide interesting
but nonessential benefits. Should Agents roll poorly when
trying to reach an essential plot point, even against the
easier-than-normal target number, they’ll succeed but suffer
some consequence.

The characters have to sneak onto a starship to confront a cocky
_young captain who has come back in time to kidnap some whales,
so the GM assigns the relatively low Difficulty Number of 3 to
the task’s Unobtrusiveness fest. That gets them onto the starship,
where the interesting part of the adventure takes place. If one or
more of the Agents fails this even lower-than-normal Difficnlty,
a self-interested starship crew member notices them and (instead

of reporting them, as he shonld) tries to find a way to steal their
advanced technology for bis own use.

Only Roll When It’s Important

Even in the case of General abilities, the GM should call for
tests only at dramatically important points in the story,
and for tasks of exceptional difficulty. We can’t emphasize
that enough. Most General ability uses should allow automatic
successes, with possible bonuses on point spends, just like
Investigative abilities. For instance, a Vehicles roll is not needed
unless the Agent’s car is being chased; an Unobtrusiveness roll
is not called for unless someone important could notice that
the Agents are somewhere that they aren’t normally allowed.
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If you want the Agents to expend resources but there’s no
time pressure or risk of failure, call for a General spend instead.

General Spends

Occasionally you’ll want to create a task at which there is
no reasonable chance of failure, but which should cost the
characters a degree of effort. To do this, simply charge the
character(s) a number of points from relevant General ability
pools; 1 or 2 points per character is a reasonable General
spend, so a team of four Agents would usually need to reach
a target between Difficulty 4 to Difficulty 8 for most tasks.
Where tasks can be performed by a team effort, multiple
characters may contribute points to them.

“You want to break in to the general’s home, and you've used tine
travel to go to a time when theres no one home? Clever. Spending
G Burglary points gets you past his antigunated security, and I don’t
care who or how many people they come from.”

SIMPLE TESTS

A simple test occurs when the character attempts an action
without active resistance from another person or entity.
Examples include driving a treacherous road, jumping a
gorge, sneaking into an unguarded building, shooting a
target, disconnecting a security system, or clinging to reality
in the face of a parallel universe alien horror.

The GM determines how hard any given action is by assigning
it a Difficulty Number ranging from 2 to 8 or more, where
2 offers only a slim chance of failure and 8 is exceptionally
difficult; the default Difficulty Number is 4. The player rolls a
single die; if the result is equal to or higher than the Difficulty
Number, the character succeeds. Before rolling the die, the
player may choose to spend any number of points from the
relevant ability pool, adding these to the final die result. Players
who forget to specify the number of points they want to spend
before rolling are stuck with the unmodified result.

Difficulty Example

3 — Easy Sneaking past a sleeping guard
4 — Normal Sneaking past an awake guard
5 — Hard Sneaking past an awake, alert
guard
6 — Very Hard Sneaking past an awake, alert

guard with a guard dog

Infiltrating an integrated high-
8 — tech security system that includes
Exceptionally | guards, laser tripwires, infrared
Difficult cameras, floor sensors, and video
surveillance

In the game world, expenditure of pool points in this way
represents special effort and concentration by the character,

70

the kind you can muster only so many times during the
course of an investigation.

Altani, Genghis Khan’s danghter who bas been recruited by
TimeWatch, wants to sneak into one of Napoleons military
componnds to see if its hiding anachronistic rocket launchers. To do
50 she needs to use Burglary to open a locked gate. The G needs
the group to get into the compound and therefore assigns the relatively
low Difficulty Number of 3 to the task. Altani’s player, Peggy, bas
6 points in her Burglary pool. She decides that she really wants to
succeed and she doesn’t know the exact target Difficulty she needs
to reach, so she spends 3 points on the attempt. She rolls a 4. With
the 3 points from her pool, this gets a final result of 7. With silent
and efficient competence, Altani picks the lock and opens the gate
Sor her fellow Agents.

The TimeWatch setting is generally meant to be action-
packed, not horrific or terrifying, but player resource
management matters. The GM should usually not reveal
exact Difficulty Numbers, but when the information would
be evident to the player the GM should indicate whether
they are easier, harder, or much harder than normal.

“Can I bit bim with a throwing knife from here?”

“Throwing knives work best at Close range. He's on the other
side of the street on a roof, just barely in Near range. It5 possible,
but harder than normal.”

We don’t recommend it other than on a case-by-case basis,
but GMs running GUMSHOE who wish to alleviate any
player uncertainty or nervousness about point spends may
choose to reveal Difficulties. A further discussion of this
recommendation, and times you should flat-out ignore it, are
discussed on p. 219.

The test represents the character’s best chance to succeed.
Once you fail, you’ve done your best and cannot retry unless
you take some other supporting action that would credibly
increase youtr odds of success'. If allowed to do this, you
must spend more pool points than you did on the previous
attempt. If you can’t afford it, you can’t retry.

Dr: Breen has rigged up some improvised explosives with her Tinkering
ability, and intends to use them to sink an anachronistic 20th-century
warship that is playing merry hell with the Battle of Trafalgar. With
the explosives already in place thanks to ber feammates, she attenpts
10 explode them remotely. She gets cocky and spends 2 points from ber
Tinkering pool on this attempt but rolls a 1, totaling 3 — a failure
against the Difficulty Number of 5. The GM decides Dr: Breen will
have one more shot at it before the ship is out of remote detonation range.
Now Dr: Breen must spend at least 3 Tinkering points. Fortunately she
has 4 points left in ber pool. The Agent declares that shes amplifying
the radio signal with ber tether, smacks the remote detonator a few times
(“You have to show technology who’s boss,” she mutters), spends all 4
remaining points and rolls a 6, with a final result of 10. The warship

1 Unless you're using Scuffling, Shooting, or similar abilities in
combat. Shoot at someone and miss, and just as youd expect,
you can shoot at him again on your next turn.



explodes spectacularhy, and TimeWatch heads in to collect survivors and
hide the evidence.

Piggybacking

When characters act in concert to perform a task together, they
designate one to take the lead. That character makes a simple
test, spending any number of his own pool points toward the
task, as usual. All other characters pay just 1 point from their
relevant pools to gain the benefits of the leadet’s action. These
points ate not added to the leadet’s die result. For every character
who is unable to pay this Piggybacking cost, either because he
lacks pool points or does not have the ability at all, the Difficulty
Number of the attempt increases by 2.

Altani, Dr. Breen, Unrrk, and Mace Hunter attempt to infiltrate
Area 51 to determine whether the supposed alien crash landing was
cansed by a time traveler. They disguise themselves to look like soldiers.
Unrrk, with a Disguise of 8, takes the lead. Altani, Dr. Breen, and
Mace have 4, 0, and 2 points left in their Disguise pools, respectively.
Altani and Mace pay 1 point apiece; their pools go down to 3 and 1.
Because Dr. Brreen has no points left to spend, the Difficulty Numtber of
the Disguise test increases from 4 to 6. (If the group left her bebind, it
would be easier to stroll in, but she’s the one with the Science! fnowledge,)
Unrrk spends 4 points on the attempt and rolls a 1. This would have
overcome the Difficulty if it wasn’t for Dr. Breen’s presence. Clearly
something looks wrong as the group passes through the gate, alerting the
guards that they might require further investigation.

In most instances a group cannot logically act in concert.
Two characters with Preparedness test their gear for an item
in sequence rather than checking at the same time. Only one
character can drive a car at a time. Note, however, that a
character with the Keep Up Booster (from a Vehicles rating
of 8 or higher; see p. 52) can allow allies to Piggyback on
their Vehicles rolls during a chase or a time chase.

Cooperation

When two characters Cooperate toward a single goal,
they agree which of them is undertaking the task directly,
and which is assisting. The leader may spend any number
of points from her pool, adding them to the die roll. The
assistant may pay any number of points from his pool. All
but one of these is applied to the die roll.

Dr. Breen and Mace Hunter have had their antochrons stolen
in 1942 Casablanca, and they're trying to repair a badly damaged
old motorcycle so they can escape on it before soldiers arrive to arrest
them. Dr. Breen has 3 points left in her Tinkering pool. Mace
has 2 points. They decide that Dr. Breen is the main mechanic, and
Mace her assistant. Both choose to spend all of their remaining
points on the attempt. Dr. Breen adds 3 points to the die roll.
Mace spends 2 points, but adds only 1 to the die roll. Dr. Breen’s
player rolls a 3, for a result of 7. This beats the Difficulty Number
of 6, allowing them to z00m away on the back of the old bike as
Nazi soldiers sprint towards them.

For a different method of assisting team members, see

Teanmork on p. 66.
CONTINUING CHALLENGES

Some tasks, such as battering down a door or disabling a
complex security system, simply take more time than a single
test represents, whether that test takes a round or a day of
effort. Continuing challenges make sense any time there’s
a task that both logically and dramatically should require
productive, repeated effort. For these continuing challenges,
assign the obstacle a Target Difficulty representing the base
Difficulty of doing it all at once unaided: this will generally
be 8 or higher, often much higher.

Kelfala is alone in the 24th century, and his Adversary just
piloted her space ship into a nebula in an attempt to escape him.
He decides to try and track her. Without any obvious trail to follow,
the GM sets the Target Difficulty of successfully following ber at an
arbitrarily bigh 15.

The Difficulty you set should be predicated on how
difficult you think the task is, or how long you think it should
take. Kicking down a reinforced door would take less than
a minute, while digging your way out of a collapsed tunnel
might take hours. You might assign a Difficulty of 16 to the
door (four successful Difficulty 4 tests) and a Difficulty of
40 to the tunnel (ten successful tests).

The players may take turns, Cooperate on each action, or use
any other means at their disposal in a series of Difficulty 4 tests:
Athletics to batter down a door, or Burglary (if they have the
Hacking Investigative ability) to penetrate a complex security
system, for example. Some tasks may allow more than one ability
to be used. Difficulties may also be higher or lower than 4, as the
GM chooses. Add up the totals for each successful test; when
this running total equals or exceeds the Target Difficulty, the
characters succeed. No points or rolls spent on a failed test add
to the total. As with simple tests, once a test with a particularly
ability is failed, that ability may not be reused unless you take
some action that increases your chance of success.

Kelfala’s Target Difficulty to find his Adversary in the nebula
is 15. With the GM ¥ okay, he decides to use Tinkering to boost
the sensitivity of his ships sensors. He spends O points from bis
Tinkering pool of 3, and rolls a successful 6. That’s a 6 total, and
the GM says be gets a faint result. He thinks be’ on ber trail.

He tries again, spending 1 Tinkering point this time. He rolls
a 2 and fails. This failure adds nothing to his total, which remains
6 out of 15, and he can’t use Tinkering again unless he increases

bis odds.

Annoyed and worried that she might escape, he moves his ship
into the nebula to improve his chance of success. The GM lets him
add this Vebicles test to bis total. He spends 2 Vebicles and rolls
a 3, so his Vebicles test is a successful 5 and his total is now 11.

Now in a better sensor position, Kelfala spends bis last 2 points
of Tinkering and rolls a 5; 7 + 11 is 18, more than enough to
succeed. Kelfalas ont of Tinkering points, but he knows where in
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the nebula her ship is hiding. He dons a space suit, fires up his
autochron and clocks back 20 minntes to her ship’s hidden location.
She’s going to get a very big surprise when she finds out Kelfala
is both chasing her and already there waiting for her at the same
time. ..

Some tasks are just impossible no matter how many tests
you make: tearing open a vault door barehanded, for example.

PLAYER-FACING CONTESTS

Player-facing contests work exactly the same as simple tests: you
roll against a Difficulty, and spend ability pool points to add to
your die roll. The one difference: there are no “retries” against
active opposition. If you fail, you either suffer the consequences
immediately or kick the contest up to a full contest as your
enemy gets a chance to counter your failed action.

It’s called a “player facing” contest because the GM
doesn’t roll. To see if an Agent surprises an antagonist, the
player makes an Unobtrusiveness test. To see if an Agent
is surprised, the player also makes an Unobtrusiveness test,
since you spot something hidden with the General ability
that was used to hide it. The player character’s fate — the die
roll and any spent points — is entirely in the player’s hands.
The Difficulty in a player-facing contest is usually 4, unless
the GM shifts it up or down. Often, this shift appears in her
notes as either an Alertness Modifier or a Stealth Modifier.
These modify the player character’s Difficulty in the contest.

Alertness Modifier

An antagonist’s Alertness Modifier represents their ability
to sense your activities, whether through standard senses
like sight and hearing, or exotic ones like radar or telepathy.
When you try to sneak past your antagonist, their Alertness
Modifier is applied to your base Difficulty (usually 4) of your
Unobtrusiveness test.

The ability used might vary from Unobtrusiveness. For
instance, try to surreptitiously pilot a stolen shuttlecraft into
an Adversary’s massive space station, and their Alertness
Modifier might apply to your Vehicles test.

Alertness Modifiers also apply to Unobtrusiveness tests
when you’re trying to observe the antagonist without being
observed in turn, when they’re trying to do the same to you,
or when you’re using Burglary to enter a building without
alerting the guards. The GM might also apply an Alertness
Modifier to tests of Burglary, Disguise, or any other activity
you covertly attempt under potential observation.

Spending an Investigative point of Notice typically gives a
brief +3 boost to an Alertness Modifier.

The Alertness Modifier reflects all of the antagonist’s
sensing capabilities: natural, psychic, and technological. A
drug-addled guard or a sleeping alien entity might have a
negative Alertness Modifier, making your Difficulty lower
and your contest easier.

The guard dog has a +3 Alertness Modifier due to keen hearing
and a beightened sense of smell. Altani’s Unobtrusiveness Difficulty
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to sneak across the guard compound rises from 4 to 7. There’s also
a guard, but he’s asleep and bas an Alertness Modifier of —1; the
Unobtrusiveness Difficulty to sneak past him is only 3.

Stealth Modifier

An antagonist with a positive Stealth Modifier is significantly
harder to spot with Unobtrusiveness, and an antagonist with
a negative Stealth Modifier is easier to spot; the modifier alters
the Difficulty Number for that or similar tests. In keeping
with  GUMSHOE’s player-facing approach, the Stealth
Modifier appears in lieu of an antagonist’s Unobtrusiveness.
Instead of rolling Unobtrusiveness for an antagonist, have
an observing player character make an Unobtrusiveness test
against a Difficulty of 4, adjusted by the Stealth Modifier.

The Stealth Modifier might also apply to Burglary tests
made to steal or hide things, and conversely, Burglary tests
made to notice that something has been stolen or hidden.
Spending 1 point of the Investigative ability Spying is a
common way to temporarily gain a +3 Stealth Modifier.

Impersonator mesh (see p. 111) is standard issue equipment
that grants a +3 Stealth Modifier for Agents who have not
otherwise attracted attention.

Altanis impersonator mesh gives her a +3 Stealth Modifier
until she attracts attention to herself, so she gains +3 on ber
Unobtrusiveness test to be stealthy. Overconfident, she spends no
points and rolls a 1 on her Unobtrusiveness test, so the gnard dog
with its Alertness Modifier of +3 notices her regardless. The dog
bas a +1 Stealth Modifier becanse it has been trained to attack
silently; the Difficulty of Altani’s Unobtrusiveness test to notice the
stealthily approaching dog rises from 4 to 5.

FULL CONTESTS

Full contests occur when two characters actively attempt
to thwart one another. Often, this is one or more player
characters and one or more antagonists controlled by the GM.

In a full contest, each character acts in turn. Going first
is usually a disadvantage because the first person to fail a
roll of the contested ability loses the full contest. The GM
decides who acts first. In a chase, the character who bolts
from the scene acts first. Where the characters seem to be
acting at the same time, the one with the lowest razing in the
relevant ability acts first. In the event of a tie, antagonists act
before player characters. In the event of a tie between player
characters, the player who arrived last for the current session
goes first in the contest; that’ll teach ’em to be on time.

The first character to act makes a test of the ability in question.
If he fails, he loses the full contest, almost before it even started.

I 13th-century Nottinghamshire, the TimeW atch Agent Altani
challenges a local outlaw nicknamed Rabunhod to an archery match
in exchange for aid. Altani goes first, foolishly spending only 2
points of Shooting and rolling a 1 — thus failing to reach the
Shooting Difficulty of 4. The outlaw wins.



If the first character succeeds, the second character then
makes a test. This continues until one character loses, at
which point the other one wins.

Typically each character attempts to beat a Difficulty Number
of 4. A notable advantage or disadvantage can lower the
Difficulty to 3 or raise it to 5 for one or both of the characters.

CHASES

Although contests can resolve various physical matchups, in
TimeWatch the most common full contests are the chase and
the time chase, in which the investigators run away from
a Mongol horde or chase a time traveling saboteur through
multiple eras of history. The chase rules are a variant of the
full contest rules.

Chases occur when one character is trying to catch up to
another character.

The Piggybacking rules can always be used during a chase
when a character with a rating of 8+ in Vehicles is using the
Keep Up Booster. If none of the characters have the Keep
Up Booster, it’s rare for a chase to involve the Piggybacking
rules unless the characters have an explanation for how
they’re helping one another and staying together. When
Piggybacking in a chase scene and one side has a member
whose pool has fallen to 0, that side can choose to leave
that person behind (if the pursuers) or abandon him to be
captured (if the quarry) instead of increasing the Difficulty
Number by 2 as normal.

Dr. Breen, Altani, and Mace Hunter are canoeing frantically
down the Amazon, being pursued by several war canoes of Shuar
headbunters. All three Agents are in one canve and can paddle,
s0 they are using the Piggyback rules. Since none of them have a
Vebicles rating of 8+, they don't get the benefit of the Keep Up
Booster (see p. 52).

As they negotiate a set of rapids, Dr. Breens Vebicles pool drops
to 0. This raises the Difficulty of any subsequent 1 ehicles tests by
2. “We conld drop ber overboard,” suggests Altani, who is not Dr.
Breen’s biggest fan. “She’s just weighing down the canoe.” Mace
denurs, telling Dr. Breen to fire on their pursuers instead, and he
and Altani continue to paddle.

Where the odds of success are skewed in favor of one
contestant, the GM may assign different Difficulties to
each. A character with a significant advantage gets a lower
Difficulty Number. A character facing a major handicap
faces a higher Difficulty Number. When in doubt, the GM
assigns the lower number to the advantaged participant.

Running through a Jurassic swamp, Unrrk finds it harder to
move quickly than the carnivorous dinosanr pursuing him. In this
case he might face a Difficulty Number of 4, while the dinosaur gets
the lower Difficulty of 3.

It’s much easier to consistently win chases if one Agent
spends an appropriate Investigative point at the beginning

of the chase to give his side a lasting advantage for the scene,
thus dropping the Agents’ Difficulty Number or raising the
Difficulty Number of their antagonist.

Unrrk spends 2 points of Ountdoor Survival: one to reduce
his Difficulty when navigating the swamp, and one to mafke the
dinosanr’s chase more difficult. He finds firmer ground that gives
him better manenverability, all while maneuvering the dinosanr
into a deeper section of the swamp. Unrrk’s Difficulty Number
is lowered to 3, while the dinosanr’s is raised to 4 for the rest of
the chase.

Throughout the contest, GM and players should collaborate
to add flavor to each result, explaining what the characters
did to remain in the contest. That way, instead of dropping
out of the narration to engage in an arithmetical recitation,
you keep the fictional world verbally alive. Characters who
are not using all their time operating the vehicle can take
other actions that may affect success, such as attacking the
other competitors in the chase.

Simple Chase Rules

Simple chases ate best when you want to jump ahead in the
action to the confrontation or escape, and the actual chase is
not the focus of the action.

Simple chases use the Full Contest rules above; characters
roll Athletics or Vehicles tests, and any character who fails
a roll is out of the chase. If a quarry fails, pursuers catch
up with him and he typically must surrender or fight. If a
pursuer fails, he may not continue the chase. The chase ends
when all pursuers have dropped out of the chase, or when all
quarries have been caught up with.

During a simple chase, attempting any non-chase action
(such as Shooting, trying to hide with Unobtrusiveness, and
so on) raises the Difficulty for both that non-chase action
and the chase action by +2. The GM adjudicates any unusual
actions you try.

Vidbvansaka and Altani are on foot, chasing a flecing sophosaur
through the gardens of ancient Babylon. Normally they must each
successfully make a Difficulty 4 Athletics test to stay in the chase.
Vidhvansaka focuses on the chase, setting her Athletics Difficulty at
4 as per normal. Altani prefers a more lethal approach and shoots
at the sophosanr as she runs; the Difficulty of her Shooting test rises
by +2, matking the raptor’s Hit Threshold 6 instead of 4, and
Altani’s Athletics test to stay in the race also rises from Difficulty 4
to 6. The players narrate this, Vidbvansaka describing her focused
pursuit and Alfani describing how she shoots wildly while sprinting
to catch up.

On his turn the sophosanr also has to make an Athletics (or
Tempus, if be doesn’t have Athletics) test to avoid being canght.
While running e uses bis Scujfling to tip over carts and obstacles
in bis pursuers’ path, so the Difficulty of succeeding at both actions
rises from 4 to 6. The GM decides that a success raises the Difficulty
of all pursuers’ next Athletics chase test by an additional point.
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Advanced Chase Rules

Whether you’re chasing an Adversary across the rooftops
of ancient Constantinople, piloting a spaceship through a
nebula hot on the heels of a time traveling serial killer, or
being chased by three angry sophosaurs across a Jurassic
grassland, there will be times when you want a more detailed
chase than the simple “first failed roll loses.”” The GM
should use these only for major set-piece encounters, and
come up with plenty of environmental obstacles, explosions,
and thrills ahead of time. Advanced chases work best when
both sides are Piggybacking or are in vehicles that keep each
group together. For chases where members of each side can
become widely separated, use simple chase rules instead.

The core of the advanced chase is the same as the full
contest: an aggressor (the pursuer in a chase) and a defender
(the quarry in a chase) repeatedly test a chase ability (usually
Athletics or Vehicles) against a Difficulty Number (usually
4). The pool of points in the chase ability is called the chase
pool. As in any other test or contest, the participants may
spend points from their chase pool to influence the chase
ability die roll.

There are two major differences between an advanced
chase and a full contest:

» The pursuer and the quarry reveal their spends
simultaneously, then roll.

» The results are applied to the Lead; individual successes or
failures do not necessarily end the chase.

Simultaneous Reveal

Both the pursuer and the quarry select and record their
spends, if any, in secret and then reveal them simultaneously.
You can use notes on pieces of paper, poker chips, coins,
pips on a die, or any other agreeable method of tecording
a spend. Once the spends are revealed, the quarry rolls first
and adds his spend; the pursuer then rolls and adds hers.

The Lead

The Lead is the distance between the pursuer and the quarry.
The goal of the pursuer is to reduce the Lead to Point-
Blank; the goal of the quarry is to increase the Lead to Very
Long. These increments use the Combat Range rules on
p. 78: Point-Blank, Near, Close, Long, and Very Long.
These distances are abstract, however; a Very Long Lead
in a footrace is very different than a Very Long Lead in a
spaceship chase or zeppelin pursuit. In some cases, the GM
may reduce or increase these goals: in King Minos’ labyrinth

in Crete, a quarry may only need to open up a Lead of Close
to escape; if the pursuers have air cover such as a helicopter
spotting for them, the GM might establish that the quarry
must exceed Very Long in order to escape.

Beginning Lead

The GM determines the distance of the beginning Lead
based on circumstances; if it is not clear, the Lead begins
at Near (halfway to the quarry’s goal). The GM can keep
track of the Lead on a piece of paper with the following
chart, putting one or more markers (one for each separate
quarry) in the pursuer’s current range from each quarry. If
the pursuers split into two or more groups, use a separate
chart for each group.

Changing the Lead

The result of the two ability rolls (quarry and pursuer) alters
the Lead as follows:

Each side spends points and adds a d6, then subtracts the
Difficulty Number for their side from the result. The side
with the higher margin can move the Lead by 1. Ties go to
the quarry.

As in a full contest, the players and GM should improvise
and narrate the specific event that shaped the chase: “I run
through the square, disturbing a huge flock of pigeons that
fly in my pursuers’ faces, slowing them down,” or “No one’s
looking? I use my autochron to teleport a block ahead of
them, 30 seconds ago. Hopefully they’ll still go that way,”
or “I'm spending 1 point of Paradox Prevention to later go
back in time, steal a garbage truck, and make sure it’s stalled
at the end of the street they’re headed down.” The GM may
choose to assign modifiers to both sides’ rolls based on such
narration, giving imaginative and creative descriptions a
mechanical advantage in the chase.

The End of the Chase

If the Lead reaches Point-Blank or below, the pursuer has
won. The quarry cannot run anymore; he may have crashed
or fallen, run out of fuel, or simply been blocked by a vehicle
or a cul-de-sac. If the quarry does not wish to surrender, a
combat likely begins.

The pursuer gets the choice of whether to go first in any
ensuing combat.

If the Lead reaches Very Long (or whatever goal the GM
has set) or higher, the quarry has won. The pursuers have lost
the quarry; he cannot be found for the remainder of the scene
unless he draws renewed attention to himself somehow.

Lead Chart

Point-Blank

Quarry is...

To the Pursuer

Very Long
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The quarry also wins if all of the pursuers have crashed,
fallen, or otherwise been taken out of the chase.

Attacking During Chases

Passengers in (or unruly strangers climbing onto) a vehicle
involved in a chase use their combat abilities at +1 to the
target’s Hit Threshold; it’s tricky to shoot someone while
leaning out the window of a speeding automobile. Remember,
someone in an enclosed vehicle also likely has the equivalent
of full cover (see p. 82), so it can be challenging to successfully
shoot someone in the car you're following,

Jumping from vehicle to vehicle requires a Lead of Near
and an Athletics test of Difficulty 5. You can’t use Scuffling
between vehicles or quarries during a chase; if you could,
you'd be at Point-Blank range and it wouldn’t be a chase.
You can use Shooting, however. The actual pursuers and
quarries in a chase — people driving vehicles or running full
out — can attack with Shooting, firing “Parthian shots” over
their shoulder or shooting PaciFists down range, but it’s far
from easy to do so accurately. Attempting to do so raises
the Difficulty of both the chase action (usually Athletics or
Vehicles) and the non-chase action (usually, but not limited
to, Shooting) by +2 for the turn.

The non-chase action doesn’t need to be an attack. It
could be Unobtrusiveness (ducking into an alley and trying
to hide), Scuffling (kicking over obstacles to slow pursuers),
Burglary (getting behind a locked door), or other actions.
Regardless, attempting a non-chase action raises chase and
non-chase Difficulties by +2, and the GM gets to adjudicate
the results of successful non-chase actions.

Some specifically designed vehicles, such as spy cars,
military aircraft, and armed spaceships have built-in weapons
for the pilot. Firing such weapons reduces or removes the
extra 2-point penalties, at the GM’s discretion.

Shooting out tires, tail rotors, or other vulnerable parts of
a vehicle requires a called shot (usually at +3 to the target’s
Hit Threshold; see p. 85) in addition to normal penalties. The
GM determines the specific effects of shots at potentially
critical parts of a vehicle.

Kelfala is on his motorcycle, chasing an  influenza-infected
bioterrorist in a sports car. The Lead is Close. Kelfala wishes to
shoot the quarry through the rear window, raising the Difficulty

\

Time chases span history, but one rule applies: keep moving.

Jor both bis chase action and bis attack action. The quarrys
Hit Threshold is 4, plus 1 for full cover, plus 2 because Kelfala
is driving, for a total of 7. The Difficulty Number for Kelfala’s
Vebicles test that turn rises from 4 to 6. Its hard to shoot and drive
at the same time.

Mace Hunter is sitting in Kelfala’s sidecar (and is annoyed about
it), and also wishes to shoot at the quarry on bis turn. He's a
passenger in the chase, so for Mace the gunarry’s Hit Threshold is 4,
plus 1 for full cover, plus 1 becanse Mace is a passenger, totaling 6.

Investigative points can be spent to help make a difficult shot.
Kelfala’s player asks, “Tve spent a lot of time practicing with both
vehicles and firearms. Can I spend 1 point of Military Tactics to get
3 exctra Shooting points?” The GM agrees. If Kelfala also convinced
the GM that be had nsed Flashback 7o acquire a _futuristic cycle
with built-in weapons (and successfully rolled Preparedness to seal
the deal), he wonldn’t need to spend the Investigative point.

Kelfala decides to matke bis shot connt, and aims for a rear tire
instead of the plagne-ridden quarry. The tire bas a Hit Threshold of
4, plus 2 because Kelfala is driving, plus 3 for a called shot, for a total
of 9. Kelfala spends 6 points of Shooting, rolls a 3, and succeeds. The
GM decides the damage shreds the tire, so the fleeing terrorist needs to
immediately mafke a Vehicles test at Difficulty 4 or crash. Even if he
succeeds, the GM decides he'll be at a —2 Vebicles penalty for the rest of
the chase. Kelfala and Mace are going to cateh np.
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Crashes and Falls

Even without neural distuptors taking out your chatiot’s
horse, there are lots of ways to get hurt in a chase scene.

See p. 98 for details on crashes and falls. Dramatically, a
crash or fall ends your chase scene unless the victim is able
to clock out barely in time or escape the vehicle on foot.
A fall from a great height, or a crash at high speed, may
well seriously wound or kill the victim. (If an Agent or an
Adversary, probably seriously wound; if a Mook, Opponent,
ot supporting character, probably kill).

Time Chases

If you have a time machine, sooner or later you’te going to
want to chase another time traveler through history. That’s
just the way the world works. In TimeWatch you need to put
physical distance between yourself and your pursuers to time
travel without being easily tracked ot followed. A quarry
that reaches Very Long range from his pursuers has won the
time chase and is able to escape through time. A quarry that
time travels closer than Very Long range can be followed by
anyone with a time machine.

Time chases are handled with the advanced chase rules
above, except the nature of the chase changes fundamentally
every one to three rounds or more. When in a time chase,
pursuers and quarries are dropped into ongoing races and
chases that already exist in time, and each side may have
several rounds to catch up or take tactical actions before
jumping through time again.

Some antagonists may have methods to be particulatly
efficient in a time chase, whether as pursuer or quarry. This
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aid may be instinctive (for some alien species who don’t use
mechanical means of time traveling) or mechanical. Don’t be
surprised when the rare Adversary disappears without a trace
or tracks you unerringly.

Travel Tests

Unless they have the Grounded Booster from a high Reality
Anchor ability, all pursuers and quarries must make Travel
tests every time they time travel or teleport during a chase.
As usual, Agents may toss in a Stitch in lieu of making a
Travel test.

The Start of the Chase

If someone clocks out within Long combat range of you
and you have your autochron handy, you can automatically
follow them to their next destination in time. To do this you
must depart within the next two rounds; you can spend 1
point of Timecraft to extend this deadline by one round. You
automatically arrive in the vicinity of the quarry, the same
distance from them that you were when they departed, but
with no advance warning of where and when that location is.

Dr. Breen has just acted in the initiative order, and her psi-raptor
enemy uses a time machine 1o clock out and escape. Blast! On her
turn in the next round, Dr. Breen activates ber own autochron in
“Sollow” mode. As usnal, the antochron spends the round warming
up and establishing ifs chronal field. Dr. Breen clocks out on her
initiative in the second following round, antomatically following the
chronal trail the sophosaur left bebind. She arrives instants after ber
enemy, at the same distance away from him that she was before she
clocked out.
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Starting a time chase immediately is important. Should you
let someone get away and then later decide to time travel back
and follow them in a time chase from the instant they escaped,
the chronal disruption caused by returning to the scene makes
the chase much more difficult. The pursuer’s default Difficulty
for all actions is raised from 4 to 6 for the duration of the chase.

At the GM’s discretion, not all time machines have tracking
circuitry built in that let one time machine automatically
follow another. It may be more difficult for people using
less advanced time machines to pursue during time chases;
such pursuers must make Vehicles tests or spend a Timecraft
point just to successfully follow a quarry. This is in addition
to any Vehicles rolls needed for an advanced chase.

During the Chase

The GM tells you where you start the chase from and where
you clock in — on a Roman chariot, riding across a wasteland
on a horse being pursued by tanks, in swooping helicopters
over a jungle — and an advanced chase proceeds as normal.

One to three rounds after clocking in, the quarry’s time
machine recharges. The GM may roll this recharge timer
secretly or let the player roll it publicly, as she prefers. From
this point forward the quarry has the option of making a
Travel test and clocking out to a new location. The pursuers
automatically follow unless they choose not to, and the chase
continues. If the quarry clocks out after having reached Very
Long range, he cannot be further tracked.

When the quarry makes a new time jump during the chase,
including the first round, he gets a +1 bonus on his chase-
related Vehicles roll. The pursuer does not get this bonus,
which is a mechanical encouragement for the quarry to keep
the time chase moving through time as well as space. The
quarry does not get this Vehicles chase bonus on rounds
when he does not time travel.

Combat can occur during the race, and uses the standard
rules for Attacking During Chases above. It’'s not usually
possible to attack while actively time traveling, but your GM
may choose to make an exception.

It’s common for time chases to start in individual time
machines, move to large communal vehicles like the deck of
a ship or a speeding car, and then return to individual vehicles
such as motorcycles or horses during the next time jump. A
character with a Vehicles rating of 8+ can use Piggybacking
rules in a chase or time chase, even when their side is on
individual vehicles.

Ending a Time Chase

Time chases follow the same rules as advanced chases.
Closing to Point-Blank range during a time chase means that
the quarry can no longer try to escape via time machine or
vehicle, and either surrenders or starts a fight. Escaping past
Long range means that the quarry has cleanly escaped to an
unknown location and time.

FIGHTING

Fights are slightly more complicated contests involving any
of the following abilities:

» Scuffling vs. Scuffling: the characters are fighting with fists or
non-ranged weapons at Point-Blank and Close range.

» Shooting vs. Shooting: the characters are at Close range
or farther and are trying to hit each other with ranged
weapons.

» Shooting vs. Scuffling: the characters are at Point-Blank
range, but only one is using a ranged weapon (which, as
detailed below, may turn out badly for the shooter).
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ORDER OF COMBAT

Combat begins in the following order.
1. Determine range
2. Determine surprise
3. Determine initiative
4. Fight!
Combat then continues, with combatants on both sides

moving and fighting, until all combatants on one side have
fallen, surrendered or fled.

1]
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COMBAT RANGE

If you’re trying to prevent the childhood assassination of
the Buddha, you probably have bigger things to worry about
than your exact distance in meters from the would-be sniper.
To keep combat fast and simple in TimeWatch, we use just five
ranges. You can move as part of your combat action each
round, changing ranges by one category (unless you're trying
to move between Very Long and Long range, which takes
two or more rounds) or moving within a range category.

Point-Blank: You are literally face-to-face with your foe,
within easy arm’s reach. All brawls, knife fights, and scuffles
occur at this range.

» At Point-Blank range, all firearms do an additional +2
points of damage, and all shotguns are considered heavy
firearms, with an additional Damage Modifier of +1 (for
+3 total).

» Beam weapons never gain a damage bonus for Point-
Blank range.

Moving from Close range to Point-Blank range against
someone with a drawn and ready ranged weapon is risky;
your foe with the ranged weapon gets an immediate free
attack on you. This bonus attack occurs outside of normal
initiative order, does normal damage for Point-Blank range,
and your enemy spends Shooting points as per normal.

At the GM’s discretion, distracted shooters may not gain
this bonus attack. If your foe has a pistol, but it is not well in
hand and ready to fire, you may close to Point-Blank range
without danger. If he has a gun well in hand but is unaware
of your presence, you may safely close to Point-Blank range
by succeeding at an Unobtrusiveness test.

Once youre there in Point-Blank range, he’s at a
disadvantage to fire a ranged weapon. If the shooter rolls a
natural 1 on his Shooting test die roll, he has shot himself or
an ally instead of his intended target.

Close: You are in the same room with your foe, or within
no more than 10 meters or so. A swordfight or a karate
match might happen at this range, with plenty of bounding
off or smashing through the furniture, but no farther.

» Moving from Close range to Point-Blank range against
someone with a drawn and ready ranged weapon is
dangerous; see Point-Blank range above.

» At Close range, all shotguns do an additional +1 point of
damage.

» This is the farthest you can throw any difficult-to-throw
object (such as a barrel).

» This is the farthest that you can shoot someone with a
PaciFiist unless the weapon has been hacked with the
Tinkering ability (see p. 50).

Near: You can see your foe distinctly, perhaps across a
large ballroom or down the street, no more than 30 or 40
meters away.

» This is the farthest range at which you can easily
and accurately hit a target with a shotgun, pistol,
or submachine gun. (Targeting someone at Long
range with these weapons raises the target’s Hit
Threshold by +2. See below for methods of reducing
this range penalty.)

» This is the farthest range at which you can hit a target
with a neural disruptor or beam pistol unless you make a
Tinkering test to overcharge the beam’s range (see p. 50).

» This is the farthest you can throw any easily thrown object
(such as a grenade, a spear, a stick of dynamite, or a rock).
If throwing at a small target, the GM may raise the target’s
Hit Threshold by +2.

» This is the shortest distance you can aim a siege engine.

Long: Your foe is within 100 meters. Opponents farther
away cannot be easily targeted, and are generally out of the
combat unless taking distance penalties or using specialized
ranged weapons.

» This is the farthest you can easily and accurately hit a
target with a crossbow or longbow. (Targeting someone
up to 200 meters with these weapons raises the target’s Hit
Threshold by +2.)

» This is the farthest you can easily and accurately hit a target with
a rifle, assault rifle, or beam rifle. (Targeting someone up to 200
meters with these weapons raises the target’s Hit Threshold by
+2. Targeting someone up to 500 meters with these weapons
raises the target’s Hit Threshold by +4.)

» A bipod and scope each reduce range penalties by 1 each;
a laser sight reduces range penalties by 2. These penalty
reductions are cumulative for a fully equipped weapon.

Very Long: Your foe is within 500 meters. Only specialized
weapons such as sniper rifles can target foes at this range.
Most foes are considered out of the combat unless someone
is using a weapon with sufficient range.

» Making a successful Tinkering test (see p. 50) can overcharge
a beam rifle for one shot, extending its range to Very Long.

