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NOTES

The mnemomatic TimeWatch learning transfers are still kicking
in, so you currently have 5 extra investigative points that remain
unspent. That gives you huge flexibility. At any time you decide
your new neurological programming has unlocked, you may
assign 1 or more points to any Investigative ability you choose.
When you do, add one word to your vocabulary list and briefly
(for a sentence or two) become exceptionally erudite.

Example: "Find big fire ouch!" (assigns a point into Science.) "l
said, old boys, if we don't find that nuclear warhead quickly this
entire peninsula is going to be destroyed!" (enjoy dumbfounded
looks from other players)

(Note: You're an incredibly clever and gifted individual, canny
and intuitive even if all the book learning memories haven't
settled in yet, so the flexibility of assigning your points
throughout play should help balance out the social stigma of
being a caveman. This is supposed to be fun, but if it's a pain in
the ass please feel free to minimize or ignore the speech
restriction.)

(Other note: if you like the idea of playing a caveman with a
(very) limited vocabulary, you should also check out Firefly
Games' "Og!: Unearthed Edition, by Robin D. Laws. It's
hilarious.)

BOOSTERS

You join "TimeWatch" because you
clever. You spend days on metal
machines, they give you big smarts and
new memories and big knowledge. You
always understand other peoples’
talk-talk, but only know twelve words
yourself:

Fire. Meat. Zug-zug. Big. Tree. Water.
Existentialism. Ouch. Sun. Look. Good.
No.

(Or pick 12 words, one of which has to
be exceptionally and unaccountably
multi-syllabic. Use only these while
speaking. Grunt a lot.)

Powerful. Blunt. Curious. Intimidating.
Intelligent. Naive.

Vid: Her future India-man. Eyes empty
like cave. Her always holding back.
Make friends?

Mace Hunter: Big future hunter-man!
You friend. Talk hunting, work good
together.

Dr. Leah Breen: Mean future time-wizard
woman. Makes things quick. You think
she crazy like foamy bear.

Altani: Angry horse woman, dark steel
eyes, iron and wood and hunting blood.
You would hunt with her.

TimeWatch give you new good tribe, has
you find and stop bad people who dry up
river of time. You like this job. This
second mission; first mission involve
thunder-lizards, big meteor, bird-flying in
blackness. Fun.

Skegg: Tiny clever thunder lizard! Her
speak in head, scuttle through bush. She
Uurrk lizard-pet, like scaly dog! You
make presents, pat much, help make
good happy-nest.

Kelfala: Him fly metal bird through sky of
no-world. Him smart!

The problem of being the only one of
your kind is that you are incredibly
lonely. You are prone to sudden
friendships and excessive trust with
people you've just met.

TRAVEL TEST: WHEN HOU TIME TRAVEL, ROLL A DR ON A -3,
LOSE 2 POINTS OF CHRONARL STRBILITY. SPEND R STITD
BEFORE ROLLING TO RVOID THE CHECK COMPLETELY.

POOL REFRESHES: AT RNY Tif

ME, SPEND ONE OR TMORE

STITCHES 70 REFRESH ONE OR TORE GENERRL RBILITH
POOLS BY 2 POINTS PER STITCH.
TERMWORK: SPEND & STITCHES TO GRANT ANOTHER PLAYER

+ IN A GENERRL ABILITY TEST.

SIMPLIFY TIME TRAVEL: SPEND A STITCH WHEN TIME
TRAVELING TO NEGRTE THE NEED TC I
T
GLLING THE DRMAGE DIE _4.0. INCRERSE DARMAGE INFLICTE
ON A1 FOR | BRSIS.

REDUCE COMBAT DAMAGE: SPEND
{ BASIS 7O REDUCE DRAMAGE THAT'S I




