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-- portable 1-man time machine

-- +3 Unobtrusiveness until noticed
-- used by Medic skill

-- for subjects’ memory modification
-- close range, Stun 5, subtle

-- holographic PDA

-- chronomorphic, armor 1

-- instant, 2-way, unnoticeable
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NOTES

Self-involved. Brilliant. Amoral. Creative. Lonely. Vindictive.

Remember that as a free action, you can tinker (Difficulty 4)
with your weapon each round to increase damage or the Stun
rating by +1.

You can also spend points of Science! to immediately produce

high-tech inventions that you actually assembled earlier.
Tinkering can create these as well, given some time.

BOOSTERS

Some ignorant cretins used to call you
mad. You, mad? Ha ha ha ha ha! Hardly.
They just said that because you don't
often brush your hair or pay attention to
ethics or talk in terms that the
uneducated can understand. Or perhaps
it's that you're a great inventor who
happens to produce extraordinary
inventions on a whim. Mad? Hardly. You
are not mad. You are a genius, and
you're helping save the world.

There's a very good chance you invented
time travel. You were one of the
inventors, at least, and you were in the
process of sabotaging other peoples'
experiments to make sure you were the
only inventor when you were stopped by
TimeWatch.

Your fellow agents:

Vid: an emotionless agent from mid-21st
century India. So hard to get a rise out
of! But she is competence personified
and fairly obedient, and you like both of
these things.

Kelfala: 24th century starship pilot. He is
handsome, a thinker, and a man of
technology. What could be better? He
doesn't care for you, but that's certainly
because he hasn't yet had the
opportunity to truly appreciate your
brilliance. There will be time.

Skegg: A psychic velociraptor?
Fascinating! You can't wait for the
opportunity to experiment, cybernetically
improve, or -- if worse comes to worse --
dissect her.

Since there was clearly a great deal you
didn't know, you jumped at the
opportunity to become a TimeWatch
agent and fix tears in the continuity of the
space-time continuum. It's been
tremendously satisfying. You love your
job as a time agent, and the experiences
you gather help satisfy your boundless
curiosity. You like to interview other
agents from varying times, finding out
how they're fitting in and offering to
experiment on them. History fascinates
you, and you miss the days when you
could change it on a whim to see what
happened.

It's a lonely life, though. Some day you
hope to settle down. You'll have to find
the right person first. Someone who can
stand up to you. Someone bright, and
strong of will.
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Mace Hunter: a passionate 19th century
African explorer and big game hunter.
He's masculinity personified except when
he's sobbing into his whiskey, and a
good man to have at your back. You
have no use for his mind, but that's not
what you'd be interested in anyways.

Uurrk: a cave-man from pre-history,
strong and ugly and surprisingly smart.
You have no use for him and make no
secret of the fact. He is the opposite of
the modern man, and should have been
left back in time with the other fossils.

Altani: She is younger and a better
warrior than you. Regardless, her
approach to logic and education is
childish. You scorn her, and her dislike of
you nominates her as "first to
accidentally get shot in the back" in the
litle-known Breen Awards..

Back when you were busy sabotaging
other inventors' time machines, you may
have slightly flung a few scientists
randomly through the time stream. You
worry a bit that this might have made
things more difficult for TimeWatch, and
always wonder if that's going to come
back to bite you.
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