> Sniper rifles really get their own category; even in the
early 21st century, trained snipers have killed targets
nearly 2.5 kilometers away. GMs are encouraged to add
ad hoc penalties for distance, which in some cases can be
countered by superb training and exceptional equipment.

Altanis TimeWatch team decides that she should snipe their
target instead of engaging with him at Close range. She sets up on
a high vantage point two kilometers away. The GM is skeptical,
but decides on an extreme distance penalty of +20 to the target’s
Hit Threshold, mafking the total Hit Threshold 23 — virtually
impossible under normal circumstances.

Altani spends all 8 of her Shooting points for +8 to hit, as well

as 1 point of Military Tactics to give berself another +3 on the roll.
She also spends 1 point of Outdoor Survival to reliably predict the



windage (reducing the distance penalty by 3 from 20 to 17), has a
Sfull set of bipod, scope, and laser sight (reducing penalties by 4 from
17 10 13), and uses Preparedness to acquire a futuristic sniper rifle
(reducing distance penalties by another ad hoc 4, reducing the penalty
Sfrom 13 10 9). She’s now +11 on ber die roll, and the unsuspecting
target’s Hit Threshold is effectively 12. Splat.

Youl] notice how Altani’s player is improving her results by
[inding inventive, plansible benefits for her spent Investigative points.
GMs and players don't need to go through all this work every time
someone wants to snipe an enenry from Very Long range, but its
good to know how its done.

SURPRISE

When surprised, you suffer a +2 increase to all General ability
Difficulties for any immediately subsequent action. In a fight,
these penalties pertain only to the first round of combat.

You are surprised when you suddenly find yourself in a
dangerous situation. Avoid being surprised with a successful
Unobtrusiveness test to notice the hidden ambush. The basic
Difficulty is 4, adjusted by the foe’s Stealth Modifier. The +3
bonus from impersonator mesh never applies on this test.

Unless there are special circumstances as dictated by the
GM, you can completely avoid being surprised by spending a
Notice point from your Investigative abilities. If there are special
circumstances, such as your enemy having a Stealth Modifier of
+4 or higher, spending a Notice point still gives you a +3 Alertness
Modifier on your Unobtrusiveness roll to spot the ambush.

You surprise antagonists by sneaking up on them with a
successful Unobtrusiveness test. The basic Difficulty is 4,
adjusted by the foe’s Alertness Modifier (see p. 72). The +3
bonus from impersonator mesh can apply to this roll, so long
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as you have not drawn any attention to yourself and your foe
has not noticed you at all. That gives Agents an advantage
in ambushes. You can also spend 1 point of Spying, which
gives you a +3 Stealth Modifier on this roll.

Skegg the sophosaur attempts to sneak up on an Adversary, but
she isn't wearing her impersonator mesh. Correctly suspecting that
ber enemy has a high Alertness Modifier, Skegg spends 1 point
of Spying. She spends 3 points of Unobtrusiveness, adds the +3
Stealth Modifier from the Spying spend, and rolls a 2. Her total is
8. This beats the Difficulty of 7 (a normal Difficulty 4 plus the foe’s
+3 Alertness Modifier), and so Skegg succeeds in surprising ber foe.

Later, an incredibly stealthy Adversary is trying to sneak up on
Skegg. Normally Skegg could just spend 1 point of Notice and not be
surprised, but the GM won't allow it. Instead, Skegg spends 3 points of
Unobtrusiveness, spends 1 point of Notice for a +3 Alertness Modjfier,
and rolls a 1. This totals 7, but the Difficulty is 8 (a default 4 plus the

foel high Stealth Modifier of ~+4). Skegg never bears her foe closing in. ..

INITIATIVE

The time it takes to go through the ranking order once, with
each character taking an action, is called a round. When one
round ends, another begins. Each character and antagonist (or
group of antagonists, if several bad guys act at the same time
for simplicity’s sake) gets to take a turn during each round.

The GM determines which character or antagonist goes
first in the first round. Usually it’s the individual who initiates
some action or attempts to throw the first blow, but not always;
some individuals may be able to anticipate attacks. One player
character (usually the first one to mention it) can also spend
a Notice point from their Investigative ability to go first. Any
character who is surprised suffers a +2 increase to all General
ability Difficulties during the first round of combat.

The player that the GM has chosen to go first gets to have
their character act in combat. One of the first things a player
does when starting their turn is to pick and announce the nex?
character to go; it doesn’t have to be announced instantly, but
sooner is better than the end of the round, because this gives
the next character’s player some time to think about their
actions. It can be any character, either player or supporting,
friend or foe, so long as that character hasn’t yet had a turn
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in the current round. When an antagonist takes a turn, the
GM announces which character goes next.

Once the next player is announced, a chatracter can take
combat actions such as moving and attacking,

After the current character concludes their turn, the
already-announced next player takes their turn, once again
starting by announcing which character will go next in
combat. Then the current player takes their turn, the next-
announced player begins, and so on until every character
in the fight has taken a turn. This includes antagonists
controlled by the GM.

Once everyone has acted, the last player to act in the
round gets to choose who goes first in the second round
— which can be themselves once again. This pattern then
continues, with every player in turn picking the person to
follow them, and every character getting to act once each
turn. Unnamed antagonists often act as a group, and named
antagonists often act on their own.

Raina’s character Dr. Breen is selected by the GM 1o start off
combat against a rampaging Tyrannosaurus rex. The first thing
Raina does is annonnce that Alex’s character Mace Hunter will
o nexct. She then takes her combat action, moving to full cover and
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rolling a Tinkering test to assemble an impromptu explosive. This
ends ber turn, so Alex goes. He begins by annonncing that the 'T.
rex will go after be does. Then he annonnces that he wants to protect
Dr. Breen, so Mace Hunter will spend 1 point of Taunt to get the
dinosanr’s full attention, just before he shoots it with his elephant gun
at Point-Blank range. This attack ends Mace Hunter’s turn, and
its the GM turn. Since the dinosanr is the last combatant in the
round, she announces that the T. rex is also going to go first in the
second ronnd. Things aren’t going to look good for Mace Hunter,
elephant gun or not. ...

There’s some interesting strategy involved in this. If the
TimeWatch Agents think they can drop all of their foes in
one round, they have an incentive to have the entire team act
before the foes. If they do this and are wrong, however, the
foes will be able to act twice in a row (at the end of the first
round and the beginning of the second round).

This initiative system fits TzmeWatch for a few reasons. It’s
simple, only needing to track who has and hasn’t gone yetin a
round; it’s strategic, requiring some interesting choices every
round while giving the next player some time to prepare each
round; and it gives players agency, allowing them to directly
affect combat. Mostly, though? Your player characters are
incredibly competent, kick-ass time travelers, and we like
the idea that in some small way their time traveling expertise
allows them to control the order of actions in a fight.

HOW FIGHTING WORKS

Each round, during his or her turn, each character gains
an action that includes a move. Where multiple antagonists
on the same initiative attack a single character, the GM
determines their order of action in whatever manner she
finds convenient — usually the order in which she’s tracking
them in her rough notes.

Some antagonists may strike more than once per round,
usually on the same initiative count. They make each
attack in succession and may divide them up between
foes within range or concentrate all of them on a single
enemy. The GM orders these attacks in whatever order she
finds convenient.

When called upon to act, each character may strike at any
foe within range of his weapons. They may also move up
to one range, running towards a fight from Near to Close
range, for instance, or backing away from Point-Blank to
Close range. (Moving between Long and Very Long range is
two or more moves.) They may end their round behind full
cover (raising their Hit Threshold against ranged attacks by
+1) or out in the wide open (lowering their Hit Threshold
against ranged attacks by —1).

Creatures may choose to use their actions to deal
additional damage to downed or helpless foes rather than
engage active foes. They automatically deal one instance of
damage per action to an unconscious foe, no Shooting or
Scuffling test required. It’s considered murderous to engage
in this behavior, but it can be particularly useful against
certain nonhuman and rapidly healing foes.
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The fight continues until one side capitulates or flees or all of
its members are unconscious or otherwise unable to continue.

Dr. Breen is farther away from a foe than she wishes to be. On
ber turn she closes from Long range to Near range and fires her
Mark II Demogrifier, a beam weapon of ber own invention. Next
round she will close from Near range to Close range and use her
PaciFist, unless her foe closes with her first or runs farther away
on its turn.

HIT THRESHOLDS

Each character has a Hit Threshold of either 3 (the standard
value) or 4 (if the character’s Athletics rating is 8 or more). The
Hit Threshold is the Difficulty Number the character’s foe
must match or beat to harm him. Less competent antagonists
may have lower Hit Thresholds, and Hit Thresholds are
affected by cover. Nonhumans may have Hit Thresholds of 4
or higher, regardless of their Athletics ratings.

Cover

In a typical gunfight, combatants dodge, duck, and seek
cover, hiding behind furniture or other barriers, exposing
themselves only for the few seconds it takes them to pop
up and fire a round at their targets. The GUMSHOE rules
recognize three cover conditions:

Exposed: No barrier stands between you and the
combatant firing at you, and you have no opportunity to
dodge or evade an incoming attack. This is a relatively rare
situation for TimeWatch Agents unless they are surprised.
If the GM looks at you and thinks “sitting duck!” you’re
exposed. Your Hit Threshold decreases by 1.

Partial Cover: The default assumption. About half of
your body is exposed to fire or you have room to maneuver
in combat. Your Hit Threshold remains unchanged. It’s
assumed that combatants are seeking partial cover by default,
ducking and covering to keep from being fully exposed.

Full Cover: Except when you pop up to fire a round, the
barrier largely protects you from incoming fire. Your Hit
Threshold increases by +1. At the GM’ discretion, heavy
barriers such as walls may make you impossible to target with
some weapons as long as you stay fully hidden.

Evasive Maneuvers

You may briefly raise your Hit Threshold by fighting
defensively, sacrificing your accuracy in exchange for
becoming more difficult to hit. Announce that you’re going
Evasive at the beginning of your action for the round; doing
so does not cost an action itself. You can’t begin Evasive
Maneuvers on someone else’s turn.

For every 2 Athletics points you spend, your Hit Threshold
increases by 1, for a maximum increase of 3. When you try to
hit anyone else, their Hit Thresholds against you increase by
2 for every 1 point your Hit Threshold increased. The effects
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last until the beginning of your next action, at which point
you can renew them (provided you can afford the cost).

Skegg is trying to close on a killer cyborg from the far futnre.
She starts Evasive Manenvers at the start of ber turn, spending 6
Athletics points to boost her Hit Threshold from 4 to 7. She then
charges the cyborg at top speed. The cyborg gets a free shot with its
beam rifle as Skegg closes into Point-Blank range, but misses. ..
and now finds itself in close-quarters combat with a very angry
sophosanr. At the start of Skeggs next turn, Skeggs +3 bonus
to Hit Threshold and —6 penalty to hit the cyborg both disappear.

DEALING DAMAGE

When you roll equal to or higher than your foe’s Hit
Threshold, you may deal damage to him. To do so, you
make a damage roll, rolling a die, which is then modified
according to the relative lethality of your weapon, as per
the following table:

Weapon Type (see p. 117) “[:Iir:;i
Fist, kick -1
Improvised weapon, club, knife,
inactive autochron 0
Heavy club, sword, crossbow, +
firearm (including automatic weapons)
Heavy assault rifle, beam weapon +2
PaciFist or neural disruptor (usjrrll; ;:Ztn 5)

» Minimum damage is 1 point.

» For firearms, add an additional +2 damage when fired at
Point-Blank range (for a total of 1d6 + 3). Beam weapons
do not receive this bonus. Note that firing a gun at Point-
Blank range has risks, as noted on p. 78.

» PaciFists and neural disruptors (or any weapon with a Stun
rating) don’t inflict damage. Instead, they trigger a Stun
test (see p. 86) which may knock the target unconscious.

» Dinosaurs, cyborgs, and nonhuman creatures from
parallel dimensions often exhibit alarmingly high Damage
Modifiers. See p. 149 for antagonist Damage Modifiers.

» The Scuffling ability’s Booster Thats Gotta Hurt (p. 50) can set
an attack’s minimum Scuffling damage before any modifiers.

> After damage is rolled, Stitches can be spent to increase
weapon damage on a 1-for-1 basis; each Stitch spent increases
damage by +1. The player is encouraged to describe how their
minor mastery of time makes their attack more effective.

» Characters may not normally spend points from their
combat pools to increase their damage rolls. The
exceptions are called shots (see p. 85) and fully automatic
weapons (see p. 84).



The final damage result is then subtracted from your foe’s
Health pool. When a combatant’s Health pool drops to 0
or less, that combatant begins to suffer ill effects, ranging
from slight impairment to unconsciousness to helplessness
to death; see p. 87.

Unlike other contests, participants do not lose when they
fail their test rolls. Instead, they’re forced out of the fight
when they lose consciousness or become Seriously Wounded.
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The Effect of Armor

Armor, including the Agents’ standard equipment
TimeWatch uniform (Armor 1), can reduce Shooting and
Scuffling damage by its Armor value. See p. 113 for details.
Other types of damage, such as damage from fire or psychic
attack, is generally unaffected by armor.

NONLETHAL COMBAT

Keeping Them Alive for Later

Unimportant antagonists usually drop at 0 Health. The
attacker who inflicted the last damage may choose whether
they are unconscious, conscious but disabled and unable to
further fight, or dead.

At the GM’s option, important antagonists drop to —11
Health before dying, They use the same Consciousness and
Injury rules as player characters do.

Stunning Weaponry

The standard issue PaciFist is a stunning weapon that leaves
enemies unconscious instead of dead. It can be used both
as a Scuffling and Shooting weapon, has a Close range, and
(unlike most futuristic weaponry in TimeWatch) has no visible
special effect when used. It’s fully detailed on p. 112. Stun
tests are described on p. 86.

Neural disruptors are similar to a PaciFist but are
suboptimal for undercover work; they have a longer range
and an obvious special effect.

Restraining Your Opponent

Want to hold someone in place so that they can’t run away?
If you successfully Scuffle at Point-Blank range and choose
to inflict no damage, you can testrain your foe. They can still
attack, but are unable to move until they spend an action to
succeed at a Difficulty 4 Athletics test. If you move away
from your foe, or if you take an action other than Scuffling,
you break the restraint and your foe can move freely again.

Want to make sure your foe can’t easily escaper An
Investigative spend (usually Military Tactics or Trivia,
drawing on your esoteric knowledge of ancient Mongolian
and Greco-Roman wrestling) lets you set the Difficulty of
their escape attempt equal to the result of your Scuffling test
instead of 4.

Altani bas grabbed her flecing quarry and has no interest in
letting bim escape with the stolen jewel Koh-i-Noor. She could matke
a Scuffling attempt to keep him in place, but he would break free
by simply spending 3 Athletics points. Instead, with the GMk
permission, she spends 1 point of Military Tacties and spends 6
Scuffling points to restrain bim. She rolls a 4. Although he can still
fight, be must now succeed at a Difficnlty 10 Atbletics test to move.
Good luck with that.

Talking Your Way Out of a Fight

Note that restraining someone doesn’t stop them from
attacking. If you want to grapple someone and get them to
stop attacking you long enough for you to get an explanatory
word in edgewise, an Interpersonal spend (often Authority,
Intimidation, or Reassurance) will usually get them to stop
fighting long enough to listen — so long as no one else is
trying to hurt them at the same time. If your GM doesn’t
think your foe would reasonably pause their fighting to talk,
your Interpersonal point is not spent.

AMMO CAPACITY

As a side effect of including guns from across the vastness
of recorded history, TimeWatch blatantly ignores the firearm
details that most contemporary-era RPG systems include.
For example, TimeWatch characters only need to reload or
recharge their weapons when it’s dramatically appropriate.
Otherwise, they’re assumed to be able to refill the cylinders
of their revolvers, jam clips into their automatic weapons, or
re-energize their beam weapons between shots.

When reloading is an issue, GMs may toss the player a
Stitch and request a Shooting test (Difficulty 3) to quickly
reload. Characters who fail may not use their Shooting ability
to attack during the current round.

Alfter an enemy bas given 21 st-century hand grenades to the Zulu
army attacking Rorke’s Drift in 1879, Mace Hunter accidentally
[Jinds himself trapped in the mission station with no way to escape
and no place to activate his antochron without someone seeing. He
doesn’t want to create additional paradoxes, so he stays to lend a
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hand while bis fellow Agents steal back the hand grenades. The
GM knows that limited resources helped make the siege terrifying,
and she decides that while Mace is nsing colonial rifles alongside the
defenders, he will need to count ammo and successfully roll Shooting
to reload while be is being rushed. She gives him an extra Stitch as
a small consolation.

If rapidly reloading a weapon strains credibility, such
as when shooting early muzzle-loading firearms, the GM
should feel free to lengthen reload times.

AUTOFIRE

Whether youre surrounded by a mob of murderous
gangsters or a ravenous pack of prehistoric wolves, your
Agent is occasionally going to want to gun down lots of
enemies at once. Here’s how.

Some Shooting weapons (generally machine guns and
some beam weapons) are considered autofire weapons, and
are labeled as such. If you score a hit on a Mook, unnamed
Opponent, or unnamed supporting character with an
autofire weapon, and the GM has no narrative reason
to prevent you from making an easy kill, you may pump
them full of lead. Every 3 additional Shooting points you
immediately spend inflicts one more instance of damage to
your target. If additional dramatically unimportant enemies
stand within Close range of your first target, you may spread
out your additional instances of damage between these
additional targets. Total damage is assessed after you decide
how many extra instances you want to pay for.

Five Mooks are ordered by their noncombatant mob boss to gun
down Kelfala. Thats harder than it looks; the Agent bas a machine
gun, a Shooting rating of 8, 2 Stitches in his hoard, and goes first
in the combat round. Kelfala attacks the Mooks using autofire.
Noticing that the thugs are fully exposed (and thus easier than
normal to hit), Kelfala starts by spending 2 Shooting points. He
rolls a 1, but that’s enough to bit the thugs’ exposed Hit Threshold
of 3. Before he rolls damage, Kelfala decided how many extra
instances of damage e wants to inflict on the Mooks. He decides
on two (at a cost of 3 Shooting points each), emptying bis Shooting
pool from 6 to 0.

Kelfala rolls 3d6 + 3 worth of damage. He rolls a 4 + 1 =
5,6+ 1=7,and4 + 1 =35 The first thug he aimed at takes
a full 5 points of damage, dying dramatically, then Kelfala spreads
the remaining 12 points of damage ont over the other four thugs,
inflicting 3 points per Mook — enongh to drop every single one of
them. The GM describes them keeling over and collapsing, while
Kelfala doesn’t even break a sweat. Dropping all five thugs in one
attack is enongh to earn Kelfala an extra Stitch from one of the
other players at the table.

Kelfala can cash in Stitches at any time, so be cashes in his 3
Stitches at the end of his attack to refresh his Shooting pool back
up to 6. He blows smoke from the barrel of his machine gun, smiles
toothily at the mob boss, and suggests that the man tell him exactly
what he wants to know.
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If you have the Shooting Booster Double Tap, you can use
autofire with each shot you take in a round (assuming you have
enough Shooting points). The carnage will be magnificent.

If you score a hit with a fully automatic weapon and the
GM finds it dramatically unsuitable to allow extra damage
against that enemy, the target takes only one instance of
damage. This usually happens when you’re facing a named
Adversary or other significant foe. Your GM will tell you this
before you waste additional Shooting points.

Facing a named mercenary who is a notorious killer, Kelfala
wishes to shoot him multiple times with the automatic weapon. The
GM disallows it. Kelfala makes a Shooting attack normally, but
can’t spend extra Shooting points for additional damage.

Later in the fight, Kelfala has bis enemy on the ropes. He asks
the GM if he can use antofire to finish the mercenary off. The GM
agrees, and Kelfala spends extra Shooting points to dramatically
pump the mere full of bullets.

If a player character is hit by autofire from a Mook,
Opponent, or other unimportant character, he takes only a
single instance of damage. This restriction vanishes if players
start to count on it. Saying “he can’t hurt me much; he’s only
a Mook” typically leads to an extremely painful surprise.

Important enemies and Adversaries with autofire weapons
can spend their own Shooting points to do additional
instances of damage to the Agents, again at a rate of 3
points per instance, to a maximum of three extra instances.
Enemies with a fixed attack modifier spend Tempus instead
(see p. 148).

Autofire With Futuristic Weapons

Beam rifles and neural disruptor rifles can also be equipped
with autofite.

Beam rifles work exactly like machine guns, except typically
they project a solid beam of energy that you rake across one
or more enemies.



Neural disruptor rifles with autofire work slightly
differently. As with standard automatic weapons, after
scoring a hit (but before the first Stun test is rolled), you
decide how many more Stun tests you want to cause;
remember that Mooks and any supporting characters with
less than a Health rating of 3 automatically fail Stun tests.
Each individual Stun test costs 3 additional Shooting points.
You may require only one target to attempt those Stun tests,
or distribute them amongst your target and any dramatically
unimportant enemies within Close range.

As with automatic gunfire, autofire against dramatically
important antagonists typically only gains a benefit from
the initial attack, and you won’t be charged for any extra
Shooting points you wanted to spend. Autofire against you
from a Mook’s automatic beam rifle or automatic neural
disruptor rifle works similarly.

Kelfala hopes to take some enemies alive and so trades in his
machine gun for an automatic nenral disruptor rifle (thantks,
Preparedness!). He fires on three Mooks. Starting with 6 Shooting
points in bis pool, Kelfala riskily spends O to target the first Mook
and rolls a 3. A hit! He immediately spends all 6 remaining
Shooting points for another two anto-hits. All three Mooks make
a Stun 5 test. Mooks antomatically drop when stunned, no roll
allowed, so all three enemies fall unconscions. Kelfala ends the round
with O points remaining in his Shooting pool, but there sure are a
lot of unconscions bodies on the ground.

CALLED SHOTS

There are times when you need to hit a specific location
on an enemy or on an enemy’s vehicle. When this is the
case, declare that you are making a called shot. Called shots
normally add +3 to the target’s Hit Threshold; the GM may
declare a lower number when the targeted spot is large or
slow moving (such as a windshield or a carried briefcase)
or higher when the targeted spot is small or moving quickly
(such as a headlight or a single eye). The GM may then assign
additional damage, usually +2, based on the location of your
called shot.

When using a neural disruptor such as a PaciFist, a called
shot to the head (adding the standard +3 to the target’s Hit
Threshold) raises the Stun test by +2, usually from Stun 5
to Stun 7.

\

Time travel lets you recover from wounds and return
to a fight tan, rested and ready - assuming you can
escape the fight without being followed.

GETTING HURT
AND KEEPING UPRIGHT

HEALING INJURIES

Agents naturally heal 2 points of Health for each day or
restful, relaxed activity. For instance, flee through time to a
deserted tropical island and spend a full week there, and your
Health will increase by 14 points (up to the limit of your
normal Health rating). This amount changes if you have
been Seriously Wounded; see below.

During a mission, you’re much more likely to depend on the
Medic ability for on-the-fly healing. Futuristic technology makes
it much simpler to tend injuries. With a TimeWatch medkit,
every Medic point you spend restores 2 Health to someone else
or 1 Health to yourself. (The Medic Booster Hea/ Thyself may
increase this amount; see p. 48.) If the Agent spending Medic
points does not have access to a TimeWatch-issued medkit,
all healing is at half efficiency: every Medic point you spend
restores only 1 Health point to someone else, and you must
spend 2 Medic points to restore 1 Health when healing yourself.
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Medkits are standard TimeWatch equipment, and it’s
unusual to lose your medkit unless it is deliberately taken
away from you in the course of a mission. A Difficulty 3
Preparedness test can typically obtain an extra medkit.

RESISTING UNCONSCIOUSNESS

Getting beaten up? There are two cases when you have to
check to see whether you can stay conscious. You’ll need to
make a Consciousness test when your Health first falls to
0 or below (making you Hurt), and when it falls to —6 or
below (making you Seriously Wounded). If you fail, you
fall unconscious for 10—60 minutes, until your Health pools
improves (typically due to someone using the Medic ability
on you), or until the GM says you wake up. If you succeed,
you stay conscious.

To make a Consciousness test, roll a die with the absolute
value® of your current Health pool as your Difficulty. You
automatically succeed if your Health has only dropped to 0
or —1.

You may deliberately strain yourself to remain conscious,
voluntarily reducing your Health pool by an amount of your
choice. For each point you reduce it, add 1 to your die result.
The Difficulty of the Consciousness test is based on your
Health pool before you make this reduction.

Mace Hunter is on foot and being chased by Mongol cavalry
across the steppes near Karakorum. They shoot him with arrows,
dropping his Health pool to —3. He just needs to buy enough tinre
to get bebind cover and escape with his autochron, so he nust remain
conscious. The absolute value of —3 is 3, 5o this is the Difficulty
of his Consciousness test. He chooses to expend another 2 Health
points he doesn’t have, pushing himself omward toward a nearby
rock outcropping. That gives him a bonus of +2 to his roll. He rolls
a 2, for a final result of 4, exceeding the Difficulty Number of 3
and keeping him conscious long enongh to clock out. Agent Hunter
escapes, but now his Health pool is down to —>5.

If you jump straight to Seriously Wounded (see below),
you only make a single test, even if that’s a result of spending
points at Hurt to avoid losing consciousness. If you go to
Hurt and then to Seriously Wounded as a result of two
separate attacks, you make two separate Consciousness rolls.

It isn’t always worth spending Health points on a
Consciousness test when you’re Seriously Wounded, unless
you have no choice but to continue the fight, and you’ll
only lower your Health in an attempt to stay conscious. The
main advantage of doing so is if you are in the middle of an
important task (such as piloting an airplane) or hope to crawl
away from the fight and escape.

Skegg is horribly injured by Mongol arrows during the same fight
that hurt Mace. She’s brought down to —7 Health. That means she
has to make a Difficulty 7 Consciousness test, impossible unless she

2 In other words, treat the negative number as a positive. If your
Health pool is at -3, the Difficulty of the roll is 3, and so on.
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spends more points off her Health. Skegg wants to escape, though
— as an intelligent velociraptor, she doesn't like ber chances if she’s
caught by the Mongols — so she spends 4 points of Health. This
brings ber down to —11, on the verge of death, but it gives her
+4 on the Difficulty 7 test. She rolls a 4 (for a total result of 8),
stays conscious, and tries to use her autochron to escape back to
TimeWatch’s Citadel and the high-tech medical facility therein.

You may occasionally be required to make a Health test,
especially when exposed to toxins. A Health test works
exactly like a Consciousness test, except the target Difficulty
is a set value determined by the toxin you are exposed to.

RESISTING STUNNING

PaciFists, Tasers, stun guns, tranquilizer darts, and neural
disruptors (see p. 83) work by knocking you unconscious
without causing extensive Health damage. Resisting stunning
works much like resisting unconsciousness. The Difficulty
Number, however, is set by the Stun value of the weapon
used against you instead of by your current Health.

When hit with a stunning weapon, you must make a
Stun test. Roll a die with the Stun rating of the weapon
as your Difficulty. You may deliberately strain yourself to
remain conscious, voluntarily reducing your Health pool by
an amount of your choice. For each point you reduce it, add
1 to your die result. If you strain your Health below 0 or (if
you’re already below 0) below —5, you will also have to make
a Consciousness test after the Stunning attack is resolved.
If you are attacked by more than one stunning weapon in a
single round, you make a separate Stun test for each attack.

If you succeed in a Stun test, you remain conscious but
are briefly Impaired; you suffer a noncumulative 1-point
increase to the Difficulty of any actions (including other Stun
tests) you attempt until the end of your next turn. If you fail
a Stun test, you are knocked unconscious for a period that
varies by weapon, but which is usually 10—60 minutes or until
awakened by someone successfully making a Difficulty 4
Medic test on you (which does not otherwise restore Health).

Dr. Leal Breen is mind controlled by a parasitic alien hivemind,
and she is trying to stun Mace Hunter with ber Pacilist so that she
can infect him as well. Maces Hit Threshold is 4, but Dr. Breen
spends 3 Shooting points to make sure she hits bim. Dr. Breen’s
PaciFist is a standard Stun 5, so Mace nmust now make a Stun fest
at Difficulty 5. Mace trusts bis luck; e spends 2 Health, dropping
his Health pool from 8 to 6, and rolls a d6. Luckily he rolls a 3,
and with the +2 bonus from his expended Health he exactly mafkes
the Stun 5 test.

Mace tries to escape by breaking throngh a closed window
(normally Difficulty 4), but the Stunning attempt has Impaired
bim until the end of bis next turn. He spends 2 Athletics, rolls a
2, and fails his Athletics test due to the 1-point Difficulty increase
Srom impairment. Mace either bounces off the glass to land at Dr.
Breen’s feet or (if the GM allows him to succeed at a cost; see p. 69)
be breafks through the glass but cuts bimself badly in the process.
Either way, his impairment ends at the end of his turn.



Creatures with a Health rating of 3 or less immediately fall
unconscious when successfully hit by a neural disruptor, no
Stun test allowed. (In other words, GMs who want an enemy
to go down in one shot should give them 3 or fewer Health.)

Stunning works well on humans, but may be less effective
on large animals, humans from parallel universes, and aliens
— most commonly due to the creatures’ increased Health,
but rarely due to a natural resistance to stunning, Don’t try to
use a neural disruptor on a rampaging woolly mammoth. It
will only end in tears, tusks, and trampling.

INJURIES

If your pool is anywhere from 0 to —5, you are Hurt but
have suffered no permanent injury, beyond a few superficial
cuts and bruises. Immediately make a Consciousness test
when you first drop below 0 Health. If you manage to stay
conscious (good job, therel), you don’t need to make another
test until additional injuries drop you below —5 Health.

When Hurt, the pain of your injuries makes it impossible
to spend points on Investigative abilities and increases the
Difficulty Number of all General ability tests (excluding
Consciousness rolls but including Stun tests). In combat, this
penalty raises foes’ Hit Thresholds by 1.

A character with the Medic ability can improve your
condition by spending Medic points. The Medic must be in
a position to devote all of his attention to directly tending
to your wounds. For every Medic point spent, you regain 2
Health points — unless you are the Medic, in which case you
gain only 1 Health point for every Medic point spent. If you
have the Medic Booster Hea/ Thyself, you may restore Health
to yourself as if you were tending another character.

If your pool is between —6 and —11, you have been
Seriously Wounded and can no longer be healed with the
Medic ability. You must make a Consciousness test when you
first drop below —5 Health. If you manage to stay conscious,
you don’t need to make another Consciousness test until
additional injuries kill you. That’s particulatly useful if you
want to try to crawl away, or see who finishes you off.

Health: 0 to -5

HURT

» Immediately make a Consciousness | » Immediately
test to stay conscious

» Can’t spend Investigative points until | » Lose an additional

make
Consciousness test to stay conscious

If youare able to remain conscious when Seriously Wounded,
the pain of your injuries makes it impossible to spend points
on Investigative abilities and increases the Difficulty Number
of all General ability tests (excluding Consciousness rolls but
including Stun tests) by 2. In combat, this penalty effectively
raises foes” Hit Thresholds by 2. Until you receive first aid,
you will lose an additional Health point every half hour. A
character with the Medic ability can stabilize your condition
by making a Difficulty 3 Medic test. However, he can’t restore
your Health points. Get this hurt, and you need more extensive
help than can be delivered in the field.

Even after you receive first aid to stop you from losing
additional Health, you must convalesce in a hospital, sick bay,
or similar setting for a period of days. The length of your
convalescence depends on what time period you’re being
treated in. If you’re recuperating in a facility located during
Contemporary History (as defined by the Investigative ability;
i.e, the 14th century to the mid-21st century), your period of
forced inactivity is a number of days equal to the positive value
of your lowest Health pool score. If you were reduced to —8
Health, for instance, you must be hospitalized for eight days.

If being treated by a doctor from Ancient History (13th
century or prior), this amount of convalescence time is
doubled; enjoy those leeches. If your treatment happens
during Future History (mid-21st century of afterwards),
your recuperation time is halved, rounding in your favor.

If you are tended by a character with Medical Expertise 2 or
higher and access to TimeWatch medkits, your convalescence
time is the Future History minimum no matter which time
period your hospital bed is located in. Expect local physicians
and other observers to notice and become extremely suspicious
of this, though; TimeWatch agents have occasionally been
hanged as witches after speeding up a patient’s healing process
with supet-science. It’s usually safer for your fellow Agents to
risk transporting you to an unoccupied tropical island for the
duration of your recuperation, just as long as someone comes
along who is qualified to take care of you.

During convalescence your Health pool can rise no higher
than 0. On the day of your discharge, your Health pool
increases to half its maximum value, rounded up. On the
next day, it refreshes fully.

Health: -12 or lower
DEAD

another | » Barring time machine—related
intervention by vyour allies (or
a particularly timely use of the

Health point
Flashback ability by an ally with high

above 0 Health

Difficulties of all General ability tests
increase by 1 until above 0 Health

Can be healed normally by the Medic
ability

>

every half hour until stabilized

Can’t spend Investigative points until
above 0 Health

Difficulties of all General ability tests
increase by 2 until above 0 Health

Can’t be healed normally by the
Medic ability

Must recuperate in a medical facility
to regain Health

87,

Preparedness), mourn your late
Agent’s heroic death
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Skegg was reduced to —11 Health before making it to
TimeWatch’s medical facility. Shell be in sick bay for 5 days at
Health 0, after which point her Health will rise to 5, half of its
normal maximum. On the next day, it will rise to the normal
Health 10. If Skegg was being treated by a physician in ancient
time, problematic for a nonbuman Agent, she wouldn't recover for
22 days.

When your pool dips to —12 or below, you are dead.
Time to create a replacement character, talk the GM into
letting you play a clone or a younger version of the same
Agent, or see if your fellow Agents wish to weather the
paradoxes and difficult chronal instability involved in trying
to change what just happened.
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DEATH AND ITS AFTERMATH

Players have a few options when their characters die.

» Bring in a new character. If the deceased TimeWatch
Agent had gained any build points by completing past
missions, the new character gains those build points as
well.

> With the GM’s permission, bring in a clone of the original
character. It isn’t unheard of for TimeWatch bioscientists
to surreptitiously clone promising agents. There are
complications, however; the new clone might have a
different personality, slightly different abilities, or may not

even realize it is a clone. It’s bound to be confused and
angry when it realizes the truth. The GM is encouraged
to use a clone’s arrival as a plot hook to a future mission.

With the GM’s permission, play a younger version of the
same character. There’s a significant chance of paradox
unless the younger character periodically has their
memories erased, of course, so TimeWatch discourages
this. (More importantly, it’s often difficult for players to
remember which missions their characters remember and
which missions they can’t. It’s probably easier to bring in
a new character.)

It’s technically possible for Agents to use convoluted
time tricks to save a dead Agent, preventing their death
from ever occurring, Players shouldn’t count on it; this
practice is generally forbidden by TimeWatch policies
due to the chronal instability it inevitably stirs up, and it’s
often impossible due to the complex chaos surrounding
most deaths. No one wants to make the situation even
worse. Still, clever Agents can sometimes effect a rescue
if they’re cautious and stealthy enough not to cause too
many paradoxes. See p. 89 for details.

PUTTING ITALL TOGETHER

The following example illustrates combat, armor, injuries,
Stun tests, and unconsciousness.

Sleeping in a 19505 Chicago hotel room after a bard day,
Amadu’s character Kelfala is attacked by two mob gangsters wielding
tommy guns. Normal human gangsters aren't usually much of a
challenge for a TimeWaitch agent, but Kelfala is asleep and canght
off-gnard. He isn't wearing his armored TimeWatch uniform,
the only weapon handy is his PaciFist, and be’s outnumbered. A
successful Unobtrusiveness test indicates that Kelfala isn’t surprised,
at least; hell be able to easily react once hes woken up.

The GM decides that the gangsters go first, since they're the
aggressors. They use the window’s ambient light to see as they kick
open the door, step in, and shoot at the Agent from Close range.
Each gangster has a fixed Shooting modifier of +2, a Health
rating and pool of 3, a Hit Threshold of 3, and their tommzy gnns
have a Damage Modifier of +1. The mobsters aren't particularly
hard to kill, being Mooks, but they're lethal until they drop.

Kelfala’s Scuffling rating is 3, and his pool is full. His Shooting
rating is 8, and his pool is currently down to 0. His Health rating
is 8, and his pool is full. His Hit Threshold is 4. With no weapons
at hand, his Damage Modifier with a fist or kick is —1. He bas
one Stiteh earned earlier in the day.

The GM rolls nwice, getting a 2 and 5 and adding +2 for the
Mooks’ Shooting bonns. Modified by the fixed combat bonus, those
rolls come out to a 4 and 7, each of which beats Kelfalas Hit
Threshold. The gangsters are using automatic weapons, but Kelfala
is a player character, so be takes only a single instance of damage.

The gangsters then make damage rolls. The GM rolls a 3 and 5;

with the Damage Modifier of +1 for firearnss, that equals 10 points
of damage. Bullets riddle Kelfala’s body, reducing his Health pool



Srom 8 to —2. That makes him Hurt, and be suffers an increase
of 1 to all Difficulty Numbers, including bis foes’ Hit Threshold,
which now becomes 4. He must matke a Conscionsness test against a
Difficuity of 2, which is the absolute value of his Health pool. He
spends no Health and rolls a 3, remaining conscious. Kelfala shouts
in pain, using his tether’s communication capability to transmit bis
ery for help to the fellow Agent slumbering in the adjoining room.

It Kelfala’s turn, and Amadu spends his one Stitch to refresh
bis character’s Shooting pool by 2 points. Kelfala then spends those 2
points to take a wild shot with bis Pacilist, the only weapon he bas
handy. He rolls a 1, +2 from the Shooting point spend. That totals
3, not good enough to hit either of the gangsters’ nesw Hit Threshold
of 4y hed have hit if he weren'’t Hurt. Kelfala rolls off the far side
of the bed and flips it upright to take full cover, hiding himself
temporarily and gaining +1 to his Hit Threshold, raising it to 5.

