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STARTING STATS
Starting Hit Points (HP) : roll 1d6+4
Starting Hit Die (HD) : 1d6
Usable Weapons & Armour : Any and all, 
though historical inaccuracies may cause 
them to wield or wear it incorrectly.
Attack Damage : 1d6 or 1d4 if unarmed

FUTURE-TECH
You are familiar with the technology of 
this world’s far future. You’ve also 
managed to bring back a disintegration/ 
reintegration ray and force field 
projector, each with a d6 Usage Die 
remaining and which requires a very 
specific outlet not found in this time 
period to charge. 

SPLASHING IN THE 
TIME STREAM
Once a day you can change the outcome 
of an ability test by you or a companion 
immediately after it’s been rolled to a 
success or failure. Each time you do, there
is a 1 in 20 chance that the changed 
outcome affects your own future and you 
should immediately roll on the Out of 
Action table. On a Death result, you 
explode in a meaty paradox. 

ANACHRONIST
Your understanding of contemporary 
customs and culture are suspect at best. 
Anytime you attempt to use a weapon or 
armor for the first time in a real situation,
make an INT test. On a failure, you turn 
out to be NOT proficient with it. 
Watching a time-period native do 
something first gives you Advantage on 
this check. Other high-stakes situations 
may, at the DM’s discretion, call for an 
INT check when encountered for the first 
time, such as delicate social traditions or 
the application of herbs extinct in the 
future.  

GAINING A NEW LEVEL
Acquire and share a number of 
Experiences equal to your current HD to 
advance a Level. When you gain a Level:

 Roll a d20 once for each Attribute 
- if you roll over, it goes up one 
point, make an extra roll for 
either Intelligence or Constitution.

 Gain 1HD - Roll 1d6 - gain that 
many additional maximum HP.