Now it’s the end of the round, and Amadu gets to decide who
goes next. He picks his own character. “Mace, you may want to
wake up,” Kelfala snarls into bis tether. “I'm under attack!” If
be wasn't Hurt and unable to spend Investigative points for an
advantage, hed spend a Hacking point to cause bis fellow Agent’s
tether to bugg and wafke bim up without fail. Kelfala looks around
the room from where he’s crouched; his autochron is out of reach. He
swears and takes another shot with his Pacilist, this time spending
no Shooting points. He gets lucky and rolls a 6. Even with the
1-point Difficulty increase for being Hurt, that manages to bit one
of the gangsters. Pacil'ists antomatically knock anyone unconscions
if they have a Health rating of 3 or less, no Stun test required, and
the mobster crumples silently to the floor.

The remaining mobster attenpts to turn the TimeWatch Agent
into Swiss cheese. He rolls a 3 and with his +2 bonus be hits
Kelfala’s current Hit Threshold of 5. His damage roll is 4, +1
Damage Modifier, for a total of 5 damage. Bloody feathers from
the perforated mattress billow up into the motel rooms air, and
Kelfala takes enough damage to drop his Health from —2 (Hurt)
to —7. He is now Seriously Wounded and faces a 2-point increase
on Difficulties. His Consciousness test faces a Difficulty of 7, the
absolute value of his Health pool. He could go even further into
the red to strain_for a bonus, but be elects not to. There’s no point
in making the roll, which is guaranteed to fail. Kelfala passes out,
vowing a particnlarly painful vengeance if he survives.

Armor makes a difference. If Kelfala had been wearing his
chronomorphic TimeWatch uniform, hed have bad Armor 1, which
would have subtvacted 1 point of damage from each hit. With armor,
Kelfala would still be in the fight at —4 Health instead of —7.

If Kelfala were alone as well as unconscions, the mobster could
and would proceed to finish him off, shooting him one more time
at Point-Blank range. Fortunately for the Agent, Mace Hunter
Jinally comes to belp him, rolling throngh the hotel room door with
a weapon out. The conscions mobster doesn’t feel up to a battle with
a fresh opponent and makes an Athletics test to leap through the
window and escape. Mace considers following him, but there’s an
unconscions mobster to question, and Kelfala needs help — be’s
Seriously Wounded and will die if not stabilized. Mace Hunter
doesn’t have enough Medic ability to stop the bleeding. A week-long
convalescence now awaits the unfortunate Kelfala. .. or less than a
week if Mace uses his antochron to take them both 200 years into
the fuutnre, where Kelfala can heal in a high-tech hospital for 4 days
and return here mere seconds after be and Mace departed.

PARADDX AND CHRONAL STABILITY:
YOUR ANCHOR TO REALITY

Being a time traveler feels like standing in an ocean’s shallows,
fighting a riptide that tries to carry you out to sea. As a time
traveler you need to make a conscious effort of will to resist
the universe’s attempt to eradicate you from time periods
where you don’t belong, In TimeWatch, the degree to which
you’re anchored to reality is represented by your Chronal
Stability. Think of it like your Health points, but instead of
measuring how far you are from dying, it measures how far
you are from the universe unraveling your existence.

The threat of chronal instability is one of the major
challenges facing a TimeWatch agent. You can potentially lose
Chronal Stability when time traveling (which requires you to
make a simple Travel test), when encountering or causing
paradox, and from rare aliens or technological devices. When
this is a risk, the GM will ask you to make a Paradox test.
In some campaign frames where mental stability is tied to
Chronal Stability, severe emotional and mental shocks from
horrific occurrences can also degrade your Chronal Stability.

Lost Chronal Stability points can only be restored with
the Reality Anchor ability (see p. 49), as your allies keep you
centered and remind you who you truly are. Lost Chronal
Stability cannot be restored directly by cashing in Stitches.
If your Chronal Stability drops to 0 or below, you are at risk
of fading away, being erased from the universe, or suffering
from lingering insanity after accidentally being subsumed by
someone else’s life (see p. 95). Staying chronally stable is a
priority for any TimeWatch agent. And hey, if you mess up and
are erased from the universe, you’ll have never existed... and
all your fellow agents at TimeWatch will have to go and redo
your old missions, without ever knowing who to be irritated
at. Try not to let this happen. TimeWatch will thank you for it.

There’s a good rule of thumb for when you need to make
a Paradox test. Any time you first experience a paradox, you
make a Paradox test. A paradox occurs when an already
established event is contradicted. You'll see examples of
triggers and Losses on p. 94.

A cruel and bated guard captain locks Altani in a medieval
prison cell without ber gear. She has no points in Burglary and needs
to escape. She has searched the cell thoroughly. She decides that if
she escapes, she will come back in time later and bide a disintegrator
pistol somewhere in the cell. The problem is, she’s searched the cell
and knows that theres no pistol there already; having one appear
wonld contradict an established event and create an excessive
paradox. Surveying the room, she realizes that she basn’t yet checked
the floor stones to see if they're loose; they conld still hide secrets. She
tells the GM that her future self will hollow out a particular floor
stone and hide the pistol under that. Altani mafkes her Preparedness
roll, pries up the stone, and pulls ont the pistol her future self will
leave there in the past. Theres no need for a Paradox: test, becanse
there’s no paradox; no established event was contradicted.

Now free, she decides to go back in time and prevent her capture
by killing the gnard captain a week before her younger self was
captured. She creates paradox the instant she puts an arrow into
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the captain’s throat, because she’s just made it impossible for him
to arrest her next week. The GM has Altani make a standard
Difficuity 4 | Loss 4 Paradox test. Altani fails the fest and loses 4
points of Chronal Stability from the paradox. “Still worth it,” she
growls, and time travels away.

Altani still remenbers escaping her cell becanse it happened to her
and she was there, even though in the new timeline she just created
it will never ocenr. If the paradox: she created was more important,
such as if the gnard captain was an important historical figure, the
Difficulty or potential Loss of the test (or both) would be higher.

HOW PARADOX TESTS WORK

Paradox tests work like a Stun test, but with Chronal Stability
instead of Health: choose whether or not to spend any Chronal
Stability points, roll a d6, and hope to hit a target Difficulty
Number (usually 4). For each point you spend, add 1 to your
die result. If you meet or exceed the Difficulty, you lose no
additional Chronal Stability other than the points you spent to
add to your die roll. If you fail, you either suffer some negative
result (if a weapon or attack is being used against you) or lose a
number of points from your Chronal Stability pool, in addition
to any points spent on the test itself. A test with a Difficulty of
4 and a potental Loss of 4 points is called a D4/14 test.

You're always permitted to spend Chronal Stability points to
provide a bonus to your roll. However, it’s never a good bet to
spend more points than you stand to lose if you fail. You can
“spend yourself negative,” if you think you absolutely have to
resist the universe’s attempt to erase you from existence, although
you cannot voluntatily reduce your Chronal Stability pool below
—11. If you strain your Chronal Stability below 0 or below —5,
you will also suffer consequences for having become Fading
or Subsumed (see p. 95). Unless the GM says otherwise, if you
suffer more than one threat to Chronal Stability in a single round,
you make a separate Paradox test for each threat.

The severity of a failure depends on the situation; see
p. 95. Paradox tests are usually made at a Difficulty of 4, but
the Difficulty of such tests varies widely by both trigger and
campaign frame; in a funny or pulp campaign, for instance,
test Difficulties and potential Loss ate typically lower than
they would be in a more serious and gritty campaign. For more
dangerous paradoxes, potential Loss may be considerably
higher than 4. Rarely, a reduced amount of Chronal Stability
Loss may occur even on successful tests (such as a Difficulty 6
test where you lose 6 on failure, or 2 on success).

Paradox tests ate one of the few instances in TimeWatch
when the GM will usually tell you the exact Difficulty
Number you need, although she may not tell you the exact
chronal Loss you would suffer on a failure.
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TRAVEL TESTS

Whether you’re headed to visit the dinosaurs, or you’re just
grabbing your autochron and jumping five minutes into the
future so that your coffee is cool enough to drink, you’ll still
need to make a Paradox test that we call the Travel test.
This is a simple D4 /L2 Paradox test that mechanically is not
worth spending any Chronal Stability points on to try and
improve. Every time you time travel, roll a d6; roll 1-3, and
lose 2 points of Chronal Stability. Roll 4-6 and lose nothing;
Paying a Stitch per trip bypasses the need for a Travel test.

If your Reality Anchor rating is 8 or higher, you gain the
Grounded Booster and automatically succeed at the first four
standard Travel tests in any scene. Feel free to lord this over
your fellow Agents every time you time travel.

WHEN D0 YOU RISK
LOSING CHRONAL STABILITY?

Alittle Chronal Stability is usually lost through the normal act
of time traveling. Experiencing any paradoxes, whether large
or small, also triggers Paradox tests. You may make a Paradox
test when something you learn or experience contradicts a
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known fact, when you change something consequential to
history, when you time travel into a scene where you already
exist, when you experience something horrific (only in certain
campaign frames where emotional stability is tied to Chronal
Stability), or when you’re struck with a chronal destabilizer
weapon during combat. See p. 95 for a detailed list.

GMs should waive Travel tests for quick Preparedness tests
or Investigative spends that require you to travel forwards
or backwards in time (such as clocking out, grabbing an
easily obtained object from somewhere in time, and clocking
back in seconds later). That’s mostly for convenience’s sake;
we want to encourage you to make the game more fun by
describing normal Preparedness tests with time travel. The
points of Chronal Stability that you save are your reward for
being creative and entertaining. Choose to accomplish any
other errands during your trip, though, and you’ll make a
Travel test as per normal.

Characters have slightly more trouble maintaining Chronal
Stability on timelines that are not originally their own. If
you’re in a parallel timeline from the one you were born in,
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any Paradox test other than Travel tests usually has both the
Difficulty and Loss raised by 1 point.

Skegg is a sgphosaur; a psyehic velociraptor from a tinseline where the
meeteor missed Earth and the dinosanrs never died out. She’s delighted to
work for TimeWatch (offen against menbers of ber own species), but she
lives and functions in a timeline thats parallel to ber own. W hen the other
menbers of ber teans have to mafke Difficulty 4 | Loss 4 Paradox: fests,
Skegg has to make a Difficulty 5 | Loss 5 test instead.

Unrrk travels into a parallel timeline where Homo sapiens
died out and Neanderthals thrived. While there he accidentally
creates a paradox. His Paradox test is at Difficulty 5, not Difficulty
4, and hell lose 5 points of Chronal Stability if be fails.

Creatures that spend a great deal of time in a parallel universe
eventually acclimate to it, losing this penalty. Conveniently
enough, in TimeWarch the acclimatization happens at just about
the point when both GM and player keep forgetting that
the character is originally from an alternate universe, so they
seldom remember to apply the penalty. In other words, if the
penalty becomes too finicky to easily remember, the character
has acclimated and the penalty can be legitimately discarded.

Scenes

We measure the risk of time travel within scenes, where a
scene is considered a single encounter. Different incarnations
of you can exist dozens or more times in a given time period
with no chronal distress at all, as you’re not entangling yourself
with the same events, but when you appear more than once
within a single scene you risk churning up the temporal waters.

What’s a scene? An evening-long masquerade ball in Marie
Antoinette’s court would be considered a scene, as would
a 30-second-long quick and vicious fight in a back alley of
ancient Athens. A quickly summarized but months-long trek
across the Alps might be a scene, as might a 10-minute-long
infiltration into an enemy’s stronghold. If your game was a
movie and the director would say “end scene,” that’s probably
where a scene ends, but the GM always has final say.

REGAINING CHRONAL STABILITY

Other than finishing a mission, the only way to restore Chronal
Stability points is with the Reality Anchor General ability. As
explained on p. 49, Reality Anchor restotes your stability and
stops time from sweeping you away. You can use Reality Anchor
on yourself, but it’s not as efficient, only restoring one Chronal
Stability point for every Reality Anchor point you spend. If a
friend and fellow Agent uses Reality Anchor on you, you regain
2 points of lost Chronal Stability for every point of Reality
Anchor they spend. Like any other ability, you can never increase
your Chronal Stability pool higher than your rating in the ability.

PUTTING ITALL TOGETHER

Here’s an example of an Agent making Paradox tests. The
Difficulty Numbers are taken from the table below.

Mace Hunter time travels into a remote prebistoric canyon where e
knows a rogue time fraveler is hiding. Time travel abways requires the
Travel test, a Paradox test with a Difficulty of 4 and chronal danage
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of 2 on a failure. Mace doesn't bother spending extra points o increase
his chances of success. He rolls a 3, less than the Difficulty, and bis
Chronal Stability pool drops 2 points from 8 1o 6.

Unfortunately for Mace, the rogue time traveler successfully shoots
Mace with a D4 /14 chronal destabilizer pistol. Mace has to make
another Paradox: test, still at Difficulty 4. He feels cocky and only
spends 2 points to improve his roll, voluntarily reducing his Chronal
Stability pool from 6 to 4. Of course, Mace rolls a 1. He suffers 4
points of chronal instability from the pistol, reducing his pool from
4 1o 0. Mace is now Fading, making General ability tests more
difficult. Hopefully hell have time to restore some of his Chronal
Stability by using Reality Anchor before he is shot again.

Mace realizes with a groan that this Adversary is a _younger
version of an enemy whom Mace has encountered before. Maces
Fknowledge of that older version locks in the reality that this younger
version must survive the encounter alive; Mace fnows (thanks to bis
knowledge of Timecraft) that if he kills this younger version hed
contradict known facts, and thus would need to mafke yet another
Paradox: test. Mace sighs, puts away bis elephant gun, Ol Besste,
and pulls out his PaciFist instead.

TRIGGERS FOR PARADOX TESTS

A number of things can trigger Paradox tests. Here are some
common examples, along with their Difficulty, their Loss,
and whether the action needs the expenditure of a Paradox
Prevention point to even occut. See p. 42 for details on when
this is appropriate.

Paradox tests can be abbreviated for clarity and brevity. A
Ttavel test would be abbteviated D4/12, denoting Difficulty
4, Loss 2. If spending a Paradox Prevention point is required
to succeed at the test, that’s also noted, such as D4/1.4 — P
when your future self wants to leave you a note.

fo grecier Cuenell Sielsily Lesses veulc
heve

EXCESSIVE PARADOX

The GM may decide that some time tricks are impossible
even when the player wants to make a Paradox test and/or
spend a Paradox Prevention point, usually because the time
trick doesn’t make sense or because it makes the game less
fun for everyone. She’ll generally be consistent about this,
and it shouldn’t happen often. When this happens, she’ll say
“no” and possibly say why, and you’ll need to find another
solution. Excessive paradox generally applies to both player
characters and adversaries.
Examples of excessive paradox include:

> trying to use Prepatedness to leave yourself an item in
a location where you already know no item exists, when
there’s no logical way to have the item just appear

> trying to make an Investigative spend to create an effect
when you already know that effect is impossible, such as
trying to spend Architecture to create a window in a room
you already know has none
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Paradox Test Examples

Trigger

No Paradox:
» You successfully restore history back to its true path, ending the mission

> Any time travel (“the Travel test”)
Lesser Paradox:
» You learn, experience, or cause something that violates a known fact

> You significantly change the future, perhaps by revealing future
history to someone or by leaving a futuristic device behind in time

> You kill someone consequential, but not essential, to history
» You are hit by a chronal destabilizer (whether weapon or effect)

» Your future self leaves you a vague or mostly useless clue about a
future event

Paradox:

> Your future self leaves you a specific message or important clue about
a future event

> You overlap yourself in a scene and aid yourself, changing history,
although your past self never becomes aware of the fact (such as
secretly sniping a foe from a nearby rooftop or unlocking your own
prison door)

» Every additional overlap adds +2 to the Difficulty and +2 to the Loss

Greater Paradox:

> You overlap yourself in a scene and directly offer yourself aid (such as
arriving to heal your own unconscious body, or your future self joining
in an ongoing fight to double your firepower

» Every additional overlap adds +2 to the Difficulty and +2 to the
Loss)

Severe Paradox:

> You close off a time loop and remove the reason you time traveled in
the first place, with the unfortunate result that two paradoxical versions
of you exist simultaneously (see p. 44)

> You kill someone essential to history

» You change events in a way that fundamentally changes a future you
know to have occurred, perhaps branching correct history onto an
alternate history timeline

> You are caught in the chronal field of a broken autochron

> Your direct ancestors within the past 3 generations are killed in a way
that ensures you will never be born (Loss decreases by 1 for every
generation prior to that; a change more than 250 years before your
birth does not trigger a test)

Difficulty/Loss

None
(no test required)

D4/L2

D4/L4

D4/L4—P

D4/L6 —P

D6/L6 or higher

Paradox Prevention
Spend Required?

No

No

No

Yes
(if you choose not
to spend a Paradox
Prevention point, you
can’t aid yourself in this
way)

Yes
(if you choose not
to spend a Paradox
Prevention point, you
can’t aid yourself in this
way)

No



\

Vidh begins to fade, but that’s why she has teammates with
Reality Anchor, even if they happen to be Neanderthals.

» trying to add or subtract combatants from past rounds of
a combat, or change what occurred eatlier in the fight, in
a way that would make everyone need to replay all or part

of that fight

» losing a battle and going back in time to replay the exact
same fight, this time with the odds tipped in your favor so
that the end result is different

THE EFFECTS OF INSTABILITY

Like your Health, your Chronal Stability pool can drop below 0.
If your Chronal Stability ranges from 0 to —5, you are
Fading, clinging onto reality through pure force of will
Difficulty target numbers for all General abilities increase by
1, and it becomes more difficult to use Investigative abilities.
If you want to make an Investigative spend, make a roll
with the absolute value® of your current Chronal Stability
pool as your Difficulty. You may deliberately strain yourself,
voluntarily reducing your Chronal Stability pool by an
amount of your choice. For each point you reduce it, add 1
to your die result. The Difficulty of the roll is based on your

3 In other words, treat the negative number as a positive. For
example, if your Chronal Stability pool is at -3, the Difficulty of
the roll is 3, and so on.

Chronal Stability pool before you make this reduction. If you
succeed, you can make the Investigative spend.

Altanis Chronal Stability is at =3, and shes Fading. She wants
to spend 1 point of Military Tactics to help finish off her foe. Her
Difficulty is 3 to succeed, but there’s no Loss if she fails; her consequence
is that she is unable to spend the Investigative point. Altani spends 1
Chronal Stability to boost her roll by +1, rolls a 2, and succeeds with
the exact number she needed. Altant’s Chronal Stability is now —4, and
she gains a benefit for ber Military Tactics spend.

If your Chronal Stability ranges from —6 to —11,
you are Subsumed. The universe tries to rid itself of an
unnatural irritant by turning you into a local citizen from
the current timeline, including a full history and memories
that you receive when the universe rewrites itself to include
you. Your appearance, personality, and memories change
to those decided upon by the GM, or perhaps by both the
GM and the player. This new individual has no knowledge
of TimeWatch, and any objects on the Agent’s body vanish
when Subsumed.

Once your allies locate you (which may range from an
casy task to an adventure in itself, as decided by your GM),
they will have to spend Reality Anchor to restore you. Upon
restoration you permanently lose 1 point from your Chronal
Stability rating. The only way to get it back is to purchase it
again with build points. The memoties of being Subsumed
stay with you, as explained below.

When your Chronal Stability reaches —12 or less, you are
erased from the universe. We’re not kidding, here; not only
don’t you exist, you never existed, and even your closest friends
in TimeWatch have faint, fuzzy, and fading memories of you.
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TimeWatch agents hate it when your Agent is erased, because
every mission you accomplished will have to be redone by
other TimeWatch agents. Time to create a new character.

COMING BACK FROM THE EDGE

As long as you’re in audio contact with the recipient, you can
spend points from the Reality Anchor ability to help another
character regain lost Chronal Stability points. For every Reality
Anchor point you spend, the recipient gains 2 Stability points.
Reality Anchor points can also be spent to re-anchor yourself
to the timeline; for every Reality Anchor point you spend on
yourself, you regain 1 Chronal Stability point.

If a character is Subsumed due to chronal instability, you
can make a Difficulty 4 Reality Anchor test to snap him into
a state of temporary self-awareness. Any points spent on this
test do not otherwise restore Chronal Stability. The false reality
will reluctantly relinquish its grasp on the character once his
Chronal Stability is restored above 0, at which point he will
revert to his true appearance and memories. Any held items
that vanished when the character was Subsumed will return.
Additional Reality Anchor points will restore lost Chronal
Stability, but not the point permanently lost when Subsumed.

Characters who have lost a Chronal Stability point due to
being Subsumed, even briefly, usually gain new memories
and personality traits from the temporary persona. This is
a suggested roleplaying quirk that allows players, if they so
desire, to model the new memories by rearranging up to 5
points of their character’s Investigative abilities.

These phantom personalities and memories typically
disappear if the lost Chronal Stability point is repurchased
with build points.
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CHIMERAS

TimeWatch agents who have been subsumed multiple times
are referred to in TimeWatch as chimeras, and may become
an insane, erratic conglomeration of competing personalities
and unique chronal powers. It’s not uncommon for such
agents to be retired from active service before they steal an
autochron and rebel against TimeWatch. As chimeras tend
to be both paranoid and sly, however, they may successfully
escape and turn into Adversaries more often than TimeWatch
would like to admit.

SAVING A DEAD AGENT:
ALESSON IN PARADOX

It’s sometimes possible to save an Agent killed in the line of
duty. The challenge is doing so without the Agents creating a
worse problem than they had to begin with. Rescue missions
can sometimes create split timelines, paradoxes, and chronal
instability that others can exploit.

When attempting this type of rescue, the question that Agents
should ask themselves is “how can I do this while creating the
least paradox possibler”” The easier they make it for the universe
to correct itself, the easier such a rescue becomes.

For instance, consider the following problem.

Traveling apart from his team in 12th-century Cairo, Mace
Hunter is stabbed to death in a back alley by an elite assassin.
Coming upon his body, bis fellow Agents decide to save bis life.

After discovering Maces body in the alley and using Medical
Expertise to determine that its been dead for less than an hour,
one of his fellow Agents travels two hours back in time to plant a
hidden video bug using the Spying Technical ability. She plants the
bug and returns to her friends.

There are a few tactics they can use at this point, with the
more straightforward solutions causing far more problems
than the complicated ones. Here’s a successful rescue with
unfortunate consequences.

The team (well call them Team A) then reviews the video footage
to see exactly what happened to Mace. This locks in bistory for
thems; at this point, if they change anything they see, theyll create a
paradox and need to make a Paradox test. Using the video footage,
they note the exact time of the assassins arrival and where be hid
in the alley. The group then goes back in time an hour and a half
to lay an ambush. One of them gathers up the video bug (creating a
paradox and triggering a Paradox: test, since they need that bug to
record Mace’s assassination), and when the assassin enters the alley
the team silently and efficiently stuns bim with their PaciFists. When
Mace Hunter enters and exits the alleyway, the assassin is nowhere
to be found — and becanse Mace exits, uninjured and unaware of
the potential attack, the team markes yet another Paradox: fest.

1#5 even worse. Because Mace was never attacked, in this timeline
bis team (well call them team B) will never find his body and go
back in time to save him. That means that once Mace exits that
alley, Team A and Team B are existing concurrently, and Team
B never has any reason to go back in time an hour and a half to
close the loop.

In this sort of circumstance the tremendously unstable Team
A normally snaps out of existence when Mace leaves the alley,
never needing to exist in this changed reality, leaving bebind a
stunned assassin who has no idea how he got stunned. If they
resent disappearing from reality in this way, members of Team A
can spend a Paradox Prevention point to cling to existence. From
this point forward any surviving member is treated as if they'’re in
a parallel universe (see p. 192) and likely becomes a supporting
character. Some excellent villains, each a time-duplicate of a player
character Agent, can be created in this manner. 1ts why saving
peaple from death is against TimeWatch regulations.

Total team Paradox tests, not counting Travel tests: two and
likely annibilation.

There’s a better way to effect a rescue.

The team (well call them Team Y) then reviews the video footage
to see exactly what happened to Mace. They note the exact time
of the assassin’s arrival and where he hid in the alley. The group
then goes back in time an hour and a half 1o lay an ambush. They
watt on the roofs overlooking the alley, bidden, and they bide their
time. The assassin arrives; they wait. Mace arrives, and the assassin
attacks, they wait. 1t only when Mace has fallen unconscious and is
about to die that they spring into action.

First they stun the assassin before he can deliver a death blow.
They likely kil hine or strand hins in an isolated time where they can
retrieve him for questioning later. Then they stabilize Mace to matke
sure he doesn’t die. Regardless, they want Mace to look dead when
their past selves (Team 7)) show up, so one Agent spends 1 point
of Medical Expertise to put the living, unconscious Mace Hunter
into a paralytic stupor that makes him appear dead. The team then
hides again until their Team Z earlier selves show up, find Mace’s
apparently dead body, and head into the past to save him. Team'Y
then revives Mace, retrieves their hidden camera, and takes him off
1o get healed.

Total team Paradox: tests, not connting Travel tests: none, as no
paradoxes occurred.

As you see, the easiest rescues are the ones that don’t
contradict already-established events. The difference
between catastrophic failure and easy success is making sure
that no established facts are changed.

This is a key to successful time travel. Not contradicting
established events helps an Agent maintain his Chronal Stability.
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HAZARDS AND DANGERS

More than bullets, ray beams, and alien claws can injure a
TimeWatch agent. As always in TiwelWatch, environmental
dangers are described in more narrative than clinical terms.

CRASHES
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If you are hit by a vehicle, you suffer damage equal to the
Difficulty Number of the Athletics or Vehicles test to get
out of the way that you failed (if the target isn’t a player
character, the base damage is 5). Modify the damage further
based on the vehicle’s speed and type, as follows:

. . . Damage

Collision Circumstances Modifier
chariot speed +1
average city driving speed +2
highway speed +4
airplane speed +6
spacecraft speed +8
very light vehicle (unladen cart) -3
light vehicle (laden cart, chariot, 1
motorcycle)
heavier vehicle (SUV, limousine, hover-car) +1
much heavier vehicle (elephant, truck,
helicopter, shuttlecraft, small airplane) +2
(normal building)
vastly heavier vehicle (tractor-trailer, heavy
truck, airplane, small spacecraft) (abutment, +4
bunker)
massively heavy vehicle (heavy airplane, +8
medium spaceship)
good luck finding a parking space for +12

something this large (large spaceship)

If you are in a vehicle crash, you suffer damage equal to the
Difficulty Number of the Vehicles attempt you or the driver
missed (if there was no test, the base damage is 4). If you
were wearing seat belts or had other crash protection, apply a
—2 modifier to that result. Add the speed modifier from the
table above; subtract the vehicle type modifier for your vehicle;
add the vehicle type modifier for the other vehicle.

Kelfala is on a motorcycle when he’s deliberately hit by a tractor-
tratler. He wearing a motorcycle belmet and protective clothes,
enongh 1o claim crash protection (although the GM states that
the benefit from the protective leathers is better than the normal
Armor 1 from Kelfala’s TimeWatch uniform that he’s also wearing
underneath, so the armor doesn’t apply). Kelfala takes 4 points of
damage, —2 for protection, +4 for highway speed, minus —1 (which
is +1) for riding a motorcycle, +4 for being bit by a tractor-trailer;
Kelfala takes 11 damage to his Health. The Adversary driving the
tractor-trailer is wearing her seat belt, so she takes 4 damage, —2
Jor crash protection, +4 for highway speeds, —4 for a tractor-trailer,
—1 for hitting a motorcycle. She takes 1 damage to her Health and
blows the air horn in triumph as she backs up to finish the job.

Later, Kelfala is on a rooftop being strafed by a belicopter, and
bis only handy vebicle is his new motorcycle. He rides the motorcycle
at high speed up a ramp and right into the cockpit of the helicopter,
making an Athletics test to jump off at the last minute. Kelfala’s
successful 1 ebicles test indicated that the motorcycle struck homse.

The helicopter pilot isn’t wearing a barness. He takes 4 points
of damage, +4 for highway speed (of the motorcycle; the helicopter
itself is hovering), —2 for his belicopter, —1 for the motorcycle. He
takes 5 points of Health. As a Mook be only had 3 Health, so he
screans as the helicopter crashes and explodes.

Kelfala walks away, backlit by the explosion.
Or as an alternative:

Centuries in the future, Kelfala is piloting a large spacecraft that
is under attack from rebels. One of the rebels in a small damaged
Spaceship decides to aim it directly at the larger spaceship’s bridge.
Everyone is warned to brace for impact.

Base damage starts at 4, and bracing for impact subtracts —2.
Spaceship speed adds +8, the large spaceship subtracts —12, and
the small spaceship adds +4. Everyone on the bridge takes 2 points
of damage. If they weren't braced, unnamed supporting characters
might have been knocked nnconscions or killed by the 4 points of
Health damage. Everyone in the rebel’s small spaceship takes 18
points of damage and dies spectacularly.

The GM is encouraged to increase or decrease damage
based on ad hoc modifiers, especially if the end result from
the above table seems too high or low for realism. If you
hit a structure rather than another vehicle, use the italicized
examples in the table to gauge damage. The GM always
determines any damage to the vehicles based on the dramatic
necessities of the plot; TznelWateh collision is drama, not physics.



Running up against Blackbeard means that Vidh and Altani may need the drowning rules after all.

DROWNING AND SUFFOCATION

If you have advance warning before being immersed in water
or surrounded by poison gas, you can hold your breath.

Holding your breath gets you five rounds (or two minutes
if not in combat or a chase) before you start suffocating.
After that point, you lose 1 Athletics every round as you
struggle to hold your breath. After that you lose 1 Health
every round as you start inhaling water, smoke, or gas.

These lost Health points can be restored normally with the
Medic ability if you’re rescued and resuscitated before you
die. You cannot resuscitate yourself with Medic.

Outer Space: If exposed to the vacuum of outer space, a
trained agent knows to immediately exhale to avoid explosive
decompression. Disposable supporting characters might not
know this, resulting in hideously dramatic and memorable
deaths that you’re really not going to want to clean up after.

An Agent who remembers to exhale immediately begins
suffocating, and is treated as if Hurt due to the extreme cold.
You lose 1 Athletics and 1 Health every round as your body
fluids begin to boil.

")
g

ELECTRICITY

Damage from exposure to electricity varies according to
voltage. You can suffer:

Mild shock, equivalent to briefly touching an ungrounded
wire or damaged electrical appliance. You lose 1 Health and
are blown backward by a couple of meters.

Moderate shock, equivalent to a jolt from a cattle prod or
an electric stun gun. You must make a Difficulty 6 Stun test.

Extreme shock, equivalent to a lightning strike. You suffer
one die of damage, and must make a Difficulty 9 Stun test.

The GM should always give you some opportunity to
avoid being shocked, whether it be an Athletics test to avoid
unexpected contact, or a Tinkering test to spot the high-
tension wire.

EXPLOSIVES AND EXPLOSIONS

You don’t see many TimeWatch agents using massive
explosives when they’re time traveling, because the risk of
irreversible, unanticipated consequences that lead to paradox
is usually too great. Sometimes explosions are appropriate,
however, and more than one TimeWatch team during
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Explosion Damage

Examples

Annihilation Range

Damage Range

Debris Range

pen grenade, pipe bomb, black
powder explosive, micro-grenade

grenade, stick of TNT, concussive
projector, weaponized mini-drone

nitroglycerine, RPG rocket, brick of
C4, land mine, mortar shell, suicide
vest, cinematic gas tank, satellite
death ray

4 truck bomb, AP shell, gas main

HE shell, hellfire missile, gravity
5 bomb, exploding black powder
magazine

6 suitcase nuke, exploding spaceship

Point-Blank
(Dead)

Close
(Dead)

Near
(Dead)

Long
(Dead. So, so dead)

Point-Blank
(2d6 + 3 dmg)

Point-Blank
(2d6 + 6 dmg)

Close
(2d6 + 9 dmg)

Near
(2d6 + 12 dmg)

Long
(2d6 + 15 dmg)

3 km
(2d6 + 18 dmg)

Close
(Difficulty 3 Athletics
test or 1d6 + 1 dmg)

Close

(Difficulty 6 Athletics
test or 1d6 + 2 dmg)

Near
(Difficulty 9 Athletics
test or 1d6 + 3 dmg)

Long
(Difficulty 12 Athletics
test or 1d6 + 4 dmg)
240 m
(Difficulty 15 Athletics
test or 1d6 + 5 dmg)
4 km
(Difficulty 18 Athletics

wartime has had to blow up a bridge or vehicle that a time
traveling saboteur had anachronistically saved.

Explosives are a fantastic equalizer against nonhuman threats
to the timeline. An alien can’t snip off your head with giant
pincers if you’ve distracted it by sticking a grenade into its gullet.

Using Explosives

Setting an explosive charge merely requires using Tinkering;
assuming the victim is on the spot when the charge is
triggered, the explosion automatically goes off at Point-
Blank range. Concealing a charge (e.g,, in a booby trap or car
bomb) also requires a Burglary test.

As always in TimeWatch, hidden things are spotted with
the ability that was used to hide them. If the Agents are
the targets of a concealed bomb, they should be allowed
a Burglary test (Difficulty 4 or better, depending on
the ability of the bomber) to leap (or pull their slower
teammates) away to Close range. If given enough time
before they explode, typical bombs can be disarmed
with a Tinkering test of Difficulty 4 or higher; some bombs
are complex enough that they may be a continuing challenge,
requiring multiple rolls at a higher-than-normal Difficulty.

Throwing a grenade is an Athletics test with the Difficulty
set by range: 2 for Point-Blank targets (usually a very painful
proposition for you), 3 for Close targets, 5 for Near targets.
Agents, dramatically important supporting characters, and
dramatically significant antagonists get an Athletics test
(Difficulty 0) to halve the damage from grenades tossed at
them. This represents diving for cover, knocking the grenade
away, or a suicidally heroic supporting character throwing

test or 1d6 + 6 dmg)

herself on the explosion. Only on a missed throw does
a target have the possibility of evading damage entirely by
throwing the grenade back.

If you are attempting to hurl a grenade at a specific spot
(such as through a car window), the Difficulty Number
increases by 1 for Point-Blank or Close range targets, and by
2 for Near range targets.

All Difficulties are increased by +1 for throwing non-
balanced explosives such as sticks of dynamite or Molotov
cocktails (see Fire, p. 101).

Explosion Damage

Explosive damage divides into six broad classes. As with the
rest of these rules, these classes primarily reflect cinematic
and science fiction reality, with less emphasis on real-world
chemistry and physics. The future (and both the present and
the past, frankly) has a lot of truly horrible ways to hurt other
people. When you have an explosion caused by something
not on this list, make your best guess based on the examples
given and keep the game moving,

If you are within a bomb’s annihilation range when it
detonates, you will find the term grimly self-explanatory.
Your team may have to remove your remains in pieces to
avoid leaving behind anachronisms, or simply report back to
TimeWatch for your replacement character.

If you are within a device’s damage range (but outside
its annihilation range) when it explodes, you take two dice of
damage, plus a modifier equal to three times its class.

If you are outside of its annihilation or damage range
but within its debris range, make an Athletics test with the
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explosion’s class times three as the Difficulty. If you fail, you
take a die of damage, plus a modifier equal to its class.

Some explosives, like fragmentation grenades, claymore
mines, or pipe bombs packed with nails, may be designed to
deliver especially damaging debris, with a Damage Modifier
equal to twice the device’s class within the debris range.

Suitable protection (inside a tank, a military bunker, a force
field, etc.) moves you one range class out: e.g., if you’re inside
a force field hit by an RPG rocket, take damage as if you were
at Close range rather than Point-Blank. Subtract any Armor
as normal, remembering that your TimeWatch uniform only
provides Armor against Scuffling and Shooting damage.
Inferior protection (such as being inside a car) allows you
to subtract any Armor against damage, assuming there’s
a damage roll for you to survive. Note that the Flashback
Booster (see p. 49) may arrange for suitable protection that
you’d otherwise be lacking.

FALLING

A fall does damage equal to the Difficulty Number of the
Athletics attempt you missed (if there was no test, the base
damage is 5), adding a further Damage Modifier as follows:

. DETET-
Circumstances of the Fall Modifier
through branches, awnings, or P

other slowing obstacles

Minus amount
by which you
made the
Athletics test

into water, if you can dive in
(make an Athletics test Difficulty 5)

onto normal soil +0
into water, if you can’t dive in +1

each additional 3 m of height or
20 kph of speed after the first

(ex: fall from 15 m or out of a car +1
traveling 100 kph adds +4)
Falling terminal velocity (195 kph+) +20
onto asphalt, concrete, or equivalent +2
onto spikes or jagged rocks +3

On any final damage result of Hurt or worse, you
automatically break one or more limbs.

FIRE

Damage from exposure to fire varies according to how much
of your body is exposed to flame, and repeats for each round
(or, outside of combat, every few seconds) you remain
exposed to it.

Minor exposure, most often to an extremity like a hand
or foot, carries a Damage Modifier of —2.

Partial exposure, to your face or to up to half of your
surface area, carries a Damage Modifier of +0.

Extensive exposure, to half or more of your body’s
surface area, imposes a Damage Modifier of +2.

The GM should always give you a chance to avoid being
set on fire. The difficulty of extinguishing a flame varies
depending on the substance. If your clothes are simply on fire,
the flames ate easier to put out (Difficulty 3 Athletics test; roll
instead of taking other actions; fire out in 1 round) than if
you are covered in an adhesive accelerant, like the incendiary
gel used in many types of napalm (fire burns for 2d6 rounds
unless it is smothered or chemically fire suppressed).

Characters in a burning building or a heavily burning
forest run the risk of smoke asphyxiation, which uses the
drowning and suffocation rules above.

Lavais something you’ll want to avoid. Your GM may give you
the opportunity to try and cling to safety with an appropriately
difficult Athletics test, but if you fall in lava, you die, usually
spectacularly. More than one chrono-chase has ended messily
over an active volcano. Lesser exposure to lava, such as to a
limb, inflicts Extensive fite damage and acts as napalm.

HEAT AND COLD

It can be difficult to move or think in extreme heat or
cold. Treat Agents suffering from extreme heat or cold
(in the Ice Age without parkas, for example) as Hurt (see
p. 87). TimeWatch uniforms provide no protection against
temperature extremes. Autochrons maintain a vacuum-
sealed and climate-controlled interior for as long as their
chronal field remains active.

Spending 1 point of Outdoor Survival will stave off the
penalty for extreme heat or cold for one scene for the Agent
who spends the point. Spending 2 points (which can come
from different Agents) will stave off the penalty for one
scene for the entire team, and their companions, up to 20
or so people. That’s enough to get a camel train through the
Sahara, but not enough to help Hannibal get his entire army

safely over the Alps.
TOXINS

Toxins are either inhaled, ingested (including by contact or
exposutre), or injected directly into the bloodstream. They
vary widely in lethality and in nature. Knockout drops may
only trigger a series of three successive Stun tests, while a
sophisticated nerve gas might have a Damage Modifier that
ranges from +6 to +16. Inhaled toxins tend to take effect
right away. Injected and ingested toxins take delayed effect,
anywhere from rounds to minutes to hours after exposure.
Their damage or effect might be parceled out in increments,
and almost always prevents you from refreshing Health
points until somehow neutralized.

Note that basic poison control is an aspect of first aid: an
Agent using Medic may be able to restore lost Health points
(if the poison was weak or easily purged), or with a Medical
Expertise spend stop additional damage and stabilize the
victim until he can be treated. The futuristic equipment

101!
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in TimeWatch medkits are equipped to treat most toxins,
making hospital visits usually unnecessary.

The GM should ideally give you a chance to avoid exposure,
likely via Medical Expertise, Sciencel, Notice, or Burglary (if the
ability was used to hide the toxin). Once you have been exposed,
many toxins allow a Health test (listed as Tes# in the examples)
for half damage or some other lesser effect (under Minorin the
examples). If you fail the test, the Severe result occurs.

The following sample toxins are only a small sliver of the
vast number of poisons available throughout history, and
almost all will reliably kill all but the most dramatically robust
of supporting characters.

With new and deadly toxins existing in parallel time
streams, GMs are encouraged to invent their own poisons
and to be creative in the process. Such toxins might reduce
the rate of healing when the Medic ability is used, might
inflict 2 or more Health damage every round for a certain
number of rounds, might immediately make a victim Hurt or
Seriously Wounded, might trigger one or more immediate or
delayed Stun tests, might affect memory or willpower, might
increase by 1-2 points all damage taken by other sources,
might raise the Difficulty on all tests by 1 point or more, or
in rare cases might trigger an immediate Paradox test.

Anthrax

Onset: inhaled (whether natural or weaponized); 2—8 days
Test: Difficulty 6 Health
Minor: +0 damage; lasts until treated

Severe: Hurt, +3 damage and —3 Athletics every day until
dead or cured

Cyber-Bee Venom

Onset: injected (from the bees); instant
Test: None

Result: Lose 1d6 Athletics points; an Athletics of 0 means
Restrained until Athletics rises above 0

Heroin

Onset: usually injected or inhaled; 2 rounds

Test: Difficulty 7 Health

Minor: You are distracted, and are treated as if Fading (see
p. 95) for 1-6 hours

Severe: Completely incapacitated by ecstasy; lasts 1-6 hours;
Addiction

Snake Venom

Onset: contact or injection; 15 minutes (or five rounds in
combat time)

Test: Difficulty 4 Health (higher for increased dosages)
Minor: +2 damage, Hurt; lasts until treated

Severe: +6 damage, —2 Athletics; —2 Health and —1
Athletics every hour thereafter until dead or treated

\

Vidh's opinion of bumblefrogs and other cryptids is
not for polite company.

Tear Gas

Onset: inhaled and eye contact; one round
Test: Difficulty 5 Health

Minor: —2 Athletics, all tasks requiring vision have their
Difficulty increased by +1; lasts until exposure ends

Severe: —4 Athletics, Hurt, all physical spends only half as
effective (e.g,, spend 2 Scuffling, get +1 on the die), near
blindness (all tasks requiring vision have their Difficulty
increased by +2); lasts until five minutes after exposure ends

Time Spittle

(processed chronal leech venom)
Onset: injection; 2 rounds

Test: Difficulty 4 Chronal Stability test

Minor: Lose 1d6 Reality Anchor points
Severe: Lose 1d6 Chronal Stability points
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CHAPTER FOUR:

TimeWatch deliberately avoids a long and detailed list of
available gear. You effectively have unlimited money and all
of time and space to pick from when you want an object;
the most entertaining solution when your Agent needs
nonstandard gear is for you to suggest it, get the okay from
your GM, and then use an interesting method to acquire it or
something similar. Agents are limited by their Preparedness,
their ingenuity, the GM’s good judgment, and their need to not
carry obviously anachronistic gear into time periods where it
will draw attention.

Most TimeWatch gear is described in extremely generic
terms and game statistics. Whether as player or GM, you are
encouraged to rename it whatever you like. It’s up to you, for
instance, whether your beam pistol is called a blaster, ray gun,
Mark XII Sandoval Disintegrator, Trekov pain enhancer, or
something even more flavorful. The weapon will still use the
same base game statistics. Standard-issue TimeWatch gear
that your Agent starts each mission with typically has an
established name.

GEAR ACOUISITION

Over the course of the game, Agents will accumulate (and
destroy) huge quantities of gear. Where does it all come
from? The GM and players should make sure the answer
to that question is interesting, or short, or both. Gear
acquisition scenes should only be dwelled upon when they
add to the main investigation, when they involve a character’s
secrets or personal arc, or when they can be thwarted by the
Agents’ antagonists.

Gear is typically acquired with a Difficulty 4 Preparedness
test, modified up or down based on the effectiveness and/
or implausibility of the gear desired. Spending Investigative
points typically adds +3 to the Preparedness roll, usually
creating an auto-success. The GM may decide that certain gear
is impossible to acquire at all, or that an Investigative spend is
required to even make the gear available. When determining
the cost, don’t think of gear in terms of what it is; think of gear
in terms of what it can help you accomplish, especially when
it gives your Agent additional capabilities. The Preparedness
cost to acquire gear rises with the rarity, effectiveness, and
usefulness of what the gear lets you do.

LEAR

Mace Hunter wants a tactical nuclear bonib. The GM rolls her
eyes and says, “No, what are you, crazy?” Chastened, Mace asks
instead for a Stun 5 neural disruptor grenade, like a PaciFist but in
a Close range blast area. Much better; the G asks him to make a
Difficulty 5 Preparedness test. If he succeeds, he has one.

Acquired gear doesn’t last longer than the mission unless an
Agent makes it into a signature item, and sometimes doesn’t
last longer than one scene, depending on its effect.

The following methods of acquiring gear keep the adventure
moving,

HANOWAVEIT

The characters are both smart and resourceful, and they
know where and when to acquire standard gear. TimeWatch
has substantial resources if you don’t mind the bureaucracy,
safe houses with well-stocked armories ate scattered across
the globe in many time periods, and Agents may even create
secure hidden stashes in remote time periods where they can
clock in and equip themselves. You can assume possession
of pretty much any conventional genre-appropriate item
that Preparedness doesn’t cover — for the rest, there’s
Preparedness or Tinkering. If you ask for a piece of gear
and the GM thinks “sure, of course you’d have that,” no
Preparedness roll is required.

REQUISITIONIT

TimeWatch has a selection of standard gear that is issued
to each agent at the start of a mission; see below for details.
Additional mission-specific gear is often added to this
standard list. If this gear is lost or destroyed over the course of
a mission, and you still have access to a time machine, it can be
replaced with a relatively easy Difficulty 3 Preparedness test.
For nonstandard gear, if it’s something that TimeWatch
keeps in its storerooms and equipment depots scattered
throughout history, Agents who can demonstrate need can
requisition it with no more trouble than a normal Preparedness
test. The Agent needs to be able to clock in to a depot, of
course, which is often impossible mid-combat. Agents willing
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to spend a Bureaucracy point when requisitioning gear may end
up with particularly well-made, fancy, or effective equipment.
Unique super-science devices or particularly effective gear
may be unavailable for requisition, may cost significantly more
Preparedness than normal, or may only be available with either
a Preparedness or Tinkering test, along with an Investigative
ability spend.

BUYIT

If the gear is legal, you can just buy it — and if it’s legal in a
different time period than the one you’re currently in, you can
usually clock out, buy it, and clock back in (possibly making
Travel tests to do so). Agents may be able to use Sciencel,
Spying, Medical Expertise, or other abilities to figure out open
sources for dodgy gear, or a quick Disguise to impersonate
someone who canlegally purchase it. Illegal or grey-market gear
takes Streetwise to locate. The GM might choose to roleplay
out the scene if she thinks it will be interesting, especially if
there may be an ambush, a double cross, a recruitment offer,
or some sort of mission-relevant clue. If not, buying gear is
usually as simple as a handwave and a Preparedness test.
Agents don’t usually have to worry about money; with so
much at stake, the last thing that TimeWatch wants is for
newly trained agents to succumb to greed. Agents literally
have access to as much money for any petiod in history as
they want, up to the equivalent of $50 million dollars or so.
If you need to buy a building to solve a chronal anomaly,
TimeWatch wants to make sure you can do so, although that
doesn’t necessarily guarantee that the building will even be
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for sale. This money can be requisitioned from TimeWatch
headquarters in whatever currency that agents desire, with the
possible exception of the 6th—14th century rai stones of Palau
and Yap™.

Losing access to TimeWatch headquarters will limit an
Agent’s easy access to immediate funds, but a Preparedness
test (along with some time traveling, creative investing, and the
human-made miracle of compound interest) can sidestep that
problem faitly easily in most time periods.

MAKEIT

Assuming you have the correct tools (which can be bought
or handwaved for Agents with Tinkering ability), materials
(which can be bought), and workspace (which may need an
Architecture, Interpersonal, or other Investigative spend to
acquire), you can use Tinkering to build or upgrade most
of your needed gear. You also need time, of course, which
becomes much less of a limiting factor when youre a time
traveler. Most things — from beam weapons to surveillance
equipment to armed explosives — can be assembled fairly
easily if you have access to parts. Agents may just need to
make a Tinkering test against a set Difficulty, or to also spend
points from related pools (Hacking, Sciencel, Spying, Medical
Expertise, Shooting, etc.) to build gear from scratch.

Creating some objects may require specific Investigative
knowledge. Time machines and chronomorphic technology
can’t be built or repaired unless the crafter has 2 or more
points in Timecraft, 1 or more points of Hacking is required
to build or repair advanced electronics from anything more
than a kit, and at least 1 point in Medical Expertise is required
to synthesize drugs or antitoxins.

Weapons, in particular, can quickly be overcharged or
altered with Tinkering to provide a more powerful than usual
effect for one shot. See details on p. 50.

As a very general rule, making things takes minutes (jury-
rigged devices and simple tools), hours (napalm, unstable
explosives, kitbashed surveillance gear), days (specialized
communication or sensory geat, identity documents, stable
explosives, simple weapons), or weeks (vehicles, complex
weapons, complex machines, and time-related technology).
These are just guidelines; complex items may take longer,
Investigative point spends can speed this up, and the Tinkering
Booster halves the amount of time required to use Tinkering;

TIMETRAVELFORIT

The most fun way to get something you need is to use time
travel to acquire it. If you need a weapon, have your future
self travel back and tape one beneath your chair; if you need a
vehicle, clock in to the past, steal one, and leave it just around
the corner; if you need a military-grade disruptor rifle, clock
in to the future to steal one, crate it up, clock in to the past,
and pay someone to deliver that crate to you at exactly the
correct time. You still need to make a Preparedness test, and

1 It’s difficult to carry a four-ton coin.
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get ready to explain how your delivery plan will work. Travel
tests aren’t required for straightforward time traveling gear
acquisition unless your GM rules otherwise. Even if she does
require Travel tests to acquire a particularly impressive item,
it’s usually worth it for the combination of a quick resolution
and a fun effect.

STEALIT

Can’t get it any other way? Use a Burglary test to steal one.
For gear stored somewhere with high security such that you
can’t just clock into the central vault with your autochron to
take what you want, you may have to mount a mini-operation
to rob the place. Just be cautious about stealing something
that’s essential to the course of history, unless you like making
unexpected paradox-related Paradox tests.

Depending on how much fun or how much of a distraction
the scene seems to be, the GM will either handwave the
burglary with a few rolls, or — if acquiring the item is the focus
of the mission — have you play out the burglary operation.

FAKEIT

Since most gear is handwaved, the simplest way to adjudicate
futuristic technology is for the player to just spend an
Investigative point and describe the effect as some sort of
gear. So long as the GM agrees, a player who wants a pair
of night vision contact lenses can simply spend 1 point of
Notice to have had them on the entire time. A player who
wants a miniature timetrap that slows an enemy into near-
glacial motion, lowering their Hit Threshold for a few rounds
and making them easier to hit, can spend 1 point of Timecraft
to emulate the effect. All such uses are subject to GM approval
and seldom last more than a single scene, and more powerful
devices usually require a Preparedness or Tinkering test as
well. Very few weapons fall under this category, but quite a
few devices that provide a temporary advantage do.

Dr. Breen wishes to have exact control over what false memories
she places in an unconscions captive. Instead of using a MEM-tag
she asks the GM about acquiring a futuristic device that insers
nanofibers into a victim’s scalp, which lets her then reprogram the
victims mind with whatever exact information she wishes. The GM
suggests that she spend 1 point of History (becanse of false historical
meemory), Science! (becanse of the devices technological nature), or
Trivia (becanse it imparts varied and detailed memories) to have such
a device, which will function once on one unconscious subject. Dr. Breen
thinks that sounds reasonable. She spends the Investigative point and
turns ont to have bad the device all along as an exiperimental invention.

If she had asked about a pharmacological approach, she might
instead have spent 1 point of Medical Expertise for a synthesized
drug, or Outdoor Survival for ballucinogenic berries to get the same
effect. Either way, itd be something that she already had in ber
possession but hadn’t needed nntil that moment.

MAKEITUP

One of the GM’s challenges with TimeWatch gear is that the
players pretty much have anything ever invented in the past or
future to choose from. When faking it doesn’t work, how is
the GM supposed to adjudicate equipment from every science
fiction book or movie her players are familiar with?

Pretty easily, actually. It requires the GM and the player to
agree on both a cool name for the gear and an effect. The
player should tell the GM what he wants and what he wants it
to do, then the two quickly agree on what it does, what it looks
like, and how much it costs to acquire. It is always the GM’s
prerogative to decide on the final cost.

Dr. Leah) Breen needs to get to the top of a skyscraper to recover
ber stolen antochron. She asks the GM if she can use her 32nd-
century antigravity emitter. “You have one of those?” asks the GM.
“Ob yes,” says Dr. Breen, looking innocent. Since it blatantly breaks
the normal rules of physics but its really cool, they agree that the
super-science device just requires Dr. Breen to spend a Science! point,
with the understanding that the device would burn out afler one use.
If she wanted to continue to use it for the rest of the scene or the
rest of the mission, they decide it would require a Science! point and
a Preparedness spend of Difficulty 4 or 6, respectively. Dr. Breen
thinfks that sounds about fair, and makes up her mind accordingly.

Later, Dr. Breen is fighting a squad of cybernetic soldiers
accidentally transported into ancient Greece, and she wants an
inhibitor field projector that can stop some of them from moving. The
GM has no idea what an inbibitor field projector nught be, and asks
Dr. Breen’s player, Raina, to describe it. Raina says its a rifle-sized
device that uses Shooting to aim, works with the Restraining rules on
P 83, and locks 1d6 targets in place with force fields while cansing no
damage. The GM considers: multiple targets is a little overpowered,
as its a combat-changer, but Restrained foes can still fight. That’s not
bad at all. She says that getting one will cost a Science! point spend
and a normal Preparedness test of Difficnlty 4. If Raina also wanted
it to canse gradual damage to its victims, the GM night raise the
Preparedness Difficulty 1o 6.

Reskinning Gear

TimeWatch focuses on effects, not objects, so if the GM allows
it, then “gear” doesn’t actually need to be a physical object.
If a different character who was being played as a psychic
asked for the same inhibitor field projector, he could spend
an Intimidation point instead of a Science! point and describe
the same effect as coming from a psychic paralysis. Obviously,
this would only be possible for a character that is consistently
played as psychic, and would require the GM’s okay.

Even weapons can be reskinned. Swords could be skinned as
dinosaur claws, a knife could be reskinned as a psychic scalpel,
and a high-tech disintegration pistol that crumbles walls to
dust could be described as psychically amplified mind-blasts.
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Borrowing From
Other GUMSHOE Books

Nights Black Agents is a supetb source for modern spy gear,
just as Ashen Stars provides an excellent source for futuristic
gear and Trail of Cthulbu can provide examples of weapons
from the 1920s and 1930s. It’s not exactly plug-and-play, as
GUMSHOE weapon Damage Modifiers vary a bit from
game system to game system, but it’s close enough that youre
unlikely to run into major problems by borrowing weapons
or technology from these sources. If you own those games,
it may be worthwhile to pillage them for ideas that you then
translate into TomeWatch.

If using Ashen Stars, note that TimeWatel’s neural disruptors
use a different stunning system than Ashen Stars disruptors.
Don’t mix the two.

ESTABLISHING SIGNATURE GEAR

You may wish to establish certain gear as a signature item,
one that helps define your character. A player who is playing
Amelia Farhart might want a jetpack as a signature item that
she has available in every mission; a player who is running a
former space marine might want his favorite disintegrator rifle
to always be available. A signature item can be a particularly
powerful gun, a chronomorphic vehicle, a particularly capable
autochron, a better armored uniform, or something else. No
two characters may have the same signature item in any given
game unless the GM gives explicit approval.

To gain a signature item, first start by acquiring it with
Preparedness or Tinkering, Before something can become a
signature item, the gear must be used by you in at least two
different scenes: two scenes in one mission, ot one scene each
in two missions. If the GM doesn’t think the gear helps define
your character, she may disallow it from being considered
signature.

Once an item qualifies by being used sufficiently, you
may spend 2 build points to add the item to your Agent’s
standard equipment list. You then have access to it in every
scene of every mission, instead of needing to purchase it with
Preparedness and Investigative points each time. That’s why
sighature items are never automatically available on your first
mission, as they are bought with build points that your Agent
acquires with mission experience.

With the GM’s approval, you may have more than one
signature item. Items that give no mechanical effect (such as
an autochron painted with unique racing stripes, or a tether
that appears as a talking pocket watch) may be free, or might
cost at most 1 build point instead.

FUTURISTIC WEAPONS IN AN
ANCIENT WORLD

Uncared-for gear suffers from chronal decay in an anachronistic
setting, so any anachronistic object doesn’t work for long when
used by anyone other than a time traveler. An anachronistic
weapon or other object used by someone without the Reality
Anchor or Tempus ability decays at whatever rate the GM
wishes for plot reasons, whether quickly (a few minutes or
after a handful of uses) or slowly (a few days or weeks, or
after many uses). The amount of time before decay sets in is
completely up to the GM, but can usually be detected through
use of the Timecraft ability. Chronal decay has a bad habit of
settling in suddenly at dramatically appropriate times.

Chronal decay can have a catastrophic effect on the fate of
stolen spaceships and autochrons, but usually has little effect
for futuristic grenades, explosives, and other single-use objects
that haven’t been stored for long.

In the case of larger items such as tanks or spaceships, the
individual with Reality Anchor or Tempus doesn’t need to be
the primary operator to stop it from losing Chronal Stability;
they only need to be touching the device, even if they’re
unconscious and tied up at the time.

A device called a chronal stabilizer (see p. 128) can
temporarily prevent chronal decay, keeping anachronistic items
within Very Long range of the stabilizer functioning normally
even when wielded by someone without the Reality Anchor
or Tempus ability. Chronal stabilizers are rare, difficult to keep
working correctly, and generally banned from transportation
through time as they’re primarily used by saboteurs.

Mace Hunter is ambushed in 1877 Deadwood, and Calamity
Jane steals the chronomorphic high-energy plasma pistol he keeps in his
holster. With Mace out of the picture, Calamity Jane or her non—tine
traveling allies can fire the pistol for a GM-determined amount of
times before it inexplicably ceases to work. Mace Hunter or another
time traveler with Reality Anchor or Tempus wonld have to touch it to
make it briefly functional once again.
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EQUIPMENT COST

A listing for cost gives a modifier to a standard Difficulty 4
Preparedness test to acquite this item for one scene (or for the
entire mission, with your GM’s approval). For instance, a cost
Difficulty +2 item would acquire a Difficulty 6 Preparedness
test to obtain. A +0 Difficulty cost is the standard Difficulty 4
for the relevant ability test.

In cases where the GM approves, especially for accessories,
Tinkering or other General abilities can be substituted
for Preparedness. For instance, an atmospherically sealed
autochron can be acquired or modified with a Difficulty 4
Preparedness or Tinkering test. A chronomorphic autochron
would need a Difficulty 6 Preparedness or Tinkering test. For
gear that combines more than one +0 cost, don’t be surprised
if the GM raises the final cost to a level that reflects the
accurate value of the final gear.

Kelfala wants to acquire a top-notch beam weapon. A standard
beam rifle is Difficulty 4; antofire adds +2, chronomorphic adds +2,
exctended range adds +1, and concussion adds +2. That results in a
Difficulty 11 Preparedness test. Kelfala spends 1 point of History
(Future) for +3 points (under the argument that he knows where
such weapons are sold), spends a whole 6 Preparedness points, and
rolls a 3. His total Preparedness test is 12, and he has the weapon.
His Shooting attacks now have a Damage Modifier of +2, have
their range extended, will knock back anyone bit, and be can use the
Autofire rules on p. §4. Whenever he travels, the beans rifle will look
like a local firearm (or like something innocuous, such as an umbrella
or cane).

Considering how much be spent, the player asks the GM if he
can hang onto the rifle for the entire mission. The GM thinks that’s
completely reasonable, with the condition that Kelfala gives it a name.
Kelfala declares that it’s a Halpin-Michienzi Mik45 Crater, so called
becanse it blasts craters into the bodies of people it kills. Kelfala decides
to refer to it as bis “Shooting star.” The GM decides to arm bad guys
with it next mission. Everyone wins.

Short on Preparedness or Tinkering points? Remember that
appropriate Investigative abilities (often including Hacking,
Paradox Prevention, Science!, and Timecraft, amongst others)
can be spent to gain +3 on a die roll.

EOUIPMENT GLOSSARY

When relevant, gear may include key words to help you
immediately define its capabilities. These are:

Ancient: This item originates from a time before the 14th
century.

Contemporary: This item originates from a time between
the 14th and mid-21st century.

Future: This item originates from a time after the mid-21st
century.

Subtle: This item, and/or its effect, is difficult to notice
when in use.

Blatant: This item, and/or its effect, is obvious when in use.

Chronomorphic: This item changes its shape and
appearance to match the historical era it is currently in. The
player can generally pick the appearance; if the GM chooses
to pick it instead, she will typically toss the player a Stitch to
say “sorry I just screwed you with something embarrassing,”

Standard: This item is TimeWatch standard equipment,
and all Agents typically start with it.

Restricted: This item is forbidden by TimeWatch edict,
and Agents cannot obtain one through normal means. The
GM may flat-out forbid using Preparedness to obtain one, or
the Preparedness test may be unusually high. To acquire one,
Agents may need to build one themselves with Tinkering, or
go on a specific mission to acquire one.

Super-Science: This item is considered super-science, and
can typically only be obtained by spending a Science! point
instead of (or in addition to) testing Preparedness.

Hackable: This item can be hacked with the Tinkering
ability to briefly improve its effect.

STANDARD ISSUE TIMEWATCH GEAR

Most TimeWateh campaigns feature standard equipment thatis issued
to every Agent. If this equipment is lost or needs replacing, and
you have access to an autochron,
the Preparedness Difficulty to \
replace standard gear is usually 1
lower than normal — although
be prepared to fill out multiple
reports promising that you didn’t
accidentally lose the anachronistic
technology in an eatlier time.

This list of standard mission
gear is:

» Autochron (your time machine)

» Impersonator Mesh

> Medkit

» MEM-Tags

» PaciFist Neural Distuptor (usable
with both Scuffling and Shooting)

> Tether

» TimeWatch Uniform

» Translator

All characters start with this
equipment at the beginning of
every mission unless the GM says
otherwise; on your character sheet,
feel free to list “standard gear”
instead of listing each of these
out. Certain campaign frames \
may use an entirely different set

of starting equipment, or may  [jme machines have
provide no starting equipment come a lona wav since
whatsoever. Your GM will let you g way
know of any changes. the ear /y [/ﬂyS.
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AUTOCHRON

Future, Blatant, Standard

The autochron is TimeWatch’s standard issue time machine,
issued to agents because it balances portability and flexibility
with ease of use. An inactive autochron looks like a 33 cm
long metal bar with no visible controls. Inactive autochrons
are incredibly robust and are quite difficult to damage (Armor
5; if unactivated, they generally aren’t damaged by an attack
unless the GM deliberately wishes them to be). When inactive,
their rod form can be used in combat as an improvised
weapon with little risk of damage to the device. An autochron
is activated by a control thought from the biometrically linked
agent it has been assigned to. A closed autochron can be
hacked to open and activate, typically requires a Difficulty 6
Tinkering test.

Once activated, the rod extends one meter to act as a set of
handlebars. Holographic controls project from the control bar,
and the operator sets the destination time and location with
voice, touch, ot prerecorded tether command. Once time and
destination are set and the autochron is activated, the device
extends a brilliant purple sphere around the operator (and up
to one adult-sized passenger, if neither mind close quarters).
It spends 1 round calculating coordinates and charging its
chronal field. One round after activation, the autochron and
anything within its chronal field clocks out and disappears.

Time traveling mid-combat can be an extremely dangerous
proposition. When the chronal field first activates, the
autochron and the operator are both quite vulnerable. Any
attack during that round that hits the time traveler, regardless of
damage, collapses the chronal field and causes the autochron
to stop working until repaired. Any individual in the chronal
field at the time must make a Difficulty 6 / Loss 6 Paradox
test. After the one round of vulnerability autochron chronal
fields act as cover for the pilots inside them, raising Agent Hit
Thresholds by 1 point. After a jump an autochron requires
1-3 rounds, rolled randomly as needed, before it recharges
and can time travel or teleport again.

Broken autochrons can be repaired with several hours of work
by an Agent with Timecraft 2 and an expenditure of 6 Tinkering,
although the GM may decide to increase or reduce this repair
time and Tinkering cost based on the availability of parts and
tools. Spending a Science! or Timecraft point typically cuts this
time in half, as does the Tinkering Booster Rapid Deployment.

Autochrons are usually set to adjust their arrival location to
somewhere private where their distinctive sound and vibrant
putple glow will not be seen. This can easily be turned off
by an operator more interested in accuracy than secrecy.
An autochron can safely materialize underwater or in outer
space and will protect the operator from atmosphere-based
environmental hazards so long as the device remains active.

Materialized autochrons cannot physically move under their
own powet, like a car or a carriage. They only re-emerge inside
a solid object if deliberately hacked to do so, something that
almost never occurs. This results in a Class 2 explosion.

Although operators can specify a spatial arrival coordinate,
the autochron’s physical arrival accuracy is somewhat
dependent on the distance traveled in time. Travel within a
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year, and it’s usually exact; within a decade, and it lands in
the same room as the intended spot; within a century, and it
arrives in the same building, up to an error of perhaps twenty
kilometers after traveling hundreds of millions of years. The
GM can increase or decrease this accuracy at her whim, and
one Agent spending a Timecraft point before clocking out will
usually ensure precise arrival for the entire group.

The chronal accuracy of an autochron does not suffer from

iy



this error. Barring interference or unusual circumstances, an
autochron arrives exactly when it is set to, regardless of the
amount of time jumped.

IMPERSONATOR MESH

Future, Subtle, Standard

Impersonator mesh is a transparent, psi-active device
that sits directly on the Agent’s skin and immediately blends
in with skin to become almost invisible. It samples nearby
thoughts and causes observers to be casually uninterested in
any individual wearing the mesh. Impersonator mesh grants a
+3 Stealth Modifier on Unobtrusiveness tests so long as the
Agent has not yet brought attention to himself in some way.
It does not function against mechanical detection devices such
as robots, Al, or security systems, and ceases functioning for
the scene once the Agent deliberately or accidentally gets the
attention of anyone outside of the mission team.

MEDKIT

Future, Blatant, Standard

A TimeWatch medkit consists of a drug synthesis micro-
unit, a tether-linked bio-scanner, rapid-heal nanites, dermal
repair units, and other technobabble-laden devices that provide
rapid and high-tech healing. As noted on p. 48, the Medic
ability works at half efficiency unless the Agent possesses a
medkit. The act of using a medkit when healing someone in
an anachronistic time period is immediately obvious to anyone
with the slightest degree of medical training, and may trigger a
Paradox test and/or get you strung up as a witch.

MEM-TAGS

Future, Standard, Hackable

When someone witnesses anachronistic events and can’t
be talked out of the memory in any other way, TimeWatch
agents turn to the MEM-tagging process. MEM-tags are small
data chips that must be deliberately placed on an unconscious
(and usually stunned) subject. They act as a chronal beacon
for TimeWatch technicians in the far future to kidnap the
subject with a directed tachyon beam. Subjects are kidnapped,
mind-wiped, given reconstructed memories, and returned to
their same locations a few milliseconds later, after which the
agent removes the used MEM-tag, To local observers a MEM-
tagged subject seems to flicker slightly; once woken, they
will remember whatever variant memories that TimeWatch
technicians have installed.

The process isn’t perfect; it isn’t uncommon for subjects to
experience lost time or déja vu, have contradictory memories,
or to retain a feeling of being probed. The process leaves
neurological traces in brain chemistry that can be detected
with Medical Expertise or Science! by an investigator who
is deliberately looking for irregularities. Rumors that some
TimeWatch agents have themselves shown signs of MEM-
tagging are surely just that: rumors.

One thing is clear: rendering the subject unconscious first isn’t
just a good recommendation to make the technicians’ jobs easier.
The tachyon-beam technology used for remote retrieval typically
renders a conscious subject incurably insane. MEM-tags have
a red LED that starts blinking when it locks onto a conscious
target, and as per TimeWatch regulations, technicians refuse to
retrieve them. This bureaucratic limitation can be sidestepped
with a Bureaucracy spend (to have bribed the technician), or a
Tinketing test (to have surreptitiously hacked the MEM-tag).

Clever Agents may try to use MEM-tags to heal their own fallen
and unconscious Agents, something that is against TimeWatch
policy but which sometimes occurs anyways. An expenditure of
2 Bureaucracy points is required; these points can either come
from the unconscious Agent, the Agent slapping on the MEM-
tag, or both. Without the Bureaucracy spend, the downed Agent
is simply not retrieved by technicians who have a greater love of
bureaucratic protocol than they do of heroism.

Successful retrieval delivers a fully healed but stunned Agent
to the spot he disappeared from seconds before. As with any
stunned character, a successful Difficulty 4 Medic test (typically
taking a combat action) is needed to restore consciousness.
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Anything that stops time travel, such as chronal inhibitors,
mission-related time disruption, gratuitous GM plot devices,
and the complete or partial elimination of TimeWatch through
chronal hijinks will stop MEM-tags from functioning,

PACIFISTNEURAL DISRUPTOR

Future, Subtle, Chronomorphic, Standard, Hackable; Close
range; Stun 5

PaciFists are stun guns usable with both the Scuffling (for
Point-Blank range only) and Shooting (for up to Close range)
abilities, and are specially designed for TimeWatch use. They
are chronomorphic, blending in to a historical era by changing
their physical shape and appearance. Agents can usually decide
what shape their PaciFist assumes: a walking cane, a six-gun
revolver, a mobile phone, a short stick, a cigarette case, a pipe,
or whatever appropriate form the Agent wishes. The GM
can pick the form for the player if she wishes, although she
may want to toss the player a Stitch if she picks something
awkward or incongruous.

PaciFists have a rating of Stun 5. They only work at Point-
Blank and (if used with the Shooting ability) Close range,
and are ineffective at farther ranges. That’s their trade-off for
making no noise and having no visible beam; the only way to
tell a PaciFist has been fired is by the slight scent of ozone and
a toppling, unconscious body, which makes them perfect for
undercover work.

As described on p. 51, making a successful Tinkering test
can overcharge a PaciFist, boosting its effect up to either Stun
6 or Near range, your choice, for its next shot. Rolling a 1 on
the d6 during an overcharged attack burns out the weapon
regardless of whether the attack was successful. Fixing a
burned out weapon requires 10 minutes of work time and a
successful Tinkering test.

TETHER

Future, Subtle, Standard

No one expects your character — or you — to remember
all the intricate details of recorded history. That’s what your
tether is for.

This 25th-century technology is a ring-sized personal digital
assistant on overdrive. Your tether serves as your encrypted
communicatot, your camera, your encyclopedia, your journal,
your holographic research assistant, and your personal historian
for any information you don’t already know. It can observe and
record your surroundings, talk directly and secretly into your
ear through a subdermal implant, feed information directly
into linked contact lenses, holographically display and rotate
3-D maps, translate any known language instantaneously,
interface with your weapons, manifest a holographic screen,
and help you run technical tests if you need to investigate a
crime scene. The Al in your tether is even capable of having
its own personality, although not all agents enable this.

Tethers access records of true history, the correct recorded
history as TimeWatch knows it2. When history changes
around you, your tether won’t know anything about the newly
created history, but it will tell you what originally should have
happened instead.

Your tether is chronomorphic; that means that it adjusts its
appeatance to your current time petiod. If you're in the 20th
century, its holographic readouts might look like a newspaper;
in the 15th century, like a woodcut. You usually get to choose.

If you lack the Research Investigative ability, your
connection with your tether is somewhat compromised when
compared to other Agents. Your tether will still report to you
on whatever eras of history you have selected as Investigative

2 If there have ever been cases of internal saboteurs within
TimeWatch hacking tethers to change the official record of true
history, the event has been covered up — or no one has noticed yet.
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Dr. Breen uses her tether to call in an airstrike
from the weapons satellite her future self is
going to place into orbit last week.

abilities, but will lose its data connection or have a tendency to
report less relevant information when you are attempting to
research other areas of interest. Don’t be surprised if the GM
has fun roleplaying this.

Make no mistake, tethers atre a plot device that exist to make
TimeWatch games more fun. They’re the reason that Agents
using their Research ability can spend most of their time in the
field instead of in libraries. Not that libraries aren’t fantastic,
but when you need to know the exact details of the Battle
of Hastings while someone with a sword is trying to kill you,
you’ll appreciate your tethetr’s more immediate convenience.

Because their capabilities aren’t minutely desctibed, a tether’s
capabilities can be as advanced as you and the GM wish it to
be. Tethers are superb for explaining how you can quickly gain
information from your more obscure Investigative abilities.
Whether you're secretly subvocalizing with your team on an
encrypted channel, interfacing with a missile’s guidance system,
hacking a massive information network, or viewing a 3-D map
of Prussian battle sites, your tether is the tool of choice to use.
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TIMEWATCH UNIFORM

Future, Subtle, Chronomorphic, Standard; Armor 1

It’s common for TimeWatch agents to change clothes
early and often as they disguise themselves for different
time periods, and the TimeWatch uniform often remains
on if it can be worked into the disguise. This comfortable
two-part uniform of incredibly light, resilient futuristic
material is chronomorphic and can be changed in color and
shape to accompany many appropriate styles for a given
era of history. Its most valuable quality is that despite its
lack of heft, the nanofibers it is woven from act as Armor
1 (see p. 123) against all Scuffling and Shooting attacks. It
does not provide protection from incidents such as fire,
explosions, and crashes.
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Itis up to the GM and the group to decide what TimeWatch’s
official uniform looks like in terms of color, pattern, and cut.

TRANSLATOR

Future, Subtle, Standard

Using the sensory data from your tether, the translator
instantly translates any historical language that TimeWatch
linguists have investigated and instantly allows an agent
to correctly vocalize that language as well. If desired,
vocalization can include an accent. The translator can also
translate written text and hieroglyphs, if they are in a known
language and are legible.

There are some languages that the translator cannot help
with until it has gathered a sufficient sample of audio and/
or written data: extremely obscure languages, prehistoric
languages, alien languages, and unique languages from
parallel timelines.
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TIME MACHINES

Thete are many different ways to time travel, and different
antagonists will use different methods. These time machine
accessories and alternate time machines may replace the
TimeWatch’s standard autochron entirely, or be encountered
in use by others during missions.
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Autochron Accessories

Autochrons are the standard time machine issued to TimeWatch
agents; full details on autochrons can be found on p. 110.

Want to trick out your time machine? You have a variety
of options available through Preparedness and Tinkering
Options include:

Atmospheric Sealant
Cost: Difficulty +0
Future

Autochrons can be specially designed to always protect their
inhabitant with an atmosphere-sealing force field whether the
chronal field is active or not. This force field is permeable to solid
matter but keeps out poisonous vapors, pressutized water, and the
vacuum of space. These autochrons are typically used for missions
underwater, in deep space, or on hostile planets, as they’re more
robust than normal autochrons would be in these environments.

Chronal Net
Cost: Difficulty +0
Future, Blatant

When something larger than a human needs to be moved
through time, it takes two TimeWatch agents and a chronal



net. The net is an energy net, not a physical one; as long as
one autochtron is outfitted with the device, the net stretches
between both time machines up to roughly a 10-meter length
(about the right size to move a truck or a T. rex, but too
small to move something like a battleship). An object can be
entangled by a successful Difficulty 4 Vehicles test by both
Agents, and any entangled object is transported through time
with the autochrons that have entangled it. If the autochrons
travel to different destinations, the chronal net automatically
fails.

Chronomorphic Technology
Cost: Difficulty +2
Future, Chronomorphic

Since autochrons collapse down into short rods, they are
seldom equipped with chronomorphic technology that can
disguise them in other time periods. When you fail your roll
to acquire a time machine with chronomorphic technology,
you still receive it; it just has a tendency to stick in one form
for multiple missions, or to assume an appearance completely
foreign to the local time and place.

Mounted Weaponry

Cost: Difficulty +4, or spend 1 Bureaucracy point to
requisition from TimeWatch’s Citadel
Future, Blatant

While autochrons are not typically armed, autochron-
mounted weapons can rain down death from above with great
efficiency. Their attack is far from subtle, however, and an
autochron cannot be collapsed into rod form while weapons
are attached. When TimeWatch needs a mounted-weapons
platform, they typically use a different time period for a staging
area first to order to equip the battle platforms.

Autochron cannons always use the Vehicles ability to aim
and operate, and can be fired from Long range. They are
typically available in three forms, each at Preparedness 6:
Heavy Beam cannons, doing +3 damage against one target;
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Wildfire Projector cannons, inflicting extensive exposure
to fire (see p. 101) and setting flammable objects ablaze; and
the four-ammo Paradox Missile cannon, creating a class 3
explosion from Long range (see p. 99). These weapons are
never authorized for use in anachronistic time periods where
there is any chance of surviving witnesses.

Tether Link
Cost: Difficulty +1
Future, Subtle

A tether link’s neural interface allows you to operate your
autochron hands free. In a time chase, your autochron tether
link will give you 1 bonus Stitch each time you clock out during
the chase. That Stitch is typically used to refresh Vehicles
points, but it does not need to be.

Delorean (or Other Unusual Device)

Sometimes you just need to send your Agents off in a sports
car equipped with a flux capacitor. This is unlikely to be
relevant unless you’re running a very particular cinematic one-
shot. If you are, load the car with plutonium and get it up
to 88 mph, and you’re off and running; If that doesn’t work,
track down an oscillation overthruster instead. They’re rare,
but effective.

Unexpected items can hide a time machine. Don’t be
constrained by cars, traditional time cycles, or even high-tech
devices. If you want your time machine to be an intelligent
pocket watch, a Lockheed Electra 10 airplane, skateboard,
hang glider, telephone booth, police box, hot tub, or even a
big inflatable bubble, feel free. It’s also up to you whether the
exterior of your device hides a much larger interior than one
might think.

Alien technology might produce a completely unexpected
time travel effect, such as an elaborate mental construct or a
particular frequency of smell and sound. This is how the alien
species ezeru time travel, for instance.

Not all time machines are equipped with chronomorphic
technology, and even if yours is, such technology may
occasionally malfunction. Be prepared to hide your device
carefully if it isn’t easily portable.

Magic Ritual

Want less sci-fi and more fantasy? Perhaps ritual magic can
pierce the barriers of time itself. It’s unlikely that this method
would be used by primarily futuristic antagonists, but ancient
shamans or magicians have plenty of opportunities to change
the time stream — particulatly if time travel isn’t the only
magical power they possess.

Mutant Ability

Unique individuals may have the ability to time travel and
teleport, whether as a mutation or as a super power. Their level
of control over their power is left as an exercise for the GM, as
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guided by TimelWatch’s antagonist rules (p. 192), but in cinema
such individuals often have the additional ability to literally
stop time and move between the moments. Should such an
individual appear in a TimeWatch game, they are typically pulled
back into normal time the instant they attack another creature.

Remote Transfer

With this system, you don’t carry a time machine and
all time travel is handled from a single location such as
TimeWatch HQ. To time travel, you must use some method
to contact headquarters and specify a time and place for
a remote transfer pickup. Anyone in that location at that
time will have the option to time travel. TimeWatch uses
this technology to pick up and return MEM-tagged local
witnesses who require memory reconstruction after seeing
something anachronistic.

If the GM doesn’t include technology to communicate
instantly through time, relaying your need for remote transfer
can become a challenge. In a game without autochrons, for
instance, TimeWatch’s intelligence analysts might send you
back to the 14th century via remote transfer. The time-beam
drops you off without problem, but how do they know when
to pick you up? When you want to travel to a different time
period or return to headquarters you must get a message
to a contemporary TimeWatch outpost that schedules
regular message drops, or bury a message in a secret time
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capsule. This capsule will then get dug up by TimeWatch
far in the future, and the details of the message entered into
the computer so that at the appropriate moment a remote
transfer technician will receive a “l4th-century pickup
required” Action Item on her to-do list.

Static Wormbhole

Whether natural or human made, these portals or wormholes
are usually semipermanent and unmoving; They link one era of
time to another, and may be one way. When you find societies
who banish their prisoners back to the Pliocene era, it’s most
likely through a static wormhole with no way to return.

Despite their names, static wormholes might shift
predictably, skipping in a pattern through destinations in space
and time. By timing your arrival and exit carefully, you can use
these as a means of chronal and spatial transport.

Time Cycle

This time machine inspired by Poul Anderson’s iconic Time
Patrol stoties looks much like a treadless snowmobile. H. G.
Wells’ time machine falls into this same category. A time cycle
is typically a wheelless scooter designed to hold two people.
There are no seat belts and no canopy. The time cycle can fly,
appear at precisely any location and any time, and requires no
special key to activate.

As a time vehicle, its main weakness is that it’s obviously
anachronistic and can’t easily be hidden. Agents typically solve
this problem (at least in pre—manned flight eras) by remotely
sending it up 10,000 meters into the sky, and then remotely
calling it back down again when it is needed. The time cycle
has no warm-up period, and there’s no particular danger from
using one while you’re in combat — other than the fact that
they’re large, ungainly, difficult to transport unless you’re flying
it, and obviously futuristic.

Time Slider

These time machines can take any form the GM chooses.
Time sliders are notable because although they transport
people through time, they don? move them through space
(other than compensating for Earth’s normal movement).
Include these in a game only when most missions happen in
a specific, bounded geographical space, such as a single city.

Momentum is not conserved when using a time slider. If
you trigger one while standing on the roof of a building and
travel back in time 200 years, that roof may no longer be
there, and you’ll fall; if you trigger one while in a speeding
airplane, you’ll likely find yourself free-falling at terminal
velocity in the new time zone. If you activate a time slider,
and travel to the other location is impossible due to physical
impediment (such as a glacier covering the spot), the device
simply fails to function.

Time sliders can have a range of functionality; the GM may
decide that they only flip between two discrete time periods 50
years apart, or they only work within 100 years, or they only
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flip between the present and the year 66 CE. This restriction
may be a fundamental aspect of how time travel works in the
GM’s campaign frame, and can be altered only with explicit
GM permission.

Wormbhole Projector

This device, whether handheld or as large as a factory floor,
creates a tunnel through space and time. Anyone walking
through this wormhole while it is open appears in the
destination location, and anyone walking through from the
far side can appear at the location and time of the projector.
While this method usually has particularly good special effects
associated with it, it’s not particularly flexible as a means of
surreptitious travel. Lots can go wrong with a wormhole
projector, not the least of which is that you can’t easily bring
another projector through the wormhole it’s creating.

WEAPONS

Weapons in TimeWatch are split into three vast eras: ancient,
contemporary, and future. Figuring out where a weapon’s
origin lies is usually a matter of common sense.

The weapon damage table can be found on p. 82. Weapon
statistics are uas#ly simplified due to the number of possible
weapons that exist across time. Differentiating most weapons is
usually a matter of narrative description, not game mechanics.

Altani is the dangbter of Genghis Khan, a Mongol warrior who is
an excpert with the bow and arrow. Mace Hunter is a jungle explorer
and big game bunter, typically armed with a high-caliber pistol and his
trusty elephant gnn, O1’ Bessie. Although no one is going to mistake a
bow and arrow for a revolver, both do +1 damage; the bow is virtnally
silent and bas a longer range, and the pistol is louder and does more
damage at Point-Blank range. The elephant gun is considered a heavy
rifle, doing +2 damage, but its just about the opposite of a stealth
weapon. This noise only becomes relevant when the GM thinks it
should, typically by resulting in adjustments to Unobirusiveness lests,
as the weapon has no game mechanics associated with its volume.

Mace may be out of luck, however, when he travels to eras
where firearms baven't been invented yet or where they stand out.
He can either try to fit O Bessie with chronomorphic technology
(see p. 115), leave it bebind, switch to an era-appropriate weapon,
or risk standing out as anachronistic. Altani has the same
problem when she travels to the future and beam weapons are far
more common than bows.

ANCIENT WEAPONS (<14TH CENTURY)

Ancient weapons originate in the 14th century and eatlier,
prior to the invention of gunpowder and firearms (at least in
the normal course of history). Without firearms, people spent
a lot of times developing weapons that would crush, slice,
eviscerate, or mangle an enemy in good old hand-to-hand
Scuffling combat.

Weapons that are easy to find can be acquired for free, or at
most a Difficulty 3 Preparedness test. More obscure weapons,
such as a well-made sword, cost a Difficulty 4 Preparedness test.

Scuffling-based Ancient Weapons (small):

» Club (Damage Modifier +0)

» Knife (Damage Modifier +0)

» Leather Sack full of iron shot or metal coins (Stun 3)
» Pointy Rock (Damage Modifier +0)

» Small Improvised Weapon (Damage Modifier +0)
Scuffling-based Ancient Weapons (large):

» Axe (Damage Modifier +1)

» Heavy Club (Damage Modifier +1)

» Horse Lance (Damage Modifier +2)

> Large Improvised Weapon (Damage Modifier +1)
» Polearm (Damage Modifier +1)

» Sword (Damage Modifier +1)
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Shooting-based Ancient Weapons:

» Crossbow (Long range; Damage Modifier +1)

» Longbow (Long range; Damage Modifier +1)

» Spear (Long range; Damage Modifier +1)

» Throwing Knife (Near range; Damage Modifier +0)
» Thrown Rock (Near range; Damage Modifier +0)

Tinkering-based Ancient Weapons:

» Siege Weapon (Long range only; Damage Modifier as a
Class 2 explosion (see p. 99)

CONTEMPORARY WEAPONS
(14TH CENTURY — 215T CENTURY)

There’s a huge range of variation between weapons in this
time period, with lethality rising substantially beginning in the
19th century. Firearms change in their accuracy, quality, and
appearance, from single-shot, low-range rifles in 14th-century
China, to fully automatic assault rifles and specialized sniper
rifles at the end of the 20th century. Stun guns make their
appearance in this era, acting as low-powered (Stun 3) neural
disruptors, and unusual weaponry appears (such as quick-
setting foam grenades to restrain people) that typically require
a Sciencel, Tinkering, or Preparedness spend to acquire.

Laser sights and telescopic scopes also become available
in this period, vastly extending the range of firearms. See the
range table on p. 78 for rules on extending range. Instead of the
standard Long range, for instance, a fully equipped sniper rifle
can allow accurate (if difficult) targeting from kilometers away.

If no cost modifier is listed in the below list, the Difficulty
of the Preparedness test to acquire the weapon is 4.

Athletics-based Contemporary Weapons:
> Grenade (see Explosives and Explosions on p. 99)

Scuffling-based Contemporary Weapons (small):
» Blackjack (Stun 3)
» Extendable Police Baton (Damage Modifier +0)
» Taser (Stun 3)

Scuffling-based Contemporary Weapons (large):
» Machete (Damage Modifier +1)

Shooting-based Contemporary Weapons (small):

» Light Pistol (.32 pistol and smaller) (Near range, older
pistols may have Close range instead; Damage Modifier +0,
+2 damage at Point-Blank range)

» Heavy Pistol (9mm pistol or larger) (Near range, older
pistols may have Close range instead; Damage Modifier +1,
+2 damage at Point-Blank range)

Shooting-based Contemporary Weapons (large):

» Light Automatic Weapon (submachine gun) (Near range;
Damage Modifier +1, +2 damage at Point-Blank range; see
rules on p. 78 for autofire)

» Heavy Automatic Weapon (machine gun) (Long range;
Damage Modifier +2, +2 damage at Point-Blank range;
see rules on p. 84 for autofire) Assault Rifle (Long range;
Damage Modifier +1, +2 damage at Point-Blank range)

» Light Rifle (6.5mm rifle or smaller) (Long range; Damage
Modifier +1, +2 damage at Point-Blank range)

» Heavy Rifle (30 rifle or larger) (Long range; Damage
Modifier +2, +2 damage at Point-Blank range)

» Rocket Launcher (see Explosives and Explosions on p. 99)

» Small-gauge Shotgun (20-gauge or smaller) (Close range;
Damage Modifier +1, +3 damage at Point-Blank range)

» Large-gauge Shotgun (12-gauge or larger) (Near range;
Damage Modifier +1, +3 damage at Point-Blank range)

Tinkering-based Contemporary Weapons:

> Missile (see Explosives and Explosions on p. 99; Cost: Difficulty
+2 to significantly higher, depending on the missile power
and feasibility)

» Weaponized Mini-Drone (see Explosives and Explosions on p.
99); Cost: Difficulty +1

Weapon Accessories:

» Bipod (reduces range penalties (see p. 78) by 1); Cost:
Difficulty 3

» Gun Scope (reduces range penalties (see p.78) by 1); Cost:
Difficulty 3

» Laser Sight (reduces range penalties (see p. 78) by 2); Cost:
Difficulty 3

These penalty reductions are cumulative for a fully equipped
weapor.

FUTURE WEAPONS
(21ST CENTURY ONWARDS)

It’s a little tricky to predict what weapons are available in the
future; a good guideline is “if you’ve ever seen it in a science
fiction movie or book, and your GM agrees, it’s available.”
Consider the examples in this category to be exactly that, and
use your ingenuity to create and produce additional weapons.
It’s important to remember, though, that TimeWatch works
on cinematic logic. If there’s ever a question between “do
physics work as they do in a time travel / science fiction
movie, or as they do in real life?” the answer is almost always
the former.

Weapons almost always have compromises; for instance,
deadly weapontry is seldom unsubtle, making loud noises and
bright beams. Ask yourself “would this weapon look good in
a science fiction movie?” If the answer is no, either change it
until it would fit or adjust the Difficulty cost upwards.

Typical future weaponry makes vast improvements in
disabling enemies without killing them (such as with neural
disruptors), and focuses on beam weapons with shimmering
rays and the ability to disintegrate. Default damage for beam
weapons is a Damage Modifier of +2, although additional
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A chronal destabilization grenade unanchors its victims from
time, blasting away Chronal Stability instead of Health.

attachments are available by increasing the Difficulty of the
Preparedness test.

If no cost modifier is listed in the below list, the Difficulty
of the Preparedness test to acquire the weapon is 4.

Athletics-based Future Weapons:
» Grenade (see Explosives and Explosions on p. 99)

» Chronal Destabilization Grenade (triggers a D4/14
Paradox test from every time traveler in Close proximity to
the grenade’s location; see p. 89); Cost: Difficulty +2

» Neural Disruption Grenade (triggers a Stun 5 test from
every time traveler in Point-Blank proximity to the grenade’s
location; see p. 86); Cost: Difficulty +2
Scuffling-based Future Weapons (small):

» Inactive Autochron used as a club (Damage Modifier +0)

» Neural Disruptor Rod (Stun 5)

» PaciFist (subtle, hackable; Stun 5. Also usable as a Shooting
weapon)

Scuffling-based Future Weapons (large):

» Powered Exoskeleton (Armor 2; Damage Modifier +2);
Cost: Difficulty +2

Shooting-based Future Weapons (small):
» Beam Pistol (Near range; hackable; Damage Modifier +2)
» Neural Disruptor Pistol (Near range; hackable; Stun 5)

» PaciFist (Close range; subtle, hackable; Stun 5. Also usable
as a Scuffling weapon)

Shooting-based Future Weapons (large):
» Beam Rifle (Long range; hackable; Damage Modifier +2)
» Neural Disruptor Rifle (Long range; hackable; Stun 5)

FIREARMS

Near to Long range; Damage Modifier +1 or +2.

Firearms range from pistols to long arms, from misfiring
muzzle-loading muskets to high-powered sniper rifles with
tripods and laser sights. You’ll find firearms in any historical
era from approximately the 13th century on, although they
remain rare or nonexistent in certain closed or isolated cultures
until introduced by explorers.

Certain alternate time streams or parallel universes may lack
firearms; unless the laws of nature that govern gunpowder
ignition are different there, firearms imported from true
history will work in such places.

TimeWatch simplifies the differences between different
types of firearms almost out of existence. Firearms do
damage as described on p. 82, inflicting a Damage Modifier
of +0 (for particularly weak weapons) or +1, with an
additional +2 damage bonus for Point-Blank range. Heavy
firearms do an additional point of damage. Firearms have a
range as described on p. 78, and encompass guns from 13th-
century Chinese fire lances up to futuristic weapons accurate
up to 2500 yards or farther. Bipods, scopes, and laser sights
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can significantly increase a firearm’s range. It is generally
assumed that you are reloading your firearm as needed,
although as noted on p. 83 there may be times that the GM
requires a combat action to reload.

At the GM’s discretion, particularly early firearms may be
less accurate, slow to load, or have a shorter range than typical
ones. This is an exception, not the default.

The player and GM can be as specific or as general as
they like when describing firearms; whether a player has an
Old West six-gun or a futuristic slug-thrower, the guns have
identical damage and characteristics. This is a generalization
for the sake of game speed and simplicity. History contains
a wide array of firearms in different styles, caliber, and levels
of lethality. TimeWatch focuses on a cinematic approach to
weaponty, however, which means that as long as you can
describe it engagingly it doesn’t much matter that the damage
is suspiciously similar to other weapons around it.

BEAM WEAPONS

Future, Hackable; Near to Long range; Damage Modifier +2.

Basic beam weapons are available with a Difficulty 4
Preparedness test. Beam pistols have a maximum range of
near; long arms, such as a plasma rifle, have a maximum range
of long. Beam weapons have a Damage Modifier of +2 but

N\

When you're a time traveler, shooting
someone with bullets is SO passé.

never do extra damage at Point-Blank range. There are a
variety of different beam weapons, as noted below, and an
Agent can customize which type he acquires by altering the
Difficulty of the Preparedness test before rolling.

A beam weapon may have great range and do more damage,
but its not exactly a stealth weapon. Beam weapons aren’t a
standard part of TimeWatch agent gear because their energy
beam is too difficult to disguise in most anachronistic settings.
Still, they’re remarkably useful when your Agent’s in a firefight
and doesn’t need to disguise his origin. Unless the GM specifically
decides otherwise, beam weapons always make a noise when
firing and the weapon always emits a bright, noticeable beam.
These might be blue-white lances of energy, flame-red laser shots,
glowing green concentric circles, or whatever you choose. Sparks
and energy usually flare up from where a beam hits.
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Tinkering With Beam Weapons

Agents can use the Tinkering ability to briefly alter their beam
weapons by making a Difficulty 4 Tinkering test. Doing so
takes one combat action, or can be done as part of a combat
action if the Agent has the Rapid Deployment Booster.

It’s risky to tinker with a weapon; whether you successfully
hit or not, rolling a 1 on the Shooting test die during that shot
will blow out the energy source of your weapon, requiting
another Tinkering test and 10 minutes work to repair.

Tinkering with a beam weapon can achieve one of the
following effects:

» You can briefly overcharge a beam weapon to ignore cover
for 1 shot, literally burning away or phasing through the
cover to have a better chance of hitting the target. The
target is treated as if they’re exposed, so their +1 or +2
bonus to their Hit Threshold from partial or full cover is
ignored for that one shot.

» You can briefly overcharge a beam weapon to increase its
damage bonus by +1 point for one shot.

> You can briefly extend a beam weapon’s range, increasing
pistol range from Near to Long range, and beam rifle range
from Long range to Very Long range. Your target’s Hit
Threshold doesn’t rise due to the extended range.




Beam Weapon Variants

Many different vatriants of beam weapons are available. Feel
free to mix and match, adding the Preparedness Difficulty
modifiers together before making a test. If you’re wortied you
don’t have enough Preparedness or Tinkering to make the roll,
remember that appropriate Investigative spends can add +3
to a General ability test. If you want a particularly versatile
weapon, you may need to take advantage of that rule.

Raina wants ber character to have a chronomorphic beam weapon
that also disintegrates dead and inanimate objects. The Difficulty of her
Preparedness test is 4 + 2 (chronomorphic disguise) + 2 (disintegration),
totaling 8. Barring the pistol being stolen or discarded, ber character will
Feep the pistol for the duration of the mission. She spends a Science! point
and 4 Preparedness points for a bonus of +7, successfully makes the
Preparedness test, decides what the pistol and its beam looks like, and
names it (the Breen Mark I Demogrifier), and she’ ready to go.

Autofire
Cost: Difficulty +2

The beam weapon equivalent of a machine gun, these pistols
and rifles can affect more than one target with a single shot (as
explained by the Autofire rules on p. 84). Unlike the way that
machine guns throw many bullets very quickly, autofire beam
weapons create a lasting ray that can be swept across several
targets at once. Autofire can also be added to a neural disruptor,
allowing you to stun more than one enemy with one shot.

Chronal Destabilizer
Cost: Difficulty +2

This weapon is capable of loosening the ties that anchor
time travelers in their current era. Instead of doing normal
Health damage, a target hit by the chronal destabilization
effect must make an immediate D4/L4 Paradox test. Against
time traveling antagonists, this Loss affects Tempus instead of
Chronal Stability, and may cripple or restrict their ability to use
time-related special powers (see p. 148). You can flip between
lethal and chronal destabilizer settings freely in combat.

Chronomorphic Disguise
Cost: Difficulty +2

These weapons automatically adapt to look like a weapon
or object native to the local era. This does not change the
appearance of the beam. In the Old West, for instance, a
chronomorphic blaster might look like a six-gun or a walking
cane, even though it still shoots a glowing red beam. An Agent
with 2 or more rating points of Timecraftand 1 or more rating
points of Science! can add chronomorphic technology to any
beam weapon with a Difficulty 4 Tinkering test.

Concussive
Cost: Difficulty +2

A kinetic or concussive beam requires the struck target to
make a Difficulty 4 Athletics test or be thrown off his feet

and backwards three meters; if the target is in Point-Blank
or Close range, and the target is human sized or smaller, this
effect knocks them back one range. Should the target be near
the edge of a precipice when shot (and aren’t they always?),
they may be knocked off. In this case, Agents and dramatically
important antagonists or supporting characters can make a
Difficulty 5 Athletics test to grab an edge and avoid the fall.

Disintegration
Cost: Difficulty +2

A disintegration pistol does no extra damage, but
disintegrates a chunk of an inanimate object or a dead foe
instead of just damaging it. There’s no disintegration effect
against living or animate creatures (until you kill them, at which
point they collapse into dust), although cosmetic damage such
as smoking and burned clothing is traditional. A disintegration
pistol can be used to blast through walls or floors if you don’t
mind leaving an obvious hole behind, and has the tendency to
quickly destroy cover that a target is hiding behind.

Dual-Use Stunning
Cost: Difficulty +2

Most beam weapons do not stun their target. It’s possible
to acquite a dual-purpose stunner / beam weapon, though,
if you don’t mind it not working particularly effectively. Such
weapons have the standard Damage Modifier of +2, or act
as a relatively weak Stun 3 neural disruptor, perfect for taking
down Mooks but largely useless for more capable foes. You
can flip between lethal and stunning settings freely in combat.
If you want a more powerful stunner, stick with your Pacilist
or a dedicated neural disruptor.
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Extended Range
Cost: Difficulty +1

Certain weapons have a longer than average range, extending
their normal accuracy range by one range category.

Intimidating

Cost: Difficulty +2

This weapon is terrifying in both appearance and use.
Wielding it gives characters with the Intimidation ability an
extra Intimidation pool point that can be spent once per
session. Spending this bonus point must involve the weapon
in one way, shape, or form.

Low-Profile
Cost: Difficulty +1

This weapon is difficult to notice when not in use,
whether due to disguise, disassembly, or small size. Anyone
hoping to notice it must make a Difficulty 4 test (usually of
Unobtrusiveness) to do so, and the weapon does not trigger
normal security scanners.

Paralysis
Cost: Difficulty +3

A crippling effect causes the normal beam weapon to also
disrupt nerve impulses between a living target’s brain and
their limbs. Every time the target is damaged by the weapon,
they also lose 2 points from their Athletics (or Tempus,
when applicable) pool. A target with a 0 Athletics pool due
to the paralysis effect tends to move slowly and clumsily, and
must spend an entire combat action to change ranges by one
category or move within a range category. The paralysis does
not otherwise affect Scuffling, Shooting, or other abilities. It
wears off at the end of the scene; the target can temporarily
fight its effects by raising their Athletics pool above 0.

Sample Beam Weapons

Make up names and descriptions for your own custom
weapons to the extent you like. It’s useful to specify what the
weapon looks and sounds like when fired, and a tiny bit of the
weapon’s future history.

As always, the cost (such as “Difficulty 97) is the cost in
Preparedness to acquire or Tinkering to build (assuming the
Agent has 1 or more points of Sciencel). Adding an additional
weapon variant onto these weapons raises the Difficulty by
the variant’s cost.

Multhari Dust Beam

Cost (autofire, disintegration): Difficulty +4

Future, Blatant, Hackable; Near range; Damage Modifier +2
This war pistol is designed for the efficient execution of as

many aliens as possible. It possesses autofire and disintegration

options, allowing you to sweep its beam along a row of

charging nonhumans and turn them to dust long before they

reach your position. Standard issue dust beams come with Al

that stops this from working against humans, but that’s easily
deactivated when necessary. This pistol emanates a whirling
amber vortex when fired, with a sound like a subsonic rumble.

Smuggler’s Heartburn
Cost (low-profile, paralysis): Difficulty +4
Future, Subtle; Near range; Damage Modifier +2

This is a paralysis-inducing weapon designed for stealth
and assassinations. Invented by biochemist flesh-sculptors
in a particularly unpleasant artist colony in 25th-century
Madagascar, it secretes a flesh-mending field that literally
allows it to be holstered inside the human body. Effectively,
this means that the weapon comes with 3 free points of
Burglary that can only be used to hide the weapon inside
of your own body. Drawing and holstering the weapon
inflicts 1 point of Health damage as the skin is pierced and
automatically reknitted. The Burglary test Difficulty needed to
hide a holstered gun is Difficulty 4, raised or lowered by the
searcher’s Alertness Modifier.

Xen plasma rifle
Cost (extended range, intimidation, disintegration): Difficulty +5
Future, Blatant, Hackable; Long range; Damage Modifier +2
This long arm is very clearly designed for intimidation as
much as it is for killing, The sound a Xen makes when warming
up is piercing and distinctive, and when used by government
antiriot troops, protesters have been known to surrender or
flee before a single shot has been taken. Even the glow from
its plasma conduits is disturbing, The weapon projects super-
heated plasma in a force-sheathed beam, disintegrating targets
just slowly enough to let them scream a bit first.

NEURAL DISRUPTORS

Future, Hackable; Point-Blank to Long range

Neural disruptors are similar to PaciFists, but aren’t as well
suited for undercover work. They have an obvious special
effect and aren’t typically chronomorphic. To their credit, they
have a Near range (or Long range, for neural disruptor rifles)
instead of the Pacilist’s Close range. Neural disruptor batons
have a range of Point-Blank.

Tinkering With Neural Disruptors

Agents can use the Tinkering ability to briefly alter their
PaciFists and neural disruptors by making a Difficulty 4
Tinkering test. Doing so takes one combat action, or can be
done as part of a combat action if the Agent has the Rapid
Deployment Booster.

It’s risky to tinker with a weapon; whether you successfully
hit or not, rollinga 1 on the Shooting (or, if relevant, Scuffling)
test die during that attack will blow out the energy source of
your weapon, requiring another Tinkering test and 10 minutes
work to repai.

Tinkering with a neural disruptor can achieve one of the
following effects:
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PaciFists are chronomorphic and change
their shape avtomatically, but they have a lot
in common with neural disruptors.

» You can briefly overcharge a neural disruptor such as a
PaciFist to increase the Difficulty of its Stun test by +1
point for 1 shot. This briefly improves the neural disruptor
from Stun 5 to Stun 6.

» You can briefly extend a neural disruptor’s range, increasing
PaciFist range from Close to Near, neural disruptor pistol
range from Near to Long, and neural disruptor rifle range
from Long to Very Long,

Neural Disruptor Variants

Neural Disruption Grenade
Cost: Difficulty +2 per grenade
Future; Near range; Stun 5

This baseball-sized weapon emits a Stun 5 burst of nonlethal
disruption energy after it is set and thrown. As your action in a
combat, make an Athletics test against the Difficulty listed for
grenades on p. 100. If successful, the target and all creatures
within Point-Blank range of him must make a Stun test against
Difficulty 5 or be stunned. All creatures who are in Close
range of the target must make Difficulty 4 Athletics tests or
suffer the same effect.

Neural Disruptor Baton
Cost Difficulty +0
Future, Hackable; Point-Blank range; Damage Modifier +0 or
Stun 5

It’s possible to acquite neural disruptor technology in a
combat baton, allowing Agents to use their Scuffling ability
to neutralize their foes. Before rolling a Scuffling attack, the
Agent chooses whether the device will inflict lethal damage
(with a +0 Damage Modifier) or trigger a Stun 5 effect.

OTHER WEAPONS AND DEVICES

There are as many futuristic and super-science weapons
available as you can imagine. Part of the GM’s job is making
sure that these rules dont get abused, and that means
disallowing or adjudicating any futuristic technology that
would make the mission less fun for everyone. It’s also the
GM’s job to announce when an idea is getting too silly for her
game, or when the tone of an idea doesn’t make sense. Serious
sci-fi devices can be very different from humorous or pulp
future-tech, and not every device or idea is appropriate for
every game. Ask your GM, because seeing it listed here doesn’t
mean it’s always a good fit for her game.

The mechanical effect of weapons is fairly standard no matter
how you desctribe it; most weapons do damage or Stun, no matter
how spectacular their description is. It’s also worth noting that
not all of these things are sized for easy transportation, possibly
requiring a massive infrastructure in order to operate.

Particularly deadly items might only be single-shots, and
no item should be capable of taking down a dramatically
important bad guy casually, automatically, or with a single shot.

ARMOR

Armor reduces damage from Shooting and Scuffling attacks.
This includes bullets, beam weapons, and handheld weapons
such as knives and swords. If you’re wearing a form of armor
effective against the weapon being used against you, you
subtract a number of points from each instance of damage
dealt to you before applying it to your Health pool.

The Neanderthal Agent Unrrk is shot by a Norman archer at
the Battle of Hastings. The GM rolls a 5 for the archers damage.
Unrrke wears bis Armor 1 TimeW atch uniform, reducing the damage
to 4 points. His Health pool decreases from 10 o 6.

Standard armor does not reduce damage from sources
such as explosion, fire, or psychic attack. Armor offers no
protection from neural disruptor weapons such as PaciFists.
It will usually be obvious whether your armor can protect you,
but if not, your GM will decide.

TimeWatch uniforms act as ultralight armor, reducing
each instance of Shooting and Scuffling damage by 1 point.
If a character removes this chronomorphic armor to don
an incompatible disguise — at a beach, for instance — this
benefit is obviously lost.

Light body armor, as worn by police officers, reduces each
instance of Shooting damage by 2 points and Scuffling damage
by 1 point. Military-grade body armor reduces Shooting and
explosive damage by 3 points and Scuffling damage by 1 point.
Medieval armor reduces Scuffling damage by 3 points and
Shooting damage by 1 point.

TimeWatch uniforms are comfortable and can change color
and shape due to its chronomorphic nature, but light body
armor is heavy, hot, and marks you out as someone looking for
trouble. All of these drawbacks apply doubly to military-grade
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body armor, and triply to medieval armor. Other than their
chronomorphic TimeWatch uniforms, Agents can’t expect
to walk around openly wearing armor without attracting the
attention of the local authorities. Armor and heavy weapons
may prove useful in discrete missions conducted away from
prying eyes, or as a disguise in a medieval or wartime setting.

When wearing one type of armor over another (for instance,
police tactical armor over a TimeWatch uniform), the effect of
armor is not cumulative; use the best protection for any given
attack.

As with weapons, Agents can acquire futuristic armor for
use in battle so long as they don’t mind giving themselves
away as time travelers. Futuristic armor may take the form of
a personal force field. These are generally highly visible and are
usually only effective against beam weapons, but exceptions
(such as a force field that is only effective against Scuffling
weapons) may exist.

Futuristic armor might be combined with weapons. For
instance, antipersonnel armor that once active automatically
makes a Stun attack on anyone else who touches you is a
reasonable (if somewhat expensive) item to acquire. Another
example is a powered exoskeleton. Need to stagger into
combat against an alien queen, and your own physical abilities
aren’t up to snuff? Powered exoskeletons may be a solution.
They’re far from subtle; they’re loud, awkward, far too heavy
to lift, and just plain slow; these are the portable forklifts of
the future. Military versions, however, can be quite effective in
amplifying natural strength.

Nonhuman creatures may be from disturbing alternate
universes and timelines, and often have high armor ratings.
They may possess hard, bony hides or chitinous anatomies
that can take greater punishment than ordinary organisms.

Most nonhuman creatures are resistant to the stunning effects
of neural disruptor weapons, and some creatures are more
resistant to bullets and other ranged weapons than they are to
blunt force trauma, slashes, and stab wounds.

Sample Futuristic Armor

Custom armor from the future is as detailed as you'd like to
make it; it’s usually most fun to name it and come up with a
physical description. Subtle armor is relatively rare, and has its
Preparedness cost raised accordingly.

Bishop’s Vest
Cost: Difficulty +1
Future, Blatant; Armor 1 vs. physical attacks, Armor 2 vs.
energy attacks

This is standard, moderately bulky strike armor for the
Ecclesiastical Infiltration Corps of the 23rd-century Vatican
City State. The armor acts as Armor 1 against physical attacks
and Armor 2 against energy attacks. It is primarily designed to
intimidate foes; the armor flares with triumphant holographic
light in a user-determined image (usually that of a divine
armored angel) whenever it is struck, and users gain a free
1-point Intimidation pool to spend during a fight.

Fighting something nasty? Never, ever underestimate
the valve of a good defense.
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Gessert Shield
Cost: Difficulty +2
Future, Blatant; Armor 3 vs. physical attacks

Worn as a belt, this full-body force field is far from subtle
once activated because it refracts light slightly and coruscates
with silver light. The Gessert shield offers no protection
against energy weapons such as beam weapons or neural
disruptors, but the force field instantly hardens into Armor
3 when hit with any Scuffling or Shooting physical attack. Its
battery pack typically lasts for the length of one combat (or
one scene) before burning out; not long, but hopefully long
enough to save your life. The light distortion can make it
difficult to see the facial features of anyone using a Gessert
shield, so while the shield is active you gain a +2 bonus to
Disguise and Unobtrusiveness tests made to hide your identity.

Hyperion Infiltration Armor
Cost: Difficulty +4
Future, Subtle, Chronomorphic; Damage Modifier +2
(Scuffling); Armor 2

This armored exoskeleton combines the best features of
power-assisted strength amplification with futuristic stealth
technology. Subtle and chronomorphic, it automatically
adjusts its appearance to whatever historical era you find
yourself in; that doesn’t stop it from helping you go one-on-
one with powerful foes

Pentheus Battle Armor
Cost: Difficulty +10, or a specific scene to acquire
Future, Blatant, Restricted; Point-Blank to Long range; Armor
3; Stealth Modifier —3

Don’t expect to hide when wearing a PBA, the gold
standard for 24th-century highly militarized battle armor;
youre crammed into something with the bulk of a large
refrigerator and the ability to level a suburban neighborhood
block. As usual, you’re limited to one attack per round, but you
won't lack for options; Pentheus Battle Armor is loaded down
with optimized weaponry such as beam rifles (+2 damage),
grenades, military-grade neural disruptors (Stun 6), automatic
firearms (+2 damage), and extendable blades (+1 damage).
Normal movement and jumping distances are improved by
one range zone while wearing a PBA thanks to its jump jets.

CYBERNETICS

A full array of cybernetic implants is outside of TimeWatch’s
scope, especially when you consider the dizzying array
of possibilities available throughout time. As a result, we
recommend that a character who wishes to be wholly or
partially cybernetic consult with the GM about their vision
of their character. Depending on player and GM preference,
there are three methods for handling cybernetics in TimelWatch.

Cybernetics as Narrative Flavor

TimeWatch doesn’t have a unique system for cyber-gear as
part of its core rules. By default, any Agent wishing to have
cybernetic attachments can simply declare that they do, and
then use Preparedness, Vehicles, and Investigative point
spends to model the futuristic behavior they’d like their cyber-
gear to have. It’s simple, it’s cinematic, but it doesn’t grant
any unique abilities — other than an occasional rule-bending
with the GM’s permission, such as allowing cybernetic legs to
function as vehicles for the purpose of the Vehicles ability.

Vidbvansaka wishes to try and spot an assassin bidden in a
nearby tree line. She describes her eye socket extending into a beat-
sensing, telescopic cybernetic extension. She mafkes an Unobtrusiveness
test as per normal fo spot the assassin, and spends enongh points to
ensure that she succeeds.

The sample character on p. 32 relies mostly on this style of
cybernetics. The example of the android alternate species on
p. 21 takes this approach as well.

Should you choose, you can also use this technique to
describe mutations and psychic powers.

Cybernetics as an
Extrapolation of Existing Mechanics

What if pure narrative description doesn’t feel satisfying?
Perhaps cybernetic Agents should have inhuman and flavorful
power, without making them overpowered or giving them a
lot of extra rules.

The best way to do this is to convert Investigative or General
build points into a unique Investigative ability named Cybernetics
that the Agent can then draw on. Establishing this ability always
costs the Agent at least one Investigative build point that he
doesn’t get back; if the other Agents start with 22 Investigative
build points, for instance, an Agent with cybernetics would start
with 21 or fewer. Cyber-gear can also be added after character
creation, at the aforementioned flat cost of 1 build point plus as
many points as the Agent wishes to invest into their Cybernetics
pool. Spending points from this pool powers unique abilities in
the cybernetic parts that the player has described. Each unique
power typically lasts for one scene.

Lets say an Agent wants to have a bionic eye, hwo cybernetic legs,
and a cybernetic arm. The easiest way to model the eye is just to put
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an extra point into the Investigative ability Notice, a point that the
Player can spend once per mission to gain a cool ability, and to state
that the eye is what handles the tether’s recording and information
display capabilities. Any player can already record their surroundings
or use Notice to exanine fine detail, so there’s no intbalance or combat
power for having a cybernetic eye. That is purely narrative flavor, so
this makes for an easy adaptation.

The legs are shightly trickier, as its slightly unbalanced and
unorthodoxc to allow the player to apply his Athletics or Vebicles
points to running incredibly quickly on cybernetic legs. And what
about jumping? The GM creates a new Investigative Technical ability
Jor this player named “Cybernetics.” The player may put as many
Investigative points in it as he wishes. By spending a point from this
pool on bis robotic legs, the Agent can jump up to 15 meters for one
scene, and can freely use either Athletics or Vebicles points for running.
He can always spend a Cybernetics point to add +3 to a Scuffling roll
if e wants the Agent to kick someone, of course.

And the cybernetic arm? Like the legs, a spent point can grant it
exctrene strength for a scene, enough strength to lift a car or throw a
boulder one-handed. A reasonable GM would also allow the spent
point to raise punching or kicking damage from 1d6 — 1 10 1d6 + 1,
as if the Agent was carrying a sword.

The player ends up investing 4 Investigative build points in the
Cybernetics ability pool, giving them a rating of 3, enough to let them
Jeel effective throughout an entire mission.

Should you choose, you can also use this technique to
describe mutations and psychic powers.

Cybernetics as New Subsystem With
Unique Mechanics

If players want a more technical system, GMs are encouraged
with work with their players in adapting and hacking the cybe
species and cybernetic gear from Ashen Stars (a GUMSHOE
space opera game by Robin D. Laws) into TzweWatch. Instead
of the upkeep costs in Ashen Stars, TimeWatch GMs should
initially charge players a certain number of Investigative
build points for the cybernetic gear. This cost should be in
proportion to the quantity, combat strength, and overall
effectiveness of the cyber-gear acquired, and it’s up to both
GM and player to make sure that the character is both fun and
balanced with other Agents. During initial character creation
the GM may allow the player to convert General points to
Investigative points on a 3:1 basis, or vice versa at a 1:3 basis,
in order to power the cybernetics they agree on.

Players should understand that any such adaptation is
provisional, and the GM may tweak or adjust benefits and
point costs over the course of several games to make sure
the character is fun for everyone to have in the game. This is
by far the most complicated and time-consuming approach,
however, so it isn’t recommended.

HIGH-TECH AND
SUPER-SCIENCE EQUIPMENT

These devices cover a large range of complexity, from a
simple space suit (Cost: Difficulty +0, which is a Difficulty
4 Preparedness or Tinkering test in most cases) to a friction
manipulator (Cost: 1-point Science! spend plus Difficulty +1,
which is a Science! spend plus a Difficulty 5 Preparedness or
Tinkering test in most cases). When an Investigative spend
is required in the cost, the spend doesn’t provide extra pool
points to use on the Preparedness test (as described on p. 48).

Ankh

Cost: Difficulty +3
Ancient

Popular media occasionally posits that the ancient Egyptian
gods were incredibly advanced aliens. While TimeWatch has never
found any definitive proof for this, remnants of alien technology
has surfaced in Egyptian archaeological digs over the millennia.
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One such item is an ankh that can heal. As bestas TimeWatch
scientists can determine, the device ctosses multiple realities/
timelines and trades Health from one for Health in another
within the same individual. Despite this limited understanding,
they’ve figured out how to make the device work in reverse.
As such, the device can heal damage at the cost of making
you temporally less stable, or act as a temporal anchor at the
expense of your Health. Potential consequences may include
stealing Health from yourself, encountering a temporally stable
zombie version of yourself, or being haunted by a temporal
ghost of an almost immortal you.

Charge the ankh with a 1-point Timecraft spend. Once
charged, you may exchange any number of Health points for
an equal number of Chronal Stability points, or vice versa. The
device only holds one charge at a time, and its use is limited to
once per mission.
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Variants:

» Cost: Difficulty +2: A preprogrammed trade-off, such as
6 Health restored at the cost of 6 Chronal Stability, or vice
versa. This amount cannot be adjusted on the fly, and thus
might accidentally put the user in danger.

» Cost: Difficulty +5: More efficient versions, providing a 2:1
return. TimeWatch scientists are concerned that the extra
Health or Chronal Stability comes from somewhere, or
someone; use at your own risk.

Variant: Thet
Cost: Difficulty +3
Ancient

Based on apparently related technology, and appearing
very similar, a thet is particularly useful in time periods after
the invention of cloning (or for TimeWatch agents that may
be able to harness such resources). Rather than restoring
Health or Chronal Stability to the user, it can cross the space-
time continuum, copy all the memories and experiences
of a deceased individual, and paste them into the brain of
an otherwise pristine clone. This resurrection technology
requires an incredible amount of power, isn’t 100% reliable,
and can confuse a clone terribly if they already have other
memories, but if things go horribly wrong for an Agent it’s
nice to know that options exist.

Antigravity Device

Cost: Difficulty +0
Future

Willing to trade subtlety for maneuverability? Antigravity
shielding can typically provide a levitation effect or act to slow
or stop an Agent in freefall, and it does so with much less
of a public spectacle than a jet pack displays. It’s up to you
and your GM what the antigravity device looks like; perhaps
it surrounds you in a force field, emanates from a belt, or is
integrated into your TimeWatch uniform.

Antigravity devices typically function for the duration of
one scene.

Auto-Stumbler

Cost: Difficulty +0
Future, Subtle

Once per scene, without needing to use an action, the auto-
stumbler automatically overwaters a patch of lawn, introduces
rot into a floorboard, coats a stair with low-friction slime, or
otherwise makes an antagonist slip and fall in an embarrassing
but largely non-injurious way. This inflicts 1 Health point of
damage on the target and immediately ends their movement
for the round if they’re not riding in a vehicle. Targets may
avoid slipping with a Difficulty 4 Athletics test, but this uses
the target’s action for the round.

Behavioral Helix

Cost: Difficulty +1
Future, Subtle

A subdermal computer chip originally designed to create
brainwashed and hard-working laborers, behavioral helixes
have since been altered to reinforce any type of desired
behavior. They can flood the body with endorphins when
a desired behavior is performed, and wrack it with stress
chemicals when a different interdicted behavior is attempted.
The result is a self-reinforcing set of behavioral patterns that
makes their victims uttetly content when doing the “right”
thing, and miserable when doing the “wrong” thing,

This manipulation is traditionally used by villains with great
effectiveness, as the chips are hard to detect without Hacking
or Medical Expertise. Focused EMP blasts can disable them,
and they can be removed from the back of the neck with minor
surgery once their presence has been identified. TimeWatch
occasionally uses tuned-down versions that reinforce behavior
consistent with true history: if a cowardly soldier is known to
have saved hundreds of lives in a battle but is too scared to
fight due to time travel interference, a short-term behavioral
helix that reinforces bravery might save the day with few side
effects. Any rumors of TimeWatch agents using behavioral
helixes to artificially rehabilitate chronic enemies is probably
just a rumor.

“Bigfoot Beam”
(the Cordova Crypto-Transposer)

Cost: Difficulty +4 (Cordova purposefully seeds a few of
these across the centuties)
Future, Blatant; Near range

The Bigfoot Beam isn’t a gun that transforms its target into
a hulking humanoid. Instead, it’s a weapon that literally fires
Bigfoots (Bigfeet?) at its target. This weapon was designed
by the unethical geneticist and chronal experimenter Dansky
Cordova. When activated, the gun opens a temporary one-
way portal between Cordova’s 25th-century labs and whatever
era the gun is currently in. Cordova has a cage linked to
this weapon, and any living creature in the cage is instantly
transported to the gun’s location and kept there for as long as
the gun’s chronal link remains active. This could theoretically
be used to smuggle political prisoners, summon super-soldiers,
or bring in an emergency medical personnel; instead, Cordova
keeps the cage stocked with one of his many genetically
engineered monstrosities such as Bigfoot because he finds the
results hilarious.

Cordova, it turns out, is not entirely sane. Rumors that
Cordova has his creations equipped with spy cams and
publishes holographic video of their exploits to his fans are
wholly substantiated.

The Crypto-Transposer can only summon one creature
at a time, and turning off the gun returns the creature; if
summoned a second time, it may begin to develop a relationship
(either good or bad) with the person who called it there. A
summoned creature won’t have any particular compunction
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to fight on the side of whoever fired the gun, but is generally
hostile. It appears wherever the gun was aimed within Near
range. It acts as its own combatant for the duration of the
fight. The person who fired the Crypto-Transposer can return
the summoned monster to the future by spending their action
to turn off the gun. If the Bigfoot can escape the immediate
vicinity of the weapon (passing out of Very Long range from
the weapon’s location), it does not automatically return when
the weapon is switched off.

The Crypto-Transposer is hardened against electronic
interference, and is not affected by a Bigfoot’s electronic
dampening effect.

More details on Bigfoot and other cryptids can be found in
the Antagonists chapter; see p. 145.

Blink Device

Cost: Difficulty +2
Future, Blatant

A blink device gives a person the ability to flash in and
out in combat, sliding forwards and backwards quickly in
time to make himself a morte effective combatant. Blinking
Agents gain +1 to their Hit Threshold and have their foes’ Hit
Thresholds lowered by —1, and suffer no penalties for closing
to Point-Blank range with a gun-wielding foe.

There’s a cost, however. Using a blink device triggers a D4/
14 Paradox test the first round it is active and costs 2 Chronal
Stability in each subsequent round.

Causal Loop Grenade

Cost: Difficulty +2
Future, Blatant; Near range

Instead of an explosion, this grenade traps everyone within
the Point-Blank damage range within a causal loop. Targets
who fail a D4 Chronal Stability test repeat their last action
again and again and again in a repeating, looping moment;
they cannot usually be injured or affected by outside effects
while trapped in the loop. Victims are unaware of the loop and
do not register the repeated passing of time. Until negated by
expending a Timecraft or Science! point, this looping effect
can persist for decades. Antagonists with no Chronal Stabilty
rating must make the test without a spend.

Ch’att Chronal Exiler

Cost: Difficulty +3
Future, Blatant; Near range

When you need to buy time (figuratively speaking), there
are few better tools for team coordination or tactical planning;
First proposed by one of the original research scientists to
investigate chronal slippage, and later fully designed by him
when time travelers brought him into the future to fix an
engineering problem they couldn’t otherwise solve, the Ch’att
Chronal Exiler is a squat pistol with Near range. Targets
struck by its bright purple beam make a Difficulty 7 Chronal
Stability test; creatures without Tempus or Chronal Stability

fail automatically. On a failure, the target is flung two rounds
into the future, appearing in the exact same spot with no idea
that intervening time has passed. If another object or creature
occupies the same spot when the target reappears, everything
occupying that space takes 1 die of damage.

The Exiler’s efficiency falls with subsequent shots in the
same scene. With every shot fired, the Difficulty of the
Chronal Stability test to resist drops by 1.

Chronal Stabilizer

Cost: Difficulty +4
Future, Very Long range

This backpack-sized device temporarily prevents chronal
decay, keeping anachronistic items within Very Long range
of the stabilizer functioning normally even when wielded by
someone without the Reality Anchor or Tempus ability (see
p. 49). Chronal stabilizers ate rare, notoriously fussy to keep in
good repair, and are generally used to arm more primitive locals
with futuristic weapons. If you need an army of laser sword—
wielding samurai, however, they’re well worth the investment.

ChronoFacts

Cost: Difficulty +1 for a basic subscription, up to Difficulty
+4 for a high-end, detailed subscription
Future

ChronoFacts is a dynamic and temporally centered guide
to all of known history (more or less), making it an invaluable
tool for TimeWatch agents when dealing with paradoxes.
The ChronoFacts is dynamic because it is constantly updated
wherever or whenever you are, assuming that the ChronoFacts
Corporation exists in that timeline. The practical upshot of
this is that the guide details your local false or changed history
for you (unlike your tether, which always recalls true history).

Due to the nature of history, the accuracy of this device
depends on the time period that was altered (which is not
necessatily the time period you’re currently in), the quality and
attentiveness of that section’s author, and the account type the
ChronoFacts is subscribed to. Small detailed events are seldom
included in a ChronoFacts report; large sweeping changes to
society and the environment almost always are. A ChronoFacts
subscription doesn’t obviate the need for research and
investigation, but it does a good job of steering Agents in the
correct direction and of eliminating false leads. If this comes
at the cost of occasional product placement advertisements
slipped in under the guise of facts, well, it’s probably still worth
the expense.

The eartlier in history that time was changed, the less
comprehensive ChronoFacts updates tend to be. The
better the ChronoFacts subscription, the more detailed and
accurate the information due to the ChronoFacts publishers
being able to afford new expeditions and chroniclers. At
a base subscription, the purchase date is the latest date to
which the ChronoFacts will be updated to, but with greater
subscriptions more of the future is revealed. It is rumored
that some militaries and governments can remotely increase
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the accuracy of their ChronoFacts database, but that remains
unsubstantiated.

Mechanically, acquiring ChronoFacts allows Agents to
determine significant points in history when incorrect events
differ from “true” events. This lets the GM give direct clues
for when and where to begin their next stage of investigation.
The better the ChronoFacts description, the more details the
GM should supply when Agents use Research. Remember,
ChronoFacts doesn’t ruin mysteries by giving everything away;
instead, it records points when history changed enough to
become notable, and it’s these times and locations that make
for good Agent investigations.

Chronological Chameleon Shard

Cost: Difficulty +0
Future, Chronomorphic

This small brass disc, about the size of a pocket watch,
hides a surprisingly sophisticated technology. When attached
to another piece of equipment it causes the target to change
appearance to match its current place in time. This effect
requires the target equipment to be recognized by the CCS’
database and to have a comparable device in the current time.
The change in appearance is holographic, and as such will not
pass examination by physical contact.

Chronomorphic Pulse (CMP)
Generator

Cost: Difficulty +1 for a small unit, up to Difficulty +6 for
the largest units
Future

This device generates an intense pulse of temporal energy
that can damage or disrupt the functioning of chronomorphic
devices. A CMP Generator will likely see more use during
missions by enemies than by Agents.

Depending on the level of sophistication, the CMP
Generator ranges in size from a steamer trunk to a loaf of
bread. In all cases, it is a single-use device, since the energies
involved are so intense that the CMP Generator burns, melts, or
even explodes as the pulse is generated. The pulse lasts only for
an instant in time, and spreads out through a spherical volume
of space centered on the generator’s location. Chronomorphic
devices that are in the sphere when the CMP is generated may
be affected. Smaller sizes affect devices within Near range, while
large sizes have an effect stretching for dozens of kilometers.
Agents with Timecraft can track the blast’s radiation signature
back to its source, given enough time.

TimeWatch’s secret safe house in 18705 Delbi is revealed by a
CMP Generator. Local “nntouchables” break into the now-futuristic
structure, steal technology, and use the adyanced technology to stage a
local social uprising. Agents are called in to quell the nonbistorical
riots, but to do so they must learn who triggered the CMP Generator,
and why.

The effects on chronomorphic equipment vary with the
sensitivity of the chronomorphic circuit, its proximity to the
center of the CMP, and the power of the CMP Generator. In
general, damage falls into five categories:

Category I: The entire chronomorphic device is destroyed.
Not only are its chronomorphic features beyond repair,
but there is sufficient collateral damage to the device that
it is inoperable as well. In some cases, Tinkering can be
used to fix the device so that it can be used once more,
but in any case the chronomorphic capabilities are gone
for good. (Rare, only when close to a particularly powerful
CMP)

Category 11: The device’s chronomorphic circuits burn out,
causing the device to revert to its native appearance, but its
base function is undamaged. The damage is severe enough
that the chronomorphic capability can’t be fixed in the field,
but must be replaced back at base. (Infrequent)

Category I1I: The CMP damages the chronomorphic circuit
so that it cannot accurately detect or adapt to the current
location and time petiod. When hit by the CMP, the device will
adapt to a different, and usually wildly inappropriate, form;
when subsequently clocking in to a different time period, it will
choose a different incorrect adaptation. Tinkering can be used
to trigger the chronomorphic circuit to re-adapt, with higher
degrees of success making it more likely that the adaptation
will be less wildly inappropriate. However, the chronomorphic
circuit must be replaced at HQ to permanently fix the issue.
(Common)

A chronomorphic weapon hit by a CMP in Victorian
England may adapt itself as a South American blowgnn. When
subsequently traveling to the far future, it will cleverly blend in with
its surronndings by becoming a 16th-century blunderbuss. If a
character uses Tinkering on it, he might be able to get it to re-adapt,
and with a successful roll the device disguises itself as a handgun
appropriate to the era... with holster and grips decorated with a
gang symbol.

Category IT”: The CMP damages the chronomorphic circuit
so that it has a strong preference for certain colors or types
of objects. If a character uses Tinkering on it, she can get
the device to re-adapt, and with a successful roll can make it
choose something other than its preference. (Common)

A chronomorphic tether is hit by a CNMP and develops a preference

Jfor women’s fashion accessories. Whenever it enters a new time and
Place, it adapts by becoming a fashion accessory appropriate to females
of that era. When clocking in to contemporary New York, the tether
becomes a Gueei handbag; when clocking in to 1890s Paris it beconses
an adorable parasol in black lace over brilliant pink silk. Not wanting
1o stand out by carrying a parasol, the owner convinces bis party to use
Tinkering on it, forcing it to re-adapt as a men’s swagger stick.

Category 17: The CMP damages the chronomorphic circuit
so that it no longer adapts to new locations and times. Instead,
the device maintains its current appearance until the circuit
is replaced at HQ. Tinkering can be used to make the device
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adapt, on a successful roll it will adapt normally once, but
revert to its preferred form the next time it enters a new time
petiod. (Common)

A large chronomorphic time machine is damaged be a CNMP while

it is in early 1960s London disguised as a common street-corner

Jeature. Subsequently when it clocks in at any point in time and spac,

it retains its London 1960s appearance, though occasionally it is
convinced to adapt as something else.

Rarely, at the GM’s discretion, less severe CMP effects can
be repaired by a successful Tinkering test, followed by time
travel to reset the chronomorphic features.

Concussive Projector

Cost: Difficulty +2
Future, Blatant; Long range

This military beam weapon is typically backpack mounted.
Designed to hammer in the sides of buildings (as well as
anyone unlucky enough to be standing in front of them), it

has Long range and does Class 2 explosion damage when fired
(see p. 99).

Cross-Chronal Phone

Cost: Difficulty +2
Future

Normally, it’s impossible for people in one era to speak
or communicate with someone in a different time period.
The one exception is the difficult to acquire, highly praised
cross-chronal phone. This allows you to speak across time to
someone else (or to yourself), assuming they also have a CCP.
The reception isn’t always perfect, but it’s better than any other
alternative for cross-time communication.

The reason that these aren’t commonly used by agents is
that they’re notoriously easy to tap, and at the GM’ whim
they occasionally connect to the wrong potential reality when
calling into the future. You may make a call that’s overheard by
Europans, or the person on the other end of the phone may
be a parallel universe version of yourself. Caveat emptor.

Regardless, they can be tremendously useful. A CCP can let
you talk directly to another Agent or a technician back at the
Citadel (assuming that they also have a CCP), and having your
future self give you paradoxical clues or information triggers a
Paradox test that is 1 Difficulty lower (Difficulty 3 instead of
Difficulty 4) than normal. Just chatting with your future or past
self without giving away any potentially paradoxical information
can be done without needing to make a Paradox test at all.

Daggerfly Hunter

Cost: Difficulty +0 for one, up to +4 for five matching
daggerflies

Future, Subtle; Long range; Damage Modifier +0
A small flying daggerlike insect that flitters around on

near-invisible dragonfly wings, with just enough genetically
engineered intelligence to hunt out a specific target. The
daggerfly hunter can navigate from room to room, exploring
a location until its target is sighted, then it charges towards the
victim and stabs them in a vulnerable spot (Damage Modifier
+0). Nastier versions are poison-laden. Various models are
available with increasing degrees of intelligence in identifying
targets; and extended life spans, allowing longer hunts.

Decrepitude Amplifier

Cost: Difficulty +2
Future, Subtle; Near range; Damage Modifier +2

In addition to inflicting normal beam weapon damage, this
energy weapon instantly ages an organic or inorganic target.
It can turn a door brittle and useless, or age a human target
enough to cause them to crumple into dust.

For living targets, the aging is a special effect that
accompanies damage. Difficulties for physical tasks (such
as Athletics, Scuffling, Shooting, etc.) are raised by +1 while
decrepit and withered due to the effects of age.

If the target is not killed, the advanced aging can be reversed
after the end of the scene by spending a point of Timecraft.
Damage is doubled against nonliving targets that would be
affected by aging (such as a wooden door or iron bars).

Dembrill Ecstasy Generator

Cost: Difficulty +2
Future; Point-Blank or Near range; Stun 8 or Stun 5

Originally designed as a less dangerous alternative to opiate
drugs, the Dembrill Ecstasy Generator (DEG) was easily
weaponized and recreated on the black market. It remotely
incapacitates a target by stimulating their pleasure centers. For
a greater effect, the weapon can be overcharged by linking
it to the wielder’s own emotional force of will. DEGgers
line sewers and back alleys of some future cities, writhing in
ecstasy as the DEG gives them pure and unalloyed pleasure.

Used as a weapon, the DEG acts as a Near range stunner,
requiring that targets hit make a Stun 5 test or drop insensate
for the rest of the scene.

Alternatively, the DEG can be attached by electrodes to the
wielder. By spending 1 Interpersonal point (such as Charm or
Reassurance), the weapon’s effect is greatly heightened up to
Stun 8 for one shot. Addicts typically hook the DEG up to
their own head before using it on themselves, thus draining
their Interpersonal points in a quest for ever-greater pleasure.

Dimensional Switcher

Cost: Difficulty +3
Future; Close range

Appearing as a classic 1950s “ray gun,” with a parabolic
dish instead of a barrel, the Dimensional Switcher emits a
broad cone of energy that engulfs the entire target organism
and switches it with a matching organism from a parallel
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time stream. This “alternate you” could be healthier or more
injured — the results are random. The alternate may also have
a completely different personality.

The duration of the effect seems to be variable; it may wear
off as quickly as an hour, or as long as several weeks.

Ezeru Infestator

Cost: Difficulty +1
Contemporary, Subtle, Restricted; Near range; Damage
Modifier +1

A simple ezeru gun that fires a biological payload into the
target. If it impacts flesh (bringing a target to 0 Health or
lower), the infestator disappears into the flesh and begins to
incubate. In six to eight weeks, this develops into an egg sac
and splits open inside the victim, releasing a small swarm of
specially engineered cockroaches that then proceed to eat their
way out of the host, usually killing the poor sod.

Variant: Ezeru Infestator (Advanced)
Cost: Difficulty +3
Contemporary, Subtle, Restricted; Near range; Damage
Modifier +1

Much like its simpler relative, this advanced version of the
weapon instead injects more intelligent engineered cockroaches
that work their way to key points of their victim’s anatomy —
brain stem, optic nerve, base of the spinal column, etc. — and
proceed to take over the victim’s major systems, turning them
into a helpless zombie in the thrall of the ezeru menace. Given
careful surgery, these parasites could be removed, returning
control of the body to its original inhabitant, who will have
full recollection of everything that’s happened. Unfortunately
for them.

Fast-Cast

Cost: Difficulty +0
Future

This futuristic splint and bandage moves shattered bone
and damaged flesh into the past, where they slowly knit before
being instantaneously pulled back to the present for analysis
and diagnosis. Any problems are addressed, and the process
repeats itself to speed healing. When a fast-cast is applied to
an injured person (taking an action), they subsequently make
all Consciousness rolls and immediately become conscious
if they had previously failed a Consciousness test. Setiously
Wounded individuals can be healed normally by the Medic
ability while the fast-cast is attached. It loses its efficacy after
one scene.

Friction Manipulator

Cost: 1-point Science! spend plus Difficulty +1
Future, Super-Science; Near range

This psychic alien artifact is believed to have been developed
on the moon Europa. A tangle of delicate and intertwined

crystalline tubes, it draws on the operator’s force of will to
free a nearby object from the laws of conventional friction.
This allows massive acceleration (and typically causes a bipedal
target to fall), or can be used to freeze things in place by
intensifying the friction between the object and surrounding
matter (stopping a quarry from fleeing).

The fricion manipulator has a range of Near and can
affect one object at a time. You can thus target objects such as
yourself, one enemy, one tire on a vehicle you ate chasing, or
one small patch of floor. Any target that passes out of Near
range ceases to be affected. The effect is triggered by the user
succeeding at a Difficulty 4 Chronal Stability test. The result
almost never shuts down a combat entirely, but is dramatically
effective for accelerating people off of high balconies, ripping
tires from moving cars, and even blazingly fast personal
transport if you don’t mind some associated pain when you
come to a sudden stop. It’s favored by TimeWatch scientists
with a high sense of style and a casual disregard for the laws
of physics.

Grandfather Bullet

Cost: 1-point Science! spend plus Difficulty +0
Future, Restricted, Super-Science; Close to Very Long range
(as per the firearm); Damage Modifier +1

This ammunition contains a miniature time travel device.
When fired at a target, it vanishes inches from the target
and hits the target’s grandfather in the exact same place.
If this kills the grandfather (which it typically does, if the
grandfather is considered a Mook), the target must make a
D6/1.6 Paradox test.

The grandfather bullet is designed to be an assassination
weapon that is convenient because it leaves no body. This
weapon is illegal in most periods, not that that stops most
would-be assassins or other antagonists from using it.

HEAPoon

Cost: Difficulty +2
Contemporary, Blatant; Near range

Designed for hunting large creatures, such as the bigger
dinosaurs, this harpoon cuts straight through armor plating
and then explodes shortly after coming to rest. Very effective,
but also very dangerous. As such, the arming mechanism
requires an extra round to prime. Priming it early is possible,
but be cautious; beginning the round after it is primed, it has a
1 in 6 chance of spontaneously detonating each round.

The HEAPoon (High Explosive Armor Piercing) ignores up
to 3 points of armor. It acts as a Class 2 explosive (see p. 99) and
is fired with Shooting

Holographic Array Template

Cost: Difficulty +1
Future, Subtle, Chronomorphic

Sure, anyone can use Disguise to change their appearance.
Those with a HAT, however, can do so seamlessly and
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nearly flawlessly, shimmeting from identity to identity with
a chronomorphic disguise that’s particularly difficult to
break. The HAT (which is, in fact, a hat) allows you to use
your Disguise ability instantly without you needing to take
an action, it suggests the most appropriate disguise for any
given situation, and it lowers the Difficulty on any Disguise
test you make for yourself by —1. This makes it particularly
useful for impersonating celebrities or another specific person.
Very recognizable agents such as sophosaurs particularly favor
HATs, and occasionally compete amongst themselves to
generate the most memorable or impressive disguise.
Removing the HAT instantly restores your true appearance.

Interdiction Device

Cost: several days’ time and a minimum expenditure of 3
points of Timecraft, Science!, or a mixture of the two; they’re
more often a plot device

Restricted, Super-Science

They’te a pain to manufacture, but interdiction devices block
time travel in both three dimensions (a given physical area) and
four dimensions (a given period of time, radiating both forwards
and backwards from activation). A small device the size of a
pocket watch may block travel within 100 meters and a day; the
largest (and rarest), most powerful spaceship-sized devices may

function for thousands of kilometers and last for centuries. Time
traveling into an era shielded by an interdiction device feels like
airplane turbulence. The Agent can choose whether to arrive just
before the start of the device’s effect, or after the effect ends.

Kelfala runs into the effect of an interdiction device that will last for
1wo months, a month before and a month after it was activated. Kelfala
chooses to arrive before the device triggers. He clocks in a month earlier
than bed expected to — but seconds after be arrives the device takes
effect. He now can’t easily time travel away for two months unless he
stops the device from ever being activated a month hence, unless bhe
breafks through its field, or unless he puts considerable distance between
the device$s field and himself.

Some interdiction devices are coded to allow passage to
anyone with an encrypted code. Some crystalline devices only
allow psychic time travel (such as that of sophosaurs) and stop
technological time travel. Some allow anyone to time travel in
but prevent exit. Others might block incoming travelers but
allow anyone to leave. Finally, weaker devices allow entry or
exit with the expenditure of Timecraft or Paradox Prevention
points, with a cost of between 1 and 5 points per time traveler.

Bringing an interdiction device to the Citadel is often an
exiling offense; there is concern that such a device activated in
the Citadel could trigger the Big Bang.

N\

What's even the point of super-science if you don’t use it fo cyborg a dinosaur?




Jet Pack
Cost: Difficulty +0, or Difficulty +2 for subtle jet packs

Contemporary, Blatant

There are times when you need to soar through the sky,
observers be damned, and a jet pack may do the trick. These
can be as large as a backpack-sized flame-spewing rocket unit,
or as small as a low-profile antigravity belt. As with most
technology in TimeWatch, jet packs usually have a signature
noise, trail, or appearance when in use. They typically provide
enough loft to lift one additional person, with some difficulty.

The real challenge with jet packs is that in many
settings their use immediately identifies the Agent as using
anachronistic technology, although it may be possible to
use Disguise to instead appear as a mythological or deific
messenger of some sort.

Jet packs typically function for the duration of one scene.

Koori Phase Converter

Cost: Difficulty +1
Future, Blatant, Hackable; Near range; Damage Modifier +2,
Stun 4

This handheld narrow-beam weapon changes the phase,
state, or structure of whatever it is aimed at, all while imparting
kinetic energy. The result is that it turns portions of the
target into something approaching Silly String, sending fleshy
strands of muscle and bone out the target’s back and leaving
corresponding holes in their body. It’s very popular at the sort
of children’s parties that no one actually wants to be invited
to, ever. The sound of the Koorti is distinctive, and resembles
a thythmic dog’s bark.

The Koori phase converter simultaneously injures and
stuns. Used on solid matter such as a wall, it can be used to
carve out doots ot entry points.

Lyontech Chronal Regenerator

Cost: Difficulty +1, lasts until the Agent returns to TimeWatch’s
Citadel (typically one mission), at which point it is destroyed by
the Citadel’s automated security screens upon arrival

Future

This device was manufactured by the Lyontech Chronal
Research Foundation in the 26th century, used to keep its
time-explorers alive when they went on company-mandated
missions. While it was eventually phased out under surreptitious
pressure from TimeWatch, it’s still common for TimeWatch
agents to pick up black-market chronal regenerators to give
themselves a small safety net on difficult missions.

The chronal regenerator is packed with microcircuitry and
looks like a black plastic peatl the size of a grape. It’s activated
by swallowing, whereupon the regenerator anchors itself
harmlessly in the stomach. Should the user’s Health drop
below —12 while the device is active, it creates a quantum
paradox while shifting the user slightly off-phase with local
time. The paradox wave effectively remakes the body as a new
individual, as if Subsumed from a Chronal Stability of —6, but
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in the process the regenerator restarts the body and heals it to
4 Health. The Agent typically looks different and may have a
somewhat different personality, but retains all memories of
their previous existence.

This is a good tool for players who don’t mind changing
appearance and perhaps personality upon their death, but
who don’t want to bring in an entirely new Agent with new
relationships. In certain campaign frames, such as the Towrist
frame on p. 320, all player characters might be assumed to
have chronal regenerators at all times.

Micro-Drones

Cost: nil for someone with Spying, Difficulty +0 for others
Future, Subtle, Hackable

A micro-drone is an excellent resource when remote spying
is required; these flying insect-sized spy-drones are innocuous
and hard-to-notice (Stealth Modifier +4) recording devices
that can be piloted through a tether by anyone with the Spying
Investigative ability.

With a standard Tinkering test, it’s possible to weaponize
these to deliver a minor electrical shock (Stun 3, enough to
automatically take down a Mook or unnamed supporting
character but little more).

Micro Interdimensional Time Traveler
Shade System (“MITTS”)

Cost: Difficulty +3
Future

The MITTS is a defensive device that, when activated,
surrounds the owner with holographic shades. These shades
are transparent three-dimensional duplicates drawn from his
immediate past and present. The shades stand around him and
independently move with him, persisting for one scene. Their
mental links with the user allow them to scout around corners
within Close range, without putting the user in harm’s way.

MITTS is powered by the user’s Chronal Stability. Every 2
points spent generates 1 shade.

The Agent’s Hit Threshold rises by +1 for every active
shade. While it’s easy for enemies to tell who the real Agent is,
MITTS uses a micro-interdimensional wormhole to transpose
the Agent and an image just before an attack is successful.
Shades are considered Mooks, with Hit Threshold 3 and
Health 1. Any attack on the Agent or any of the shades that
reaches Hit Threshold 3, but that doesn’t reach the Agent’s
revised Hit Threshold, destroys a shade and teleports the
Agent slightly out of the way of the attack.

Ordering the duplicates to attack destroys every remaining
duplicate and turns off MITTS for the rest of the scene. In
exchange, on his next attack that round the Agent gains a +1
Damage Modifier per remaining duplicate destroyed.

Uurrk activates MITTS as his action, spending 8 Chronal
Stability to do so. Four slightly transparent duplicate Uurrks
pop into existence, pointing and grunting at one another.
Uurrk’s Hit Threshold rises from 4 to 8. Any enemy who
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targets Uurrk (or a duplicate) and who hits Difficulty 8 or
higher hits the real Uurrk; if they hit between Difficulty 3 and
7 they hit a duplicate, popping it and lowering Uurrk’s new Hit
Threshold from 8 to 7; and if they hit Difficulty 2 or less, they
miss entirely.

Uurrk wants to finish off his foe. On his turn he orders the
duplicates to attack when he does. This destroys the last two
remaining duplicates, and Uurrk gains a +2 Damage Modifier
to his attack.

Mindblanker

Cost: Difficulty +0
Future; Close range

Resembling an optician’s pen light, the Mindblanker is a tool
that sends out a focused flash of light that knocks neurons
back an hour, causing the loss of all memory for that period.

This is the go-to tool for Agents who prefer not to use
MEM-tags.

Mobster’s Mindclaw

Cost: Difficulty +3
Future, Restricted

This psychic amplifier turns someone into your fanatical
follower while reducing their mental capacities. Each active
follower becomes a resonator and allows you to recruit
additional followers, but weakens the minds even further. Four
or more followers are little more than a howling mob who
will attack randomly if you show any weakness or lapse of
attention.

The mindclaw only affects Mooks and supporting characters
with 3 or less Health. To activate the mindclaw, spend 1 point
of Authority. Your selected Mook is under your control but is
noticeably, substantially less intelligent. You may add additional
Mooks to your control, one per action, by making a Chronal
Stability test; the Difficulty of the test is 3 + the number of
Mooks you currently control. If you fail the test, all controlled
Mooks attack the nearest person who isn’t one of their group.
You may spend 1 point of Authority to reroll a failed test.

Myrmidon Drone

Cost: Difficulty +2 (for six drones)
Future

The original inspiration for the Greek myth of the
Myrmidon (or possibly inspired by the Greek myth, or both
— it gets a little hazy, to be honest), this flying ant-sized drone
can manufacture itself a human-sized suit of animated armor
called a Myrmidon shell. It does so by breaking up pieces of
local scenery and transforming them into an artificial body
clothed in Greek armor. Myrmidon drones typically come in
packs of six but can be activated one at a time. Although they
take roughly an hour to assemble bodies from nearby objects
(trees, stones, soil, metal), the final body is fully under the
orders of the Agent who activated it or anyone she designates.

Destroying a Myrmidon shell destroys the drone inside

of it. The ant-sized drones can abandon their undestroyed
bodies, burrowing out and leaving inanimate shells behind.
Such drones return to the user and can be treactivated in
subsequent scenes.

Myrmidon Shell

Defense: Hit Threshold 4, Armor 2, Health 1

Offense: Scuffling +0, Shooting +0; Damage Modifier +1
(sword or spear)

Abilities: Athletics 8

Special Abilities: Destructive Repair (cost 0 — once per scene,
the first time they take a hit which would destroy their body, they
instantly tip raw material from Point-Blank sources to repair
themselves. The hit is negated and they automatically inflict 1d6
damage on every non-Myrmidon in Point-Blank range)

They aren’t particularly capable soldiers, but Myrmidon
drones are most useful when you need an impromptu army
unit who will obey orders faultlessly. They’re also useful when
you need cannon fodder as a distraction, and you don’t wish to
put innocent people at risk.

Needler

Cost: Difficulty +2
Future, Subtle; Point-Blank range

A mono-molecular rapier. It started out as surgical
technology the ability to make a scalpel essentially a
molecule thick. With a blade this thin, even bone turns into
butter. A slice so thin and precise you can cut through most
anything, It's no surprise that within months it was turned
into a weapon. What was a surprise is that the rapier version
of this technology was the favorite of assassins everywhere.
The blade can be used to cut through just about everything —
bone, steel, flesh, stone. Trick is, it has to be precise. Hacking
away in haste will snap the blade more often than not. But
someone with a lot of skill or a lot of time can make some
slow agonizing cuts that are almost art.

The Needler is a Scuffling weapon so sharp it even fractures
light, giving the impossibly thin blade a faint rainbow sheen.
It has a Damage Modifier of +2 and ignores armor that is
not force field—based. It also ignores partial and full cover,
possibly lowering a foe’s Hit Threshold. To its detriment, the
blade snaps if a natural 1 is rolled on the die and the total result
of the Scuffling attack doesn’t equal or exceed Difficulty 4.

The Needler is notoriously difficult to sheathe in traditional
scabbards. It comes with a magnetically reinforced, fitted
sheath designed to stop users from accidentally cutting off
their own legs while walking,

Nostalgicator

Cost: Difficulty +1
Future

An emergency source of Chronal Stability when you’re
out of other options, this device taps into your childhood
memories to restore your sense of self and help stabilize you.
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It uses psychic technology borrowed from the sophosaurs. It
allows you to change Health into Chronal Stability on a 1:1
basis; burn away 5 Health, gain back 5 Chronal Stability. Every
Investigative point of History or Trivia you spend during
activation cancels out 2 points of Health damage.

Fading from paradox, Altani uses a nostalgicator to remember
her childhood on the Mongolian steppes. She exchanges 6 Health
Jfor 6 Chronal Stability. She spends 2 History points in the process,
however, canceling out 4 points of lost Health. When she finishes shes
spent 2 points from any History pool, she’s down 2 Health, and she’s
regained 6 Chronal Stability.

When used on someone else, the interface is more damaging.
The target decides how much Health they’ll exchange for
Chronal Stability, and they may not cancel any of the loss.

Oubliette Mine

Cost: Difficulty +2
Future, Subtle; Point-Blank range

Deployed much like any other mine, the Oubliette causes
anything that stands on it to become temporally unstable,
dropping out of time and into a pocket dimension. This time
bubble itself is unstable and usually only lasts about 24 hours,
but that’s usually enough to disrupt someone’s plans for the
day... or provide enough time for an ambush to be arranged
for their return.

Should the victims possess a time machine, they can
depart the dimensional oubliette eatly by spending a point of
Timecraft to break through the dimensional barrier.

Paradox Generator

Cost: 1-point Science! or Timecraft spend plus Difficulty +2
Future, Blatant, Super-Science; Near range

Also known as a time trap or Charons Doorbell, this
unwieldy case can emanate null-time in a manner that
destabilizes and destroys any Chronal Stability (or Tempus) in
a Near range to the device. Any time traveler in the area must
make a D4/1.4 Paradox test every round that the time trap is
active. Time travel within the area of effect is impossible, but
leaving the device switched on has a bad habit of generating
nearby paradoxes as a side effect; impossible events occur,
massive lucky and unlucky streaks strike the unwary, and
people experience the closest they’ll ever come to miracles
or catastrophes. While a paradox generator is often used to
protect areas from time travel, the side effects usually prove
more trouble than they’re worth.

The paradox generator can be lethal to time travelers if
they find themselves trapped in its vicinity with no method
of deactivating or destroying it. GMs may limit its availability
accordingly.

Paradoxometer

Cost: Difficulty +0
Future

This handheld tool measures the amount of incipient
paradox attached to a person, object, or place. While this
is most useful for the GM as a plot device that indicates a
history shift — “Our paradoxometer indicates that time just
changed around us!” — or that foreshadows adventure hooks
— “Don’t return the new TimeWatch recruit to the Citadel
until he’s free of potential paradox that might erase him from
existence” — it can also numerically measure Chronal Stability
or Tempus Loss in any character below 0. That’s useful if you
want to erase a bad guy from existence mid-fight, and aren’t
sure how much paradox you'll need to do so.

Proctor Serenity Restraints

Cost: Difficulty +1
Future, Subtle

Researchers in the late 21st century developed a medical
bracelet originally designed to aid those with mental illnesses; it
continually monitors blood chemistry and provides miniscule
doses of mood-altering drugs to calm and elevate the patient’s
mood. It wasn’t long before the invention was adapted by Dr.
Justin Proctor as a method for pacifying violent offenders,
prisoners, and (frankly) anyone that Dr. Proctor didn’t
particularly like. Eventually arrested and imprisoned himself,
Dr. Proctor’s invention became useful for anyone needing
subtle prisoner containment.

The Serenity Restraints are a simple metal bracelet that
chemically bond with skin and are only removed with a
specific security code (Difficulty 8 Hacking/Tinkering test
to remove, other than severing the wrist). Putting Serenity
Restraints on someone who is resisting involves a full contest,
pitting Scuffling against the defender’s Athletics.

Once in place the bracelet calms violent tendencies, teduces
mood swings, and eliminates most aggression. The Difficulty
of Scuffling, Shooting, and violent Athletics tests rises by 4
when wearing Serenity Restraints, making them useful before
prisoner transport.

Psychic Clothes

Cost: Difficulty +3, or a specific scene in which the clothes
are acquired
Contemporary, Subtle, Restricted

One of the earliest time travel experiments took place in
1968, involving a subterranean 36,000-person laboratory
in Arizona that developed an exceptionally unstable “time
tunnel.” The process lost several scientists in the time stream,
even as it turned their standard clothing into an incredibly
effective disguise. These 1960s clothes (a turtleneck and slacks,
and a shirt and tweed suit) psychically blend in for whoever
you talk to; you gain a constant +2 bonus on Disguise tests,
as no one will ever question why you are dressed so oddly.
Other oddities in your disguise may still draw attention, of
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course. The psychic resonance also grants you 1 bonus point
of Reassurance per mission. On the downside, these artifacts
are unique, so you’ll need to find the time travelers in one of
the numerous places they were detained and liberate their
clothing from them first.

Note: this gear draws its inspiration from the classic TV
show Time Tunnel, and so may work best in a cinematic or
humorous game; not everyone can carry off a 1960s turtleneck
and tweed suit with aplomb.

Psychosis Grenade

Cost: Difficulty +2
Contemporary, Blatant, Restricted

This gas grenade causes anyone within a Close area to
make a Difficulty 5 Chronal Stability test. Failure indicates a
rush of crippling, murderous psychosis. Developed to cause
pure mayhem amongst enemy troops, anyone affected by the
grenade can choose whether to sit and helplessly rock back
and forth, or whether to attack anyone nearby regardless of
identity or allegiance. This effect lasts for the duration of
the scene or until treated with the expenditure of 1 point of
Medical Expertise.

Psyonic Stone

Cost: Difficulty +0
Ancient

Designed by sophosaurs and surreptitiously distributed
(often in jewelry), these stones are imprinted with a permanent
psychic disguise (Disguise 4). Anyone carrying one for
more than an hour (or a scene) looks to others like a large
velociraptor for the next 24 hours, cannot remove the disguise,
and probably has no idea whatsoever why people are reacting
so pootly to them. A particularly vindictive sophosaur clan
creates and distributes these solely to cause chaos amongst
humans, making TimeWatch agents work around the clock to
clean up after their simple-to-manufacture paradox.

Punxsutawney Prime Perpetuation
Device (Tri-P)

Cost: Difficulty +06, or a specific mission to acquire (unless the
GM offers it for free)
Future, Restricted

The Tri-P is a rare device that uses 47th-century technology
to encase a micro-pocket universe in a quantum matrix that
can be entangled with a single sentience to create a self-
perpetuating temporal loop. (Phew) Due to the narrow
stability band for 17-dimensional constructs, all Tri-P loops
are limited to approximately 24 hours before restarting, The
emergent intelligence of the modified micro-pocket universe
is instantaneously alighed with the mated sentience and
attuned to a particular set of psychometric parameters such
that when they are met, the matrix will evaporate, returning
the entangled sentience to the dominant time stream.
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The chrono-babble translation? If you’ve ever wanted to
recreate the movie Groundbog Day in your game to learn new
abilities instantly, we’ve got you covered. Once per mission,
this traps one person in a loop where they must constantly
repeat the last 24 hours of their life, retaining full memory
of past cycles until they acquire the skill or personality trait
determined by the activating Agent.

Within the dominant time stream, the character appears
physically unchanged to all observers, but will retain all
memories of the time loop. When the character emerges from
the time loop they may rearrange up to 3 ability points each
from Investigative and General abilities. General points can’t
normally be moved to Investigative abilities or vice versa, but
3 points may be rearranged from each category. If an affected
antagonist lacks Investigative points to convert, Tempus
General ability points can be used instead on a 3:1 basis.

The GM has final say on whether a change is reasonable. If
used offensively by touching it to an individual with a Scuffling
attack, the activating player can’t declare, “I want her Paradox
Prevention and Shooting to drop by 3”; instead, it can be used
to say, “I want her Outdoor Survival and Chronal Stability to
rise by 3,” and it’s up to the trapped character (or the GM)
to decide where those points come from. The GM has full
discretion to grant supporting characters trapped in the Tri-P
additional bonus abilities if desired.

Players are encouraged to summarize in detail the subject’s
experience.

While this is primarily used to allow players to redesign their
characters on the fly while retaining game balance, or to cripple
an enemy while removing vital abilities, the GM might also use
this device as the mission’s plot device, trapping characters in the
time loop until they realize and resolve the specified changes.

Readyblade

Cost: Difficulty +1
Ancient; Damage Modifier +2

Most blades lose their edge slightly between the time they’re
sharpened and the time they’re used. The Readyblade is
capable of holding a moment of time until it’s needed. Once
it’s sharpened, it holds that edge until it is used, thus causing
extra damage. Readyblades ignore 1 point of Armor (if any).

Rebreather

Cost: Difficulty +0
Future, Subtle

This tiny mouthpiece takes clean air from another time,
allowing the user to breathe underwater or during gas attacks.



Resi-You Analyzer
Cost: Difficulty +1

Future
In fairy tales, witches have been stirring people’s personal
artifacts — a stray strand of hair, shed skin, fingerprints

(usually with a finger attached!), and other human residue —
into cauldrons since stories first began, all to gain power and
knowledge over others. Super-science turns out to help that
process immensely.

The Resi-You Analyzer samples the residue that people
leave behind on objects. The analyzer is roughly pistol-
shaped with a bulbous barrel. It emits enough luminous grey
smoke to blanket a one meter squatre area, coating all the
miniscule surfaces of the object it is aimed at, after which it
immediately sucks the smoke back into its barrel. There the
microprocessors analyze the invisible bits of dirt and dust that
were found mixed in with the Resi-You fog,

The results are checked against a database, registered, and
cataloged. You can know with certainty who last touched this
thing, or who made it, or where and when it was manufactured
(microscopic particles like pollen, mechanical emissions, and
food odors can all be accurately identified). The analyzer
indicates when samples are anachronistic, and where in the
future or past they originate from. While the Resi-You won't
necessarily give you a suspect’s exact identity unless they’re
already in its database, it can tell you geographical areas where
the suspect has recently been, giving you clues youll need to
track down their identity. If the suspect is nonhuman, the
Resi-You Analyzer will indicate its species when possible.

Ribo-Viroxic Resequencer

Cost: Difficulty +0
Future

One of the peskiest parts about time travel is the necessity
to deal with stages of life that might not make sense from
a societal standpoint — a healthy young adult time traveler
on an investigative mission cannot easily go undercover in a
middle school or a nursing home, for example, being obviously
unsuited to blending into those environments. Enter the Ribo-
Viroxic Resequencer from ARIN Industries, a conglomerate
focused on the quest for eternal youth. The RVR is a small
rectangular device that clamps itself to the skin and injects
two small tubules into the weater’s bloodstream. The device
allows for the temporary removal or acceleration of key ribo-
viroxic-nucleic sequences taken from the subject’s DNA —
the practical upshot of which is that the subject becomes
younger or older at a rate of roughly two years per minute
until they reach the age that the device has been programmed
to simulate. Any age from infant to centenarian is possible,
and all physical characteristics such as weight, height, body
hair (or lack of same), wrinkles (or lack of same), etc., will be
exactly as they were or will be for the subject when they were
(or will be) that age. Mental characteristics remain unaffected.

The device’s small nature (roughly the size of a coin) allows
it to be easily covered. It must attach to an arm or leg at the
carotid artery, but can easily be placed on the upper leg to be

covered even in situations that call for only minimal clothing;
The device cannot be programmed directly, rather taking its
instructions from a tether.

The re-sequencing process is not painful, but definitely
disturbing to look at. Increased appetite is the most common
side effect of the device, with caloric intake requirements
almost triple the norm for a person of the subject’s “new” age
while the device is operating. Any addictions or cravings the
subject is suffering from would be similarly amplified.

The most important drawback of the device is its time limit:
various models come with battery lives ranging from 24 to
120 hours, after which the ribo-viroxic sequences stored in the
device’s memory become irretrievable, causing the re-sequence to
be permanent. (A permanently re-sequenced individual will still
die at the end of their natural lifespan, regardless of how far back
or forward they may appear to be, because the actual cells are
not truly older or younger.) Deactivating the device before the
battery expires restores the individual to their true appearance at
the same rate of two years per minute. Of course, permanent
re-sequencing isn’t much of a problem for eldetly users hoping
to restore their youthful appearances, or for canny assassins who
would rather turn an enemy into a baby than kill them.

This is primarily a roleplaying aid more than anything else,
allowing Agents to blend into a variety of acting roles as
situations call for them. The GM may reduce the Difficulty
of age-related Disguise tests (typically by 2) while the device
is active, and she may increase Athletics test Difficulty by 1 or
morte points to account for a geriatric’s or child’s lower strength.

Sauropod Train Gun

Cost: 1-point Military Tactics spend plus Difficulty +1
Contemporary, Blatant; Very Long range; Damage Modifier +3

The Sauropod Train Gun is actually a very simple arrangement
— it consists of a train gun that would normally be mounted
on a railway carriage (or possibly a battleship), instead mounted
on the back of a large sauropod. Double trouble if you mount
two — one on each side, like panniers. The brontosaurus never
seems to mind, and it looks much more impressive, although a
separate gunner is needed for each gun.

Sauropod Train Guns are autofire weapons (see p. 84).

Seibert Inhibitor

Cost: Difficulty +2
Future; Near range

Less powerful but far more flexible than an interdiction
device, a Seibert inhibitor uses a flecing time travelet’s own
technology against them in a particularly embarrassing manner.
Each inhibitor has Near range, can only be activated once, and
remains active for a scene until it is triggered by someone in
the area time traveling. The first person to time travel out of
the inhibitot’s range causes a massive temporal feedback loop.
They are instantly encased by layer upon layer of ectoplasmic
goo, syrup-like crystallized time precipitated out of the time
stream and attracted to the victim’s chronal field. The goo
looks like shimmering mucus and smells far worse.
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The victim must make a Difficulty 6 Chronal Stability test.
Success means they are unaffected by the goo; failure indicates
that their Athletics pool temporarily drops by 10 points. If this
reduces their Athletics pool to 0, their time travel is disrupted
and they are Restrained. Victims may make a Difficulty 6
Chronal Stability test at the end of each of their turns; failure
indicates that they remain encased and Restrained, while
success causes the ectoplasm to dissipate and their Athletics
pool to return to normal.

SherpaTech Thermal
Stasis Apparatus (“StAppa”)

Cost: Difficulty +1
Future; Long range

This sleeck white and blue pistol embodies elegant design. It
uses zero-point energy to reduce the target to minimal energy,
instantly lowering the surrounding temperature and generating
considerable quantities of ice around the target area. When fired
at a nonliving object within Long range, any damage inflicted on
the object in subsequent rounds is doubled. When fired at living
flesh within Long range, the target is Restrained by ice until it
makes a Difficulty 6 Athletics test. The Difficulty of this test
drops by 1 each round as the ice weakens and melts.

Variants of the StAppa use a high-tech glove containing a
field projector lens in the palm and a built-in energy source,
instead of a pistol.

Skillreaper

Cost: Difficulty +2
Future; Point-Blank range; Stun 5

This device painfully rips knowledge of a General ability
from its victim and temporarily grants it to someone else.
Depending on the sophistication of the design, it may appear
as primitive as two linked electric chairs (complete with giant
levers and lowering dome-shaped helmets crackling with
electricity) or as elegant as a microcircuitry-laden headband
that functions instantly with a physical touch.

The skillreaper’s user must make a Difficulty 6 Chronal
Stability test to activate the device; failure indicates that the
skillreaper fails to function. If the skillreaper is successfully
activated, the intended victim must then make a Stun 5 test.
Failure indicates that the victim is stunned until the end of
their next turn, and the user steals up to 6 points of a single
General ability from the victim. This pool of temporary
points lasts for the scene or until used up during the scene,
and may not be refreshed. The victim cannot refresh their lost
points until the next scene, and typically suffers an annoying
headache until the stolen points are recovered.

If the victim has fewer than 6 points of the relevant General
ability, their pool drops to 0 and the user gains the lost points.
Note that many antagonists use Tempus and fixed combat
modifiers instead of the varied abilities that player characters
use. When using the skillreaper on an antagonist’s Scuffling
or Shooting fixed combat modifier, their modifier drops by
—2 (to a minimum of +0) and the user gains 6 points of the

\

Spending a point of Science! can get you force
field-based armor, right when you need it most.

relevant ability. When used to reap any other ability a victim
with Tempus doesn’t possess, their Tempus is reduced by 6
and the user gains 6 points of the relevant ability.

Variant: Skillreaper Mark Il
Cost: Difficulty +2
Future; Point-Blank range; Stun 5

The Mark III works identically, but steals up to 2 points of
an Investigative ability instead of a General ability. When used
on antagonists and supporting characters who don’t necessarily
have all of their Investigative abilities enumerated, the GM
decides whether the victim would possess that ability. If so, the
user gains up to 2 points of it and the victim loses 6 Tempus.

Space Suit

Cost: Difficulty +0
Contemporary

It’s not uncommon for Agents to make space walks. You
have a variety of options available to protect yourself, from
form-fitting and bubble-helmeted space suits to emergency
force fields that give you a few minutes of safety before
running out of power.




Sphygmostat

Cost: Difficulty +2, or a 1-point Medical Expertise spend
Future, Subtle; Close range; Stun 5

Named after a cross between a rheostat and a
sphygmomanometer — you know what that is, right? — the
sphygmostat is a garnet ring with a subtly twisting top that
remotely controls another person’s blood pressure. You can
create the following effects with a successful Shooting test:

» Stun 5, by lowering their blood pressure so quickly they pass
out

» Dizzy or nauseous by lowering blood pressure slightly; the
target’s Hit Threshold is reduced by —1 for the remainder
of the scene, or until the effect is discontinued

» Splitting headache by raising blood pressure; the Difficulty
of all General ability tests rises by +1 for the remainder of
the scene, or until the effect is discontinued

Perhaps more importantly, the sphygmostat can easily make
supporting characters feel sick at convenient times, making it
simple for TimeWatch agents to step in and take control. This
device affects one target at a time. It sadly doesn’t work on
creatures with an exoskeleton or without blood pressure.

Stopwatch

Cost: Difficulty +5
Future, Subtle

Quantum time-tunneling microcircuitry crammed into a
wristwatch far too small to actually accept it, this watch does
exactly what you'd hope a stopwatch might do. It stops time.

There ate some conditions, though. It only stops time for
you, and you can only slip between the seconds for a scant
petiod before you put yourself in danger. Once activated
in combat this gives you a second position in the initiative
order. One of your two actions occurs while time is stopped;
you choose which each round. You can use that action to
do anything permissible during your normal turn, with GM
approval, and Difficulty ratings may be easier than normal
because no one else is moving, Your actions are slightly limited
by the fact that you’re the only one stopped, however, as any
vehicle you're traveling in will be frozen in time as well.

A Paradox test is made at the beginning of any round
in which the stopwatch is active. The first Paradox test is
Difficulty 4; then Difficulty 5; and so on, cumulatively, so that
the fifth round of use is Difficulty 8. When a test is failed, the
Chronal Stability Loss suffered is the final Difficulty + 1d6.
The stopwatch stops working for the rest of the mission once
a Paradox test is failed. Unless it stops working, the stopwatch
lasts for an entire mission and can be used in multiple scenes
once acquired with Preparedness, Tinkering, or Sciencel, but
its rising Difficulty is cumulative and only resets between
missions.

You're driving a 1970s sports car, chasing down an enemy on a
motorcycle who bas a stolen almanac from the future locked into a
briefease. When the combat round begins you activate the stopwatch

and gain a second action. You use your first action to pull adjacent to
the enemy’s motorcycle. You decide that the enenry can go next, and she
shoots at you. You then have a second action during which all time is
Jrozen. You slip out of the frozen automobile and grab the briefiase
with an Easy (Difficulty 3) Burglary fest.

1t5 now the second round. You successfully make the Difficulty 4

/ Loss 4 + 1d6 Paradox test, so the stopwatch is still working, and

you decide your first action is in frozen time. You run back to your
Jrozen car, get bebind the wheel, and toss the briefiase in the back. You
choose to be the next person to act in combat. Time snaps back on for

this second action, and you steer the car away from your enemy with

a normal Vebicles test. For her turn, she snaps off another shot and

escapes, thinking she got the better of you; shell think differently when

she realizes her briefease is gone. You turn off the stopwatch before a

Difficulty 5 Paradox test is needed.

The stopwatch is extraordinarily dangerous for extended
use due to the high potential Chronal Stability Loss, but it’s
also extraordinarily handy on difficult missions.

Temporal Anchor Dart

Cost: Difficulty +2 (or +1 for the less effective version)
Future; Close range

An injection dart that puts a chemical into the bloodstream,
preventing time travel for one scene. This is usually used in
the form of a dart gun or blowpipe, but there is a variant
that can also deliver the toxin (less effectively) via air-propelled
sponges soaked in the stuff. Anyone hit by a temporal anchor
dart must make a D4 Chronal Stability test or be unable to

time travel for the scene. If hit by the less effective version, the
Chronal Stability test Difficulty is 3.

Temporal Incubator

Cost: Difficulty +2
Future

Developed originally for medical use to accelerate the growth
of emergency limb or organ transplants, the temporal incubator
prevented an early-22nd-century crime spree of stolen black
market organs within the lower slums of the megacities. This
device has since been miniatutized to the size of a pressutized
space suit. It creates a physically contained temporal loop that
sends an injured body back a short distance in time again and
again, effectively accelerating the healing process. This is not
without some risk, of course, but being able to grow a limb graft
in 20 minutes can sometimes be worth it. Just feel bad for the
victims of those black market organ harvesters; there are people
in the New Tokyo slums who have had their kidneys stolen and
regrown and stolen again 70 or 80 times.

Mechanically, a temporal incubator heals bodily damage at
the cost of chronal stability; when worn, you can turn Chronal
Stability into Health on a point-for-point basis, with each
point of Chronal Stability spent representing a day that your
body was instantaneously sent back in time to heal. Crawling
into the suit takes an action if done in combat. The temporal
incubator can also speed up the time required to recover from
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being Seriously Wounded, with each point of spent Chronal
Stability representing a day of recuperation.

This technology has been turned to other clever uses as
well, such as quickly aging clones, artificially aging forged
archaeological artifacts (after some tinkering to adjust the ratio
of time passed), or making delicious 12-hour slow-cooked
barbecue in a matter of seconds.

Time Anchor

Cost: Difficulty +0
Future, Subtle

Also known as a Trenching Tool, this device allows you
to “dig in” to your current time period to resist the constant
pressure of time. Made from a lattice of frozen tachyon
particles, the time anchor is usually constructed as a badge or
brooch. It provides 2 points of chronal armor for Paradox
tests triggered by a chronal destabilizer weapon or effect; i.c.
D4/1.4 becomes D4/1.2. Because of the nature of the Time
Anchor, they are never chronomorphic, and so are usually
produced as small items of jewelry that can pass unnoticed
in most eras.

A Time Anchor doesn’ protect against paradox caused by
time travel or interfering in history. They are known to interfere
with a time chase by “weighing down” the bearer, raising all
Difficulties by +1 for someone carrying a Time Anchor in a
chase; more than one TimeWatch agent has used this as a trap
by slipping one to an unsuspecting quarty before they fled.

Timebat

Cost: Difficulty +0
Future, Subtle; Damage Modifier +0

While it may once have had a more technical name, the
nickname “timebat” has stuck to this weapon. It resembles
a simple club, about one meter in length and made of some
sort of exotic wood. However, it is surprisingly heavy and
requires impressive strength to swing with any force. But for
someone who can do just that, a good solid hit with the bat
will displace the victim six days into the future. This makes it
particularly useful for splitting up enemy assailants during large
and dangerous fights.

Time Beacon

Cost: Difficulty +0
Future

This lantern-sized device acts as a navigational buoy in the
river of time, making it simple for a time traveler to reach
the exact time and location where the beacon was triggered.
They’re often used as rescue alerts for a team in trouble,
although they’ve been known to attract hostile attention as
well.

When time traveling to the chrono-location of a time
beacon, no Travel test is required.

Time Dilation Gloves

Cost: Difficulty +3
Future

This weapon allows the user to punch a target with
superhuman speed. For example, if the user punches the target
in the stomach it appears like his fist is a blur, with dozens of
blows appearing to be delivered. These gloves allow autofire
(see p. 84) to be applied to Scuffling attacks against foes within
Point-Blank range, and allow a second Scuffling attack at +2
Difficulty during your turn.

These gloves do not affect movement speed. These gloves
cannot be used for abilities other than melee combat, and
they only affect the upper extremities. They can be used in
conjunction with any Scuffling attack.

Time-Displaced Shard Thrower

Cost: 1-point History (Future) or Military Tactics spend, plus
Difficulty +2
Future, Super-Science; Near range

This strange weapon consists of a five mm wide black non-
metallic arc that reaches around the back of the hand, with
the grip running between each end to be held in the palm.
It features a targeting scope in the center of the arc, beneath
which is a narrow slot that is the weapon’s muzzle. There is
no magazine, as the weapon actually coalesces its ammunition
from trace elements found in the time stream. It takes about
a week to manifest a single shard, which can then be fired in
the traditional manner with impressive effects. Alternatively,
the wielder can take a shot immediately and then wait over
the next week while the ammunition materializes backwatds
in time. Trying to fire the TDST while the ammunition is still
incomplete, in either approach, simply results in a weapon jam.

The shards cause incompatible chronal fields to race
across the target’s body, partially tearing it apart. Each shot
inflicts 2d6 + 2 damage, and simultaneously triggers a D4/L4
Paradox test.

While this weapon may seem limiting with only two shots
available at a time (one pre-charged; one post-charged), the
effects of the exotic ammunition can be quite devastating
Additionally, it doesn’t resemble an ordinary weapon and
requires no stock of ammunition, which can make it useful
when away from an easy source of resources.

Timelock Capsule

Cost: Difficulty +0
Future, Subtle

Some items require wotld-class protection until they’re truly
needed. A Timelock Capsule is a lock box that only unlocks
at a specific geo-temporal location such as the beaches of
Normandy during D-day, the top of Mt. Everest at 7:52 a.m.
on June 28th, 1982, the inauguration of Chester A. Arthur, or
on that street corner tomorrow afternoon. Agents with access
to one of these time capsules can program a time and location
to keep an item protected until the conditions are met.
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In most capsules this restriction cannot be overridden once
set, not even by the person setting the controls; contents
remain slightly out of phase with time until the triggering
conditions are met, so attempting to cut or burgle open the
container results in failure. Concerted hacking (a Difficulty 30
Tinkering continuing challenge) may reveal the trigger time
and location, however.

Timelock capsules are occasionally used by time travelers to
set traps for their enemies, giving them bait that requires an
enemy to be in a specific place at a specific time.

Tomes’ Temporal Tool

Cost: Difficulty +1
Future

First developed by early explorers who lacked easy access to
sophisticated tools, Tomes’ Temporal Tools are liquid metal
devices assembled through direct tether interface. They can
produce nearly any tool you can think of and maintain them as
long as the Agent stays within two kilometers. The tools then
collapse back down to liquid metal until gathered and reused.

That gives this tool two main uses. It’s the TimeWatch
gold standard for those who don’t want to be hopping on
an autochron every time they need something, as activating
it creates a pool of 4 Tinkering points that can then be used
to help build or adjust any device. In addition, it has been
occasionally used as a booby trap and a murder weapon; use
the Temporal Tool to duplicate part of a propulsion system,
watch the vehicle fly away, and observe the mayhem once it
passes two kilometers and the temporary part fails.

Transcendental Refuge

Cost: 2-point History (Ancient) spend; or a specific mission to
acquire (unless the GM offers it for free)
Ancient, Super-Science

The transcendental refuge may save your life... but used
too often, it may destroy your soul. Virtually unique and
tremendously deadly to use, this ancient spiritual item dates
back to India in the third millennium BCE. It moves the user
into a state completely beyond time, absorbing the life force
of the universe along with its wisdom. When activated with
a 1-point Reassurance spend, the world shimmers and fades.
The user regains full Health and may fully refresh one other
General ability pool. They have unlimited time to plan and
may re-enter time in any location or time they choose. When
they do, they are spiritually inspired and gain a 1-point pool
of any Interpersonal ability of their choice, to be used during
the next scene.

On the downside, using this may completely rip apart the
user’s soul. On re-entry the user makes a Chronal Stability test
at Difficulty 6. Failure indicates instant spiritual eradication.
With every use, the Difficulty of the Chronal Stability test rises
by +2.

Uplift Assimilator

Cost: Difficulty +2, or a Burglary-related encounter to
abscond with it
Restricted, Super-Science

Whoever invented this technology, it wasn’t a human — or
at least not from any time period TimeWatch yet explored.
The uplift assimilator is a backpack-sized device that intrudes
into more dimensions than the human eye can easily process;
attempting to examine it in great detail often leaves human
minds confused and disotiented, and triggers a D4/L4
Paradox test. It behaves oddly at times, seeming particularly
heavy and massive when lifted and then perhaps ephemeral
half an hour later. Fewer than a hundred of these have been
discovered over the centuries, and when they started being
stolen by time travelers their private or government caretakers
typically hired their own security teams to retrieve them.

When connected to an animal and activated with a 1-point
Science! spend, the uplift assimilator increases the creature’s
intelligence to sentient levels, giving it a working education in

the process. The result is variable, depending on the preference
of the GM:

> the condition may be temporary and cannot be repeated

» the uplift may work perfectly but slowly fade, making the
animal even more intelligent when repeated; multiple uplifts
may slowly drive the animal insane

> the animal may be permanently intelligent, but have a
shortened life span

» should the GM find it plot approptiate, the animal may
become intelligent and have a lengthened lifespan

» if the GM has no plot-related reason to do otherwise,
the uplifted animal has above-average intelligence and its
normal lifespan.

Wight Compression Cannon

Cost: Difficulty +2
Future, Blatant; Near range

This arm-mounted blaster is difficult to disguise (+2 to the
Difficulty of Unobtrusiveness tests), but that’s balanced by its
effectiveness. It uses 27th-century spacial folding techniques
to vastly compress soft tissues. A victim’s soft tissues compress
and shrink even as their body’s skeletal structure remains
unaffected, causing flesh to literally rip its way off of bone.
This functions as a shrink ray on creatures with no skeletal
structure.

Being struck with a compression cannon triggers a Difficulty
6 Health test: success means no additional effect, while failure
causes an additional 2d6 + 2 damage. Mooks and any other
unnamed characters automatically fail this Health test. Their
screams may haunt you for years, but it’s a stylish way to go.
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Wither Grenade
Cost: Difficulty +3

Ancient, Restricted; Near range

An ezeru weapon that resembles a large, flying beetle, this
grenade is about the size of a man’s fist. Thrown as a grenade,
anything in Close range caught in the ensuing explosion
suffers a time-dilation effect that causes it to age dramatically
relative to the apparent time stream. The victims and objects
in the area of effect suffer no particular shock trauma, since
the aging is occurring at the appropriate rate of time for them,
but as the effect subsides they find themselves withered and
decrepit. Difficulties for physical tasks (such as Athletics,
Scuffling, Shooting, etc.) are raised by +1 while withered due
to the effects of age.

As with the decrepitude amplifier (above), objects decay
and putresce, making them more fragile and generally unfit
for purpose.

Resistance to this effect comes from a general temporal and
structural integrity — the sturdier the original target, the better
it will survive the accelerated time. For living targets, the aging
is a special effect that accompanies damage. If the target is
not killed, the advanced aging can be reversed after the end of
the scene by spending a point of Timecraft. Against nonliving
targets, damage is doubled against a target that would be
affected by aging (such as a wooden door or iron bars).

Yesterday Sniper Rifle

Cost: 1-point Military Tactics spend plus Difficulty +1
Future, Restricted; Very Long range; Damage Modifier +1

The Yesterday resembiles a typical 20®-century sniper rifle,
but with a somewhat more exotic targeting scope. When
aiming through the scope, the sniper sees the scene before
him, but as it appeared one exact day cycle previously. Once
she has acquired her target, she can shoot as normal, except
that the bullet will also manifest in that time.

Ever wondered why you can never find that assassin? You’re
probably looking on the wrong day. However, for those who
suspect such a weapon, lying in wait for the sniper should be
an easy task. Use at your own risk. Rumors persist of a variant
that can instead shoot a day into the future. Should such a
weapon exist, it would require a bit more planning to use
effectively, but ambushing the shooter would be a lot harder.
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CHAPTER FIVE:

ANTAGONISTS

This chapter is meant for the GM.

Time travelers have capabilities above and beyond those
of normal enemies. This chapter gives you traditional foes,
presents guidelines to help you build your own unique time
traveling and alien species, and offers you a number of existing
species and antagonist archetypes that you can use or ignore
as you see fit. The most common TimeWatch campaigns
have several different alien and parallel timeline antagonists
appearing regulatly, each working towards their own ends
and likely fighting each other almost as often as they come to
blows with TimeWatch.

When deciding which antagonists to feature, you'll need
to make some decisions. How many nonhuman species and
power groups do you wish to initially introduce? Which ones
do you know exist, but are working subtly in the background?
How successful have they been? Is their sabotage blatant or
subtle, with short-term or long-term results? Are their changes
a matter of recorded fact already? What are their aims?

This chapter presents a number of answers to these
questions, and options for altering the presumed status quo.
With this, no TimeWatch games will be exactly alike, and the
machinations and conspiracies of humanity’s foes will remain
unique to each game.

TYPES OF ANTAGONISTS AND
SUPPORTING CHARACTERS

If no one knows what your name is in a TzmeWatch game, and
youre not a player character, we advise against making any
long-term plans. Different types of supporting characters and
antagonists typically have different levels of competence and
longevity in a fight, primarily in terms of their Health rating,

An Adversary is a primary foe and usually a significant
threat. Most Adversaries are time travelers, aliens, or from
parallel timelines; they may demonstrate unexpected chronal
manipulation powers. In a movie or novel, Adversaties would
be the main bad guys. Adversaries tend to have relatively high
Health, and are almost always named (even if the characters
don’t discover that name). Adversaries don’t die until their
Health reaches —12.

Andrea Pilon, a rogne TimeWatch agent who travels to 1510 and
immnnizes the Agtecs against smallpox; is an Adversary.

An Opponent is a mid-tier foe with greater than Health
3. They are seldom at the top of conspiracies (unless we’re
talking fairly low-level conspiracies here), but they’re tough and
resourceful in a fight. They usually drop in a fight when knocked
below Health 0 (although Opponents with Regeneration may
get up or show up again unless deliberately finished off).

Emperor Cuitlihuack and Cortés’ elite, bighly trained soldiers are
Opponents — at least when they're trying to &ill or capture you.

A Mook is someone who has a Health of 3 or less, and
usually doesn’t even have a name. They may or may not be
deadly in combat, but they go down immediately once injured
or stunned in combat. Mooks automatically fail Stun tests,
even if hit by only low-powered stunners. If a Mook is so
lucky or successful in combat that the Agents start referring
to her with a name, the GM may decide to upgrade her status
from Mook to Opponent.

The vast preponderance of Aztec soldiers in Tenochtitlan, and
Cortés’ troops who march with hin from what is now Veracruz, are

all Mooks.

An antagonist is a general term for “someone hostile to
the Agents.” This term encompasses Mooks, Opponents, and
Adversaties.

A supporting character is a general term for someone
the player characters meet during their missions who isn’t
necessarily hostile to them. If they’re unnamed and someone
tries to hurt them, they usually drop as if they were a Mook.
If they have a name, they may be tougher. Don’t worry about
their Health unless you expect them to enter into combat.

In a movie, a supporting character would be played by a
character actor.

Emperor Cuitlibuac and Cortés, along with Andrea Pilon’s
bombastic assistant Migne, are all supporting characters. If  they
become hostile to the Agents, they are considered antagonists instead.

145



JAI 411dVH]

“I think we're in trouble, guys. | don’t have a name!”

THE IMPORTANCE OF MOOKS

A cinematic example: the movie Ki/ Bill: 1ol T showcases
a combat scene between The Bride and the Crazy 88 at
the House of Blue Leaves. If you've seen the movie, you’ll
remember the scene. There are a handful of Opponents and
named Adversaries (such as the bodyguard Gogo Yubari
and her deadly steel flail) in that fight, but the joy comes in
watching one highly trained hero kicking the butts of almost
five dozen lesser combatants.

Most TimeWatch fights work similatly, albeit with (usually)
fewer Mooks. Dramatically unimportant enemies are fun to
fight because they showcase the Agents’ badassitude. Make this
type of enemy common, and include foes who drop quickly
in most battles. More robust Opponents and Adversaries can
serve as more memorable villains for a change of pace.

One caution: Mooks have low Health and drop once hit,
but that doesn’t make them any less deadly. Be cautious against
having too many attack at once. Mooks who attack in waves,
just like in any good action movie, is one way to create a
difficult encounter that doesn’t instantly kill the characters.

If you ever do want to get the players’ attention, have
multiple Mooks focus fire on only one or two player characters.
It’s easier than youd think to quickly drop an Agent below
Health 0.
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VILLAINY AND CAMPAIGN FRAMES

The type of antagonists you use in your TimeWatch games
says a great deal about your campaign style. Are you selecting
a cybernetic albino great ape possessed by the downloaded
intellect of an insane future scientist? Yeah, we’re going to
go out on a limb here and guess that your campaign tends
towards Pujp. Are you focusing on a network of shape-
shifted reptoids who hold the world’s governments in their
secret sway, and whose conspiracy has to be dismantled
slowly before double agents within TimeWatch kill anyone
who shows interest? You’re probably running a Conspiracy-
style game. Are your enemies fanatically determined chronal
terrorists who are trying to wrench time into a path more
suited to their ideological beliefs? Youre probably playing a
mostly Patrol-style game.

To a certain extent, TzmeWatch is defined by the people you
encounter and the crimes they commit. Those people might
have some unusual capabilities, all powered by the Tempus
General ability (see p. 148), or they might just be normal
people armed with high explosives and a lasting grudge. Either
way, pick antagonists for your game that match the tone you'’re
hoping to achieve. If you want a serious and emotionally
resonant drama, choosing intelligent dinosaur mad scientists
may not be your best choice®.

BUILDING AN ADVERSARY

As mentioned eatlier in this chapter, an Adversary is a
dramatically important antagonist who is usually either a time
traveler, from a parallel universe or time stream, or nonhuman.
You can upgrade an Opponent to Adversary status by making
him more deadly than usual. Adversaries generally have
access to a selection of unusual or unexpected chronal and
technological powers which they can use against the Agents
by spending points from their Tempus pool. They’re usually
more dangerous than the Agents are in combat.

Human non—time traveling enemies of the agents may be
significantly competent and deadly — picture a special forces
soldier or a trained spy going up against the Agents — but
it’s unlikely that they know time travel is possible, and they
are neither subject to, nor able to take advantage of, chronal
effects. They’re generally considered to be Opponents.

MEMORABLE APPEARANCE

TimeWatch is a cinematic game, and that means you’ll want to
pay some attention to antagonists’ appearance. In particular,
think about (and describe) how aliens look, move, smell, and
sound. If you’re able to describe a Europan’s spindly and
delicate crystalline body, squirming beneath a mind-controlled
host’s skin, you’ll make an impression on the players.

That’s not just true for aliens or monsters, either. Any
supporting character should have a memorable personality,

1 Lies, foul lies. Intelligent dinosaur mad scientists are a/ways the best
choice. We just pretend otherwise.

appearance, personality quirk, behavior tic, or speech pattern.
If your players say, “Oh, Bernard? He’s that squinting arms
dealer in New Paris who loves old jazz and hates us,” you’re
doing well.

STATBLOCK

The TimeWatch stat block is designed to be fast and easy to
read. It splits capabilities up into multiple lines for ease of
reference. Lines that are not relevant are omitted.

Antagonist name

Defense: Hit Threshold, Armor, Health

Offense: Scuffling, Shooting; Damage Modifier (weapon)
Abilities: Athletics, or Tempus

Special Abilities: special ability or combat condition (Tempus
cost, if any) (description, if needed)

Misc: Alertness Modifier, Stealth Modifier

Description: as required

See examples of stat blocks beginning on p. 158.

When writing a stat block, opt for clarity. The goal is to have
defense and offense numbers available at first glance, then more
conditional or esoteric abilities explained below: If a detail isn’t
relevant, such as a Scuffling of 0 or no Alertness Modifier, omit
it from the stat block. For antagonists with complicated abilities,
it’s useful but not mandatory to have a brief reminder of the
Tempus cost and what each special abilities does.

BASIC ABILITIES

All antagonists have four basic abilities: Health, Tempus,
Scuffling, and Shooting. Most of these work identically to the
General abilities used by player characters. Like player characters
(and unlike Mooks and Opponents), Adversaries generally
survive Health loss up to —12 unless the GM wants to hurry
combat along, When an Adversary does not have a needed
ability, from Athletics to Vehicles, they use Tempus as a catchall
ability instead. Antagonists who don’t have the Tempus ability
may instead have Athletics and Preparedness. If an antagonist
should logically have an Investigative ability that isn’t listed in
the stat block, every point you add uses up 3 points of Tempus.

On the rare occasion that an antagonist without Tempus
needs to make a Paradox or Chronal Stability test, they use
their Athletics ability instead of Tempus.

Although these are basic abilities, the stat block separates
them into different lines for clarity. Health is listed under
Defense, Scuffling and Shooting under Offense, and
Tempus (along with any other General or Investigative
abilities) under Abilities.

Antagonists might have other General abilities on a case-
by-case basis. Medic is common for Adversaries who can
heal themselves. Vehicles is common for any antagonist who
might get in a vehicle chase or time chase with the Agents.
Remember that antagonists and supporting characters never
have Unobtrusiveness, since GUMSHOE is a player-facing
system; instead, they have Alertness and Stealth Modifiers, as
described on p. 72.
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Most antagonists do not gain access to the Boosters
available to player characters who have General ability ratings
of 8+. That’s not because the antagonist can’t use the powet,
it’s because the Booster would be a pain for you to track. If
you’d like to give a Booster to an antagonist with high abilities,
feel free. Just be aware that existing Special Abilities may be
more effective than a Booster, such as Extra Attack being
superior to the Double Tap Shooting Booster.

Health

Like other foes, an antagonist’s Health determines how
long it can stay on its feet (or tentacles, or cybernetic gravity
stabilizers, or what have you). Unlike more prosaic foes,
some antagonists may have methods of healing rapidly,
escaping with teleportation, or other defenses. A Mook and
an Opponent brought to Health 0 is knocked unconscious or
slain, as the attacker prefers. An Adversary brought below —11
Health is slain. Antagonists may well have the Medic ability
(or the Tempus ability that they use as Medic; see below),
and will likely use it to heal themselves if they do. Like player
characters, Medic works less efficiently when used without
futuristic healing technology accompanying it (see p. 48).

Remember that Mooks have a maximum of Health 3, and
usually have Health 1. Such characters drop immediately when
hit and automatically fail Stun tests, just as a good movie extra
should. If an unnamed character ever gains a name, don’t feel
bad about promoting him from Mook to Opponent by giving
him more Health as well.

Tempus

Tempus (as in zempus fugid) is the ability behind unique
antagonist powers. Tempus is a catchall category that
represents the antagonist’s mastery over time and space.
This ability rating determines the base Hit Threshold of
the antagonist, just like Athletics for a TimeWatch Agent;
a Tempus rating of 8+ means a Hit Threshold of 4, unless
the antagonist is particularly easy to hit (as a few antagonists
are). It functions as Preparedness when acquiring objects, as
Chronal Stability, including when making Paradox tests, and as
Medic when trying to heal oneself, and antagonists draw on
it to power their time machines, alien powers, and temporal
attacks. Antagonists who are not time travelers or aliens may
not have Tempus and use the traditional abilities instead.

Antagonists with strong willpower and a strong sense of
self may have more Tempus than is listed here. Weak-willed
antagonists may have less.

An antagonist makes Paradox tests using their Tempus
points. They do not, however, typically have access to the
Reality Anchor ability to restore these points once spent. This
means that failed Paradox tests reduce an antagonist’s ability to
activate their special powers.

Mooks and Opponents run out of Tempus at 0, just like
Health; this may make them fade out of existence if they’re
time travelers. Adversaries run out of Tempus at —12, just like
Chronal Stability for player characters. An Adversary who runs
out of Tempus is erased from the universe, or disembodied

and flung to another time. The Adversary can spend herself
into a hole if she wants to, but suffers the normal risks of
chronal instability for doing so (see p. 89).

Antagonists refresh their Tempus pools fully after an
8-hour rest, so chasing down a fleeing enemy through time
can be essential if you don’t want her to clock back in fully
rested 15 seconds after she departed. At the GM’s discretion,
several hours of downtime will restore half an antagonist’s
depleted Tempus.

Scuffling and Shooting Ratings

In TimeWartch materials, you'll see two different ways to
run bad guys in combat. The first method, fixed combat
bonuses, is useful for Mooks, Opponents, and any time you
want a fast and simple fight with an Adversary. The second
method, combat pools, works like player character pools
and is more useful for named villains and any Adversary
you want to carefully control. You are encouraged to use
whichever method you prefer.

Fixed Combat Bonuses

Most Mooks and Opponents, and some Adversaties, may have
a fixed combat modifier in place of their Scuffling or Shooting
rating, This is to speed combat and reduce bookkeeping for
you. When your rent-a-cop Mook has Scuffling +0 with his
Taser, you know that you just roll the die and take that result
when attacking; when your sniper has Shooting +1, +3 when
not moving, you know that they’re great at aiming and are
certain to hit on any round that they don’t move before or
after the shot.

Damage is rolled normally, and is not affected by any fixed
combat bonus value used for attacking, Special situations and
bonuses are noted along with the fixed combat value.

Example:

Neighborhood Kids

Defense: Hit Threshold 3, Health 1

Offense: Scuffling —1; Damage Modifier —1 (fist)

Abilities: Athletics 3

Misc: Alertness Modifier —2, Stealth Modifier —1
Psychically Controlled and Enhanced Neighborhood
Kids

Defense: Hit Threshold 3, Health 1

Offense: Scuffling +0; Damage Modifier —1 (fist), +0
(clenched pointy rock or old board with a nail in it)

Abilities: Athletics 3

Special Abilities: Scuffling bonus rises by +1 each round of
combat, max +6

Misc: Alertness Modifier —2, Stealth Modifier —1

In the first case, the kids are particularly bad at combat, as
you'd expect against trained Agents. Every attack roll they
make is at —1 on the die so they only hit Hit Threshold 4 a
measly 1/3td of the time, on aroll of 5 or higher. In the second
case, the neighborhood kids have been mind controlled by
some nefarious sophosaurs and coordinated rage drives their
accuracy. They’ll still do lousy damage if they hit, but they start
off attacking at +0 (hitting Hit Threshold 4 half the time) and
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they increase by +1 each round. If the psychically enhanced
children aren’t knocked unconscious quickly, they’re likely to
swarm the Agents.

You can model the type of behavior you want from your
antagonists. Want to show someone running out of bullets?
Use Shooting +1 (no attack every 3rd round). Want an alien
who absorbs kinetic energy to become more dangerous? Use
Scuffling +1 (+1 bonus for every time hit since their last turn),
so that if they were hit four times since their last turn their
Scuffling attack would be at +5 that round.
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Shooting and Scuffling Pools

When fixed bonuses don’t make sense because you want finer
control, Adversaries and other antagonists use Scuffling and
Shooting pools in exactly the same way that player characters
do. When you use these, keep something important in mind: it’s
frustrating to players to be hit in combat every round without fail.

Spend enough points from an antagonist’s Scuffling or
Shooting pool, and they’re guaranteed to hit their target. That
means that GUMSHOE Mooks using pools have the potential
to inflict a lot of damage before dropping in a sacrificial blaze
of glory. If you are running a Mook with Health 1 and Shooting
4, it’s tempting to have them spend all 4 Shooting points on the
first round, ensuring that they hit the Agent they’re aiming for.
This may be good tactics, but it’s not consistent with the science
fiction that TimeWatch models. As a GM, it’s in your best interest
to avoid such tactics for all but the most deadly of antagonists.

When antagonists have Scuffling or Shooting ratings,
you will find a pattern beside their combat stats. This is the
default pattern of point spends they typically use in combat.
For instance, the thug (Health 6, Scuffling 12 (0-2-3-3-3-1),
Shooting 4 (0-2-2) is likely to miss an Agent in the first round,
and then successfully hit him thereafter.

There’s no requirement for you to stick to this pattern
as you spend combat points, especially if the antagonist is
consistently missing. Just keep it in mind as a fair and realistic
method for modeling fun combats.

If you want to convert an antagonist with fixed combat
bonuses to one with Shooting and Scuffling pools, just pick a
pool number that lets you spend the average number of points
you wish with each attack, so a +2 Shooting fixed combat
bonus might convert to a pool of Shooting 8 (2-2-2-2).

Scuffling Damage

Many monstrous alien antagonists are most likely to use
Scuffling as their primary means of attack.

Damage
Weapon Type Modiﬁger
human bite, fist, kick -1

improvised weapon, club, knife; claws;
chitinous pincers; burrowing lamprey 0
mouth; crushing tentacle

heavy club, sword; mouthful of razor-
sharp teeth; powerful mandibles; thick +1
crushing tail; sharp tusk

Antagonists that are extremely physically weak might do —1
damage less than these numbers. Antagonists that have unusual
strength do +1 damage above these numbers, and a very
strong, feral or brutal Adversary would inflict an additional +2
damage instead. An insectoid ezeru, for instance, would inflict
+3 damage with its mandibles and +2 damage with its pincers.

It’s possible for incredibly muscular human enemies to gain
this bonus if they’re trained for combat.
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Shooting Damage

In general, human and humanoid time travelers are most likely
to utilize Shooting as their primary means of attack; there’s
a long history in science fiction of ray guns and gunplay.
Antagonists may be using neural disruptors (or PaciFists, if
they’re rogue TimeWatch agents), beam weapons, firearms, or
any conceivable weapon from their home time period. GMs
are encouraged to describe unique weapons for antagonists,
and use normal weapon stats for range and damage. Some
weapons also have special effects, as noted on pp. 117-123.

ADJUSTING AN
ANTAGONIST'S HIT THRESHOLD

The base Hit Threshold is 3, rising to 4 with an Athletics
or Tempus of 8 or higher. Other modifiers besides Tempus
may affect an antagonist’s Hit Threshold. A ludicrously high
Hit Threshold will make the antagonist almost unhittable by
normal means, requiring Agents to depend on super-science
or clever traps to even the playing field. It’s also possible to
give an enemy a high Hit Threshold vs. one type of attack,
such as Scuffling damage, but a lower Hit Threshold against
a different type of attack such as Shooting or beam weapons.
If you do this, be sure to communicate to the players that
something is unusual; very few offensive attacks or defenses
in TimeWatch are invisible, so well-defended enemies usually
have visible, audible, or olfactory clues to their strengths and
corresponding weaknesses.

Hit Threshold
Chronal Power Modifier
Blinking +1
Cybernetic or alien chitinous +1
exoskeleton
Distortion, Temporal Distortion +1 or +2
- +1to +5;
Invisibility see below
Old, unhealthy or slow -1to-2
Paranormal combat senses or
awareness (personal sonar or radar +1
unit; hearing amplifier; generic
Alertness Modifier of +3 or higher)
Personal Force Field (vs. Scuffling,
. +1
Shooting, or both)
Sheer arbitrary badassery, for boss
encounters and particularly lethal +1or+2
threats
Unnatural speed (such as through +1
cybernetic implants)

SPECIAL ABILITIES

Antagonist powers that aren’t constantly active usually have
cither special conditions when they activate or a cost in
Tempus. Powers that are constantly active don’t have a Tempus
cost, because it’s already factored in. A power or a time trick
that would normally trigger a Paradox test if a player character
tried it — such as duplicating themselves in combat — doesn’t
require a separate Paradox test when an antagonist tries it.

An Adversary has the Help Yourself power. To get ber futnre self
to show up and help out in a fight, the Adversary pays a cost of 5
Tempus instead of a Paradox test. Since Tenpus doubles as Chronal
Stability, she’s effectively paying a Chronal Stability cost when paying
for the power:

Choosing Adversary Special Abilities

When building Adversaries from scratch, resist the urge to add
so many special abilities that you can’t rtemember what they
do. Simplicity sometimes works in your favor. Do #of build
Adversaries by starting with a point-buy budget and selecting
abilities; this list isn’t balanced in such a way, and doing so will
create an overpowered, confusing villain.

Adversaries should be built on a theme. Instead of going
through the below list and saying, “Oh, this looks cool, as does
this, as does this...,” it’s most effective to give some thought as
to what your Adversary might be capable of without any game rules
in mind. A psychic velociraptor might time travel and specialize
in psychic attacks, for instance, while an elite chronal soldier
loaded down with tactical time gear might move incredibly
quickly in a fight. A liquid alien might shape-shift itself into odd
shapes, while an insane robot might focus on strength and the
ability to control (or deactivate) other technology.

Once you have the general shape of the Adversary in mind,
choose special abilities. It’s easy to get carried away, so choose
the minimum number of abilities that fit your vision. You'll
congratulate yourself for this simplicity later when you’re
running the Adversary in combat. You can always add more
later on the fly if you decide they’re needed.

Our advice? Pick the fewest possible abilities that give
you the foe you’ve imagined in your head, and don’t pick
unconnected abilities just because they sound fun. It’s always
easier to quickly add an ability on the fly than it is to have
to juggle a half-dozen different capabilities written down in
your notes. Never feel bad about that, either; if you need your
Adversary to flip a car, but you forgot to write down Strength
as a special ability, just describe the car flip and cross off 2
Tempus from the Adversary’s pool.

Choosing Antagonist Special Abilities

Don't forget that special abilities can apply to more than
full Adversaries. A team of sophosaurs may be Opponents,
but they certainly engage in mental attacks. A Mook guard
may still be able to Summon other Mooks or his Opponent
commanding officer if he can only get to his radio in time.
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Antagonists’ special abilities are usually tied to a theme,
and may be unique. They should underscore what makes that
antagonist unusual, memorable, or effective.

A mad scientist Adversary has invented a small army of sentient
robots, each of which possesses flexible robotic powers and explodes
violently upon the robots death. Every unit has the special abilities
Armor 2, Cybernetics, and Unfeeling. The GM assigns each nnit a
name (well, a number designation) and a pool of 10 Lempus to power
their Cybernetics.

List of Special Abilities

This list is far from comprehensive. If you think of a new,
balanced, fun ability while designing an antagonist, just
assign a Tempus cost and scribble it down, and you’re ready
to go. Several abilities (such as Cybernetics, Mutation, and
Technology) are a catchall for any number of other effects.

Description of Special Abilities

Armor

(Cost 0 or 3): It’s not uncommon for antagonists to be using
armor of some kind, whether chronomorphic Armor 1 such
as TimeWatch uniforms, shimmering high-tech force shields
that are obviously futuristic (Armor 2 or more), chitinous
exoskeletons (Armor 3), traditional armor from the time
petiod they’re hiding in (Armor 2), or anything in between.
Some force armor is only effective against physical attacks
(kinetic-repelling force fields) or beam weapons (energy-
repelling force fields). Although it may be time travel—related,
armor seldom requires the expenditure of Tempus points to
use. Exceptionally powerful armor that only works briefly,
such as a force field that prevents all damage for one round
and then burns out, costs 3 Tempus per use.

Note that Agents might often be able to use an Investigative
spend to reduce or negate armor, such as a Hacking spend to
deactivate an enemy’s force field, or a Medical Expertise spend
to identify the vulnerable spot in a chitinous exoskeleton. Such
player spends generally create a vulnerability that the entire
team can exploit, reducing the armor value by 1 or 2 points.

Awareness

(Cost 0): Whatever Alertness Modifier you give an antagonist
costs no points to use. They may sense chronal emissions,
heat, faint sound, life signs, or any other appropriate sensory
data.

Blink

(Cost 2 +1/subsequent round): A blinking time traveler has
the terrifyingly effective ability to flash in and out in combat,
sliding forwards and backwards quickly in time to make
himself a more effective combatant. Blinking antagonists gain
+1 to their Hit Threshold and have their foes’ Hit Thresholds
lowered by —1, and suffer no penalties for closing to Point-
Blank range with a gun-wielding foe.

Branching Point

(Cost 4): The antagonist can suddenly see two alternate
realities for themselves or another, and they can choose the
reality that comes to pass. When activated, they choose a target
within Near range and choose a General ability. For the rest of
the scene, whenever the target uses the selected General ability,
two dice are rolled instead of one and the antagonist selects
the roll they prefer. Note that when used to curse another
with temporary bad luck, the target can thwart it by using a
different ability (Scuffling instead of Shooting, for instance)
or by spending enough points to succeed despite a bad die roll.

Chronal Drain

(Cost 2): Some creatures are temporal vampires, draining one
creature’s reserves to make themselves mote anchored in time.
On a successful Scuffling hit, in addition to normal Scuffling
damage, this power drains 1d6 Reality Anchor points from the
victim’s pool. The antagonist gains twice that amount back as
Tempus. If the victim has no Reality Anchor points in their
pool, or has no pool, there is no effect; the antagonist cannot
restore their Tempus above its maximum rating,

Clock Out

(Cost 2): Some antagonists can time travel. Humans typically
need a device to do so, even if that device looks very different
indeed than an autochron, and aliens can either time travel
innately or use a device as you prefer. Some antagonists may
use markedly different methods of time travel, including
retrieval beams and time tunnels.

Adversaries and other antagonists spend Tempus to time
travel, and don’t bother with Travel tests or Chronal Stability
Loss unless you feel they should. It is up to you whether
antagonist time travel happens instantly, requires the same
one round delay that autochrons require, or requires even
more time.

Cybernetics

(Cost 2 per effect): The antagonist can trigger a
predetermined cybernetic effect that the GM chooses, such
as a jumping ability stemming from robotic legs, or suddenly
extending a hidden laser from the wrist. Cybernetic abilities are
comparable to what a player character could achieve with an
Investigative spend, such as a supet-science effect, an armored
force field, +1 or +2 damage per attack for the duration of the
scene, and the like.

Destabilize

(Cost 2 or 4): Trigger a D4/1.4 Paradox test (ot higher for
some powerful antagonists) by emitting a beam, aura, or
explosion of chronal instability. A single target costs 2; an aura
or explosion that triggers a Paradox test for multiple Agents at
once costs 4. A destabilizing effect that affects multiple targets
at once can be devastating to a TimeWatch team, in part
because it quickly chews through the team’s Chronal Stability.

Disguise
(Cost 1): Appear as a nonspecific different creature, although
the antagonist physically keeps their true form. This disguise

might be psychic, holographic, mundane makeup, or
something else. It’s up to you whether changing the disguise is
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Ability
Armor
Awareness
Blink
Branching Point
Chronal Drain
Clock Out
Cybernetics
Destabilize
Disguise
Distortion
Electronic Interference
Embrace Instability
Exile
Extra Action
Flashback
Flight
Fluid
Help Yourself
Hivemind
Immaterial
Impersonation
Infection
Interdiction
Invisibility
Lightning Speed
Mastermind
Mental Attack
Mutation
Oracle
Psychic
Regenerate
Resist Stun
Restabilize
Seize Initiative
Shape-Shift
Spider Climb
Stealth
Stony
Strength
Stun
Summoning
Technology
Teleport
Unfeeling
Universal Attack

Venom

Cost
Oor3
0
2+ 1/round
4

N NN

Variable
2
1
2
Oor2
0

Variable

0 or more

1 or 2 per target
2

Effect
Reduces damage
Raises the Difficulty of player character Unobtrusiveness tests to hide
Flash in and out of combat
Pick one of two possible paths for yourself or another
Drain Reality Anchor points on a hit
Time travel
Trigger a robotic effect
Trigger D4/L4 Paradox test
Look like a different person
Increase Hit Threshold
Render electronics useless
Gain Tempus every time Agents make Paradox tests
Fling target through time
Gain a 2" action in a combat round
Have a preprepared plan, as per the Preparedness Booster
Levitate or fly
Effectively immune to most physical attacks
An older, healthy version arrives to help in combat
Link brains to share information and lower a foe’s Hit Threshold
Out of phase with reality
Perfectly impersonate another creature
Spread disease
Briefly restrict time travel
Increases Hit Threshold and Stealth Modifier
Move quickly
Genius planner and tactician
Chronal Stability test to avoid mind control or possession
Trigger a mutation-related effect
Predict upcoming future events
Trigger a psychic effect
Regenerate Health damage
Stun test Difficulties are lowered by 2
Refreshes another creature’s Tempus
Jump into combat initiative at any point
Reshape body into a nonhumanoid form
Walk on walls and ceilings
Raises the Difficulty of player character Unobtrusiveness tests to notice you hiding
Made of stone and resistant to many attacks
Incredibly strong
Attacks can stun, usually at Stun 5
Summon Mooks as backup
Use super-science to produce technology
Move instantly from one location to another
Never become Hurt, and make all Consciousness rolls and Stun tests
Instantly attack everyone you wish to within range

Attack also delivers poison
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instant or takes some time. To impersonate a specific creature
instead of a general one, see Impersonation below.

Distortion

(Cost 2 or 3): The boundaries between the antagonist
and the rest of the wotld are unclear; attackers and other
observers find it difficult to precisely resolve her position,
form, and trajectory. Distorted antagonists are blurred in
videos and photographs, and usually appear as roiling air or
fractured shapes. While distorted (cost 2), the antagonist’s
Hit Threshold rises by 1.

Alternatively, the antagonist may possess Temporal
Distortion (cost 3), twisting time and space around itself. Being
around such an entity might cause déja vu, computer glitches,
malfunctioning tethers, unusual echoes, or disorientation.
While temporally distorted, the antagonist’s Hit Threshold
rises by 2.

Electronic Interference

(Cost 2): When active, this power renders electronics
undependable or useless. Whether due to an EMP pulse or an
alien aura, any device more complex than a simple mechanical
machine either fails to work or takes one combat round longer
than normal to successfully activate. TimeWatch Agents
commonly notice this when their translators and tethers fail,
quickly followed by most of their weaponry.

Given advance notice, a Hacking or Science! Investigative
spend might be able to harden one object’s electronics against
this effect.

Embrace Instability

(Cost 0): A creature with this ability is a parasite who has
latched onto the temporal fabric of reality and feeds off
of disturbances in time. For every Paradox test (other than
Travel tests) an Agent must make while on the trail of this
antagonist, it gains +1 Tempus in its rating and pool to use
when it is finally confronted. Like a spider in its web, it may
not know who the Agents are until they arrive, but every time
they trigger paradox it can sense them and draw strength from
the ripples in time they create.

Exile

(Cost 2): The target must make a Paradox test. On a failure,
the target loses 2 Chronal Stability and is flung through time.
It’s up to you where and when they arrive, but they must use
a time machine to return. If they don’t have a time machine
on them, well, they get a free vacation... somewhere. Other
Agents can spend a Timecraft point to follow their temporal
vortices and find them, so long as they act within two rounds.
In some ways, getting exiled can be an advantage. An exiled
combatant with a personal time machine can take her time,
heal physically, and then time travel normally to return to the
combat the round after she was summarily banished. Be aware
that against a combatant without a personal time machine, this
ability is incredibly effective; use it with caution, and have it
send all exiled combatants to the same time and location.

Extra Action

(Cost 2): The antagonist can manipulate time well enough to
gain an extra action in one round, which can (but doesn’t have

to) be spent attacking, Most antagonists can only use this once
a round. It’s your choice whether the antagonist takes both
attacks at once or gains a second place in the initiative order.

Note that this differs from Universal Attack in that it allows
the antagonist to target the same enemy more than once.
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Flashback

(Cost 5 per Flashback): Like the Preparedness Booster for
Agents, the antagonist can have retroactively arranged a plan. The
cost for activating this includes any Tempus cost for Preparedness
the antagonist would normally have to make to have his plan in
place. In the interest of good GMing, no flashbacked plan should
ever be instantly lethal to the Agents it affects.

Flight

(Cost 0 or 2): An antagonist may be able to fly, whether through
alien wings or good old-fashioned futuristic technology. The
speed of flight depends on the technology or natural means
of flying used, but is unlikely to exceed the speed of sound
without a cockpit protecting the antagonist.
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Less mobile antagonists may only be able to levitate. If so,
they can hover unerringly at any height and can ascend or
descend at will. The speed of ascent and descent is up to you.

Constant flight, such as a bird’s, does not require a cost in
Tempus. Antagonists who can only fly briefly, occasionally,
or erratically may require a 2-point cost in Tempus to activate

flight.
Fluid

(Cost 0 or 3): The antagonist is a liquid being, such as an ooze
or sentient alien fluid, or a swarm of tiny insects or worms.
All physical wounds simply flow closed, and the creature has
Armor 5 against gunfire or physical attacks. Beam weapons,
fire, electricity, and acid do normal damage.
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Altani’s older self clocks in to help herself in a fight against
an ezeru drone, and it’s worth every bit of the paradlox.

Antagonists who aren’t innately fluid and who only can gain
this ability briefly pay a cost of 3 to activate it for one round.

Help Yourself

(Cost 5): The antagonist’s older self shows up to help itself in
combat, temporarily doubling its actions. Damage inflicted on
one version does not also appear on the other, although killing the
younger version causes the older version to disappear and triggers
a D4/14 Paradox test for the Agent who killed the younger
version. Alternatively, for antagonists not interested in risking
their future self, the double might be from a parallel universe.

Hivemind

(Cost0normally, 2 to indoctrinate): Instantly share knowledge
and conversation with other members of the hivemind; with
some time and effort, outsiders can be indoctrinated into
the hivemind as well. Creatures in a hivemind can perfectly
coordinate their attacks on enemies: for each extra hivemind in
a combat, one foe’s Hit Threshold decreases by 1.

Unrrk is being attack by three mold-coloniged Colony drones,
SJormer horses that are now covered with sentient decay. Unrrk’s
normal Hit Threshold is 4. If all three drones focus on bim, bis Hit
Threshold drops by 1 for every drone beyond the first. This reduces his
Hit Threshold from 4 to 2, making him certain to be hit by all three.
Run, Unrrk, run!

Immaterial

(Cost 0 or 2): Whether through high-tech or natural means, a
time traveler might be out of phase and unable to be touched.
Such a creature can pass through walls or solid objects as if they
were not there. Force fields, such as restraining fields created
with Tinkering, Preparedness, or Science! spends, cannot usually
be passed through. Physical attacks do no damage; fire and beam
weapons do 1 point of damage (from heat or light). Neural
disruptors have no effect. Depending on the specific nature of
the effect, chronal energy, electricity, magnetism, microwaves,
radiation, or sonic attacks might disrupt it.

Historically, some ghost bauntings may well be time travelers
trapped in immaterial form, desperately trying to interact with the
world and draw attention to themselves so that they can be rescued.

Antagonists who aren’t innately immaterial and who can
only gain this ability briefly pay a cost of 2 to activate it for
one round.

Impersonation

(Cost 2): Perfectly impersonate another creature, specific or
otherwise. This ability may be limited, such as only voice or
appearance. It’s up to you whether the antagonist can instantly
change their disguise (such as shape-shifting), or whether it
requires time and effort (such as surgery or a mask).

The ezeru are giant mutant radioactive cockroaches that can psi-
actively impersonate human subjects. They do so by knocking the
subject unconscions and encasing them in a psi-active amber cocoon of
hardened bile and mucus. So long as the subject remains in suspended
animation within the cocoon, an ezeru can perfectly impersonate them
and draw upon their memories. As portions of the cocoon are removed
Srom the unconscions subject, the disguised egeru’ false skin slonghs
off; revealing spiky chitin underneath.

Infection
(Cost 0): It’s common in science fiction stoties such as The
War of the Worlds for aliens to catch plague from humans, and
TimeWatch agents have been inoculated against every known
pathogen. But what happens if a time traveler brings a disease
into our timeline that non-agents have no defense against? It
can set off an unanticipated plague, either deadly or annoyingly
inconvenient. An extra-historical disease that sterilizes those
who survive it, for instance, would dramatically change the
course of history in ways the time traveler certainly never
intended.

The possibility that major historical plagues were actually set
off by time travelers remains unproven but likely.

Interdiction

(Cost 0 or 2): This tactical energy field restricts others
from time traveling or teleporting within Long range of
the antagonist. It may stem from a natural phenomenon,
a technological interdiction device, or a natural aura
emanating from an antagonist.

Note that there are different types of interdiction, ranging
from “short-term aid in tactical combat” (cost 2) to “permanent
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plot device” (cost 0). Depending on your preferences, an
interdiction field can either completely restrict time travel,
allow it only if a time traveler has an access code or spends
1 or more points of Timecraft to break through the field, or
allow it upon a successful difficult (D6/L6) Paradox test. It’s
also up to you how large an area the interdiction encompasses;
while personal interdiction fields work at Long range, a room-
sized interdiction generator might encompass an entire city or
larger, depending on the needs of your plot.

In general, interdiction only costs Tempus when it’s usable
as a tactic in battle. The rest of the time, it’s a plot device.
Invisibility
(Cost 3): Some future technology can amplify Unobtrusiveness
enough to make the wielder entirely invisible. Similarly, it
may be possible for aliens to make themselves invisible, or
invisibility might be their natural state. Beings made of pure
sentience or energy would likely fall into this category, for
instance.

Invisibility acts as a special Stealth Modifier that increases
the Difficulty of any Unobtrusiveness test to detect an
invisible creature, as well as increasing the invisible creature’s
Hit Threshold against targeted attacks. The Stealth Modifier
varies based on what the invisible creature is doing each round,
from +1 (when the invisible creature is outlined in paint or
is touching the Agent) to +5 (when the invisible creature is
still and silent, and its location cannot reasonably be guessed).
You should adjudicate the modifier based on the players’ and
invisible creature’s actions.

This Stealth Modifier replaces, not adds to, a creature’s
previous Stealth Modifier (if any). If a player character spends
1 point of Notice, they gain a +3 Alertness Modifier to detect
an Invisible creature for the duration of the scene. Technology
that doubles as an invisibility-detection device (such as using
Tinkering to modify a tether’s sensors for infrared capability)
cancels the Hit Threshold penalty for invisibility.

Any alien invisibility technique might be selective: the
antagonist is invisible to everyone except her target, or to
the Agent she is trying to goad into firing, or to non-sentient
beings. This selectivity might be automatic or deliberate.
Lightning Speed
(Cost 2): The antagonist speeds up time for itself, increasing its
movement (but not its attack rate). The antagonist may move
2 range increments this round instead of 1 and still attack, or
can move 3 range increments without attacking. It may close
to Point-Blank range with an armed assailant with no risk of
being shot while moving. For this round, the antagonist’s Hit
Threshold rises by +1.

When used during a foot chase, Lightning Speed adds +2 to
the chase ability die roll.

Mastermind

(Cost 0): The Mastermind ability doesn’t grant mechanical
benefits per se, and is included here mostly as a way to designate
the most dangerous Adversaries. Youre encouraged to pull out
all the rat-bastardly, sneaky, underhanded stops when it comes
to a mastermind Adversary’s Professor Motiarty—level plans and
tactics.

Mastermind may have a Tempus cost of 0, but don't let
that fool you. Masterminds are exceedingly rare, and should
be used as personal nemeses, ongoing foes, or extremely
memorable villains. Mooks and Opponents are almost never
masterminds. A mastermind is particularly brilliant, capable
of leaps of intellect that would astound normal humans. This
feature often goes hand-in-hand with the Flashback ability,
and it’s not unusual for a mastermind’s Tempus pools to be
spent substantially on Preparedness tests.

Should Agents ever stray into a mastermind-complexity trap
that you consider to be lethal, the Military Tactics ability can
indicate to an Agent when it might be in their best interests
to retreat.

Mental Attack

(Cost variable): These begin as a normal attack made with
Tempus instead of Scuffling or Shooting, The antagonist
spends at least 2 Tempus pool points, possibly more, and the
GM rolls a die and adds the result to the spend. If her total
is greater than 4, the attack occurs. The GM then describes
the sense of the attack to the player: “You feel alien thoughts
crawling spiderlike through your brain.” If the player decides
to resist, he makes a Chronal Stability test with the Difficulty
equal to the total result of the antagonist’s roll plus her spend.
If he fails the test, the antagonist’s attack succeeds.

A hostile sophosaur attempts to take over Kelfala’s mind. It
spends 4 Tempus to do so and rolls a 3, for a total of 7. The attack
occurs. Kelfala tries to resist by making a Chronal Stability test
with a Diffienlty of 7. He spends 4 points but rolls a 2, failing
with a total of 6.

Successful mental attacks are typically used to inflict
immediate Mental Damage or establish Domination, Mind
Control, or Possession. Only rarely can antagonists inflict
more than one of the following attacks (GM’s choice).
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» Mental Damage (Cost 0): Damage that ignores Armor
and can target either Chronal Stability or Health, as the
attacker prefers. Such attacks have a Damage Modifier of
+2. Mental attacks are usually accompanied with massive
headaches and nose bleeds from the victim.

» Domination (Cost 3/round): Overwhelm a subject’s mind
with a mental attack, making it slavishly and robotically obey
the dominator’s every command. This effect is far from
subtle, and while the dominated subject will fight for the
dominator, it is clear to every onlooker that the dominated
subject is acting against their will. Self-destructive orders
allow the subject to make a Difficulty 4 Chronal Stability
test; success frees the subject from domination. Non-
exceptional supporting characters can be automatically
dominated by mental attacks.

» Mind Control (Cost 3 to establish): Much more subtle
than Domination, this effect allows an antagonist to control
others quite deftly and for a long period of time — weeks,
months, even years. The antagonist makes three successful
mental attacks (see above) during the same scene; the mind
control takes effect after the third successful attack. Mind-
controlled subjects often do not even realize that they are
mind controlled, although they typically suffer from terrible
nightmares. Non-exceptional supporting characters can be
automatically mind controlled by a single mental attack.

> Possession (Cost 3 to establish): With a mental attack
(see above), the antagonist’s intelligence can bodily possess
another creature for a period of time that you determine,
from a few rounds to permanently. The host body suffers
any Health damage, while the possessing antagonist suffers
any Chronal Stability Loss. Non-exceptional supporting
characters can be automatically possessed by mental attacks.
While the antagonist is possessing another creature, it’s up
to you whether their own body sits in a vegetative state of
hibernation, or whether the possessed creature’s intelligence
body-switches and inhabits it. In cases where possession is
only temporary and a strain to maintain, a cost may need to
be paid every round to keep the possession active.

Mutation

(Cost 2 per effect): The antagonist can trigger a predetermined
mutation that the GM chooses, such as sprouting tentacles
to climb walls or being able to breathe under water. Some
mutations, such as venomous claws, may be offensive in
nature. Mutations are typically linked to postapocalyptic
and heavily irradiated time periods. A mutation’s effect is
comparable to what a player character could achieve with an
Investigative spend, such as a super-science effect, telepathy,
+1 or +2 damage for the scene, and the like.

Oracle

(Cost 1): Whether through a record or a perfect memory, the
antagonist can petfectly predict upcoming historical events as
they’re known to have happened in the future.

Psychic

(Cost 2 per effect): The antagonist can trigger a predetermined
psychic effect that the GM chooses, such as mind reading or

telekinesis. Psychic abilities are typically linked to the future or
to particularly psychic races like sophosaurs. Psychic abilities
are comparable to what a player character could achieve with
an Investigative spend, such as a super-science effect like
telekinesis, psychic invisibility, +1 or +2 damage for the scene,
and the like.

Regenerate

(Cost 0 or 2): Most antagonists simply use Medic to heal
themselves. Some antagonists can regenerate, however,
whether due to cyborg implants or through alien vitality.
Regeneration is almost always a free power that doesn’t require
a combat action, although regrowing or reattaching a severed
appendage costs 2 Tempus points to do so during a scene.

The following regeneration options are in rough order of
effectiveness, from jaw-droppingly effective to “that makes for
a tough fight”:

» all damage regenerates (Health pool refreshes completely)
immediately

» all damage regenerates at the beginning of the next round

» all damage from beam weapons, explosions, and fire (not
from physical weapons) regenerates immediately; or at the
beginning of the next round

» all damage from physical weapons (not from beam weapons
or fire) regenerates immediately; or at the beginning of the
next round

> half of all damage regenerates immediately; or at the
beginning of the next round

> an arbitrary amount of damage (e.g, 3 Health, 2 Health)
regenerates immediately; or at the beginning of the next
round

» all damage regenerates in a few minutes, or between scenes,
or some other interval outside combat time

Regenerating antagonists are still vulnerable to Stun
effects, but any Health they spend to boost their Stun roll will
regenerate normally.

Regenerating all damage immediately makes it very hard to
kill an antagonist without e