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OTime is the school in which we learn, time is thefire in which we bumOBbDemore
Schwartz

Diary entry, 165daysP.A.

It hgppened. Decades of worry, centuries of wars, poguring and political fightsand it
findly happened. We, and the others who were chosen, are sitting miles bdow the
surface of the earth. Well at least wha remainsof it. We have thefacts. We know how it
happened, the events leading up to theapoclypse. Tha word roles of thetongueso
easly, yet itisso violent.

Thelast few months have been building up to this moment, when the STITCH team
findly laundhes. | am oneof them. Chosen to go back, to correct wha has gonewrong. |
don®fully undestand it myself butthat is wha Jenkinsisfor. We all have ourindividud
roles. Me 1@n jug asoldier. | take care of thedirty stuff. Killing as required.

My wife, my kids my friendsare all dead. It was ingant for them. Our death ismuch
more drawn out We have al volunteered for our own reasons but | bet that each oneof
them is hoping to do something that we have been specifically told notto. | cheated on

my wife. | would give anything to undothat mistake. Changing onething can®hurt can
it?

STITCH launch point, 165daysP.A. 0700 Commander Johnathon Drake

STITCH team, Present! You are the best we have! YOU have been chosen to undowha
has happened. Thisis our oneshot, our onechance to putrightthe mistakes of the past.
We only have enoughpower to attempt this once so we mug be accurate. Thisteam is
made up of individuds who can hdp with different stages of themission. Y ou have been
training for amonth now so you should knowwho each other is already, butlets review
before we laundh.

Jenkinshereis ourtimetravel expert, heisgoingto get usto theright pointsin time with
the hdp of Dr.Hutton here. Dr. Huttonis our engineer and medical goto guy.

Kowlaski and Dandes are yourfirst line of defence. They are Navy Sealsand are
adaptable to any situaion. They will handle any hostile resistance you encounter aong
theway. Last but notleast we have our expert historian Dr. Erica Roemer. Shewill hdp



us out with the possible outcomes of our actionsin the past and hdp usfind our way to
thenext knotin thethread.

I will have your backs every step of your way. Any congerns, worries or problems | am
your first port of call. Remember people we have avery limited time to dowha we need
to do,so | want usto beasfriendly as possible. Anything else will be unacceptable and
seen as endangeing themission. This| will nottolerate!

You areall familiar with howthisis going to work by now. If al goeswell, we will
arrive back in the present day to aworld untoudhed by thetragedy tha has befallen us
We cannotfail people. We have our loved ones to save, our friendsto save thewhole
human race dependsonwha we doin the next few hours.

Meet back here at 0800for laund.

Time Travd Brief for Commander Drake

Thisisabasic oveview of thetime travel prindplesinvolved in sending your team back
into the past. Read over and befamiliar with, butleave thefinedeail to your onboad
computers, engineer and physicist. Thebase team will happily answver any of yowr
guestions

Thetimelinea STITCH team travels onis made up of 7 events. Thetimelineisreferred
to asa THREAD, theevents are KNOTS tha tie the thread togdher, Like any KNOT
they can beundoneand retied changingthe THREAD dlighty inthe WEB. TheWEB is
the patern of al possible worldsand outcomes. So in athread somewhere, World War 2
was won by the Germans etc.
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Fig. 1: The Thread

Fig. 1 showsthetimelinea SITICH teamisinterested in. Knot 7 isthe origin of theteam,
pog apoclypse (PA). Event 1 is the OgnitionOof the Apocalypse. Knot 6 isthe
apoalyp=e. Point 5 isthe penultimate event and also the point of noreturn. By owr
scientists reckoning there are 4 key
KNOTS in beween the apocalypse and
theignition event. Each KNOT is
numbered as shown.

When ateam wantsto travel to the past,
thethread hasto have a STITCH. Time
and space are warped such tha event 7
lies directly aboveevent 1, seefig. 2A.

Fig. 2A: The Thread post STITCH Theexact details of howa STITCH
occurs are unnesessary for youto



undestand, suffice to say it uses a vast amountof power.

Theteam are then laundhed into space time and punched throughso tha they turn upin
event 1.However time and space like bang linear. They don®like beng stretched and
manipulated. Space-time quickly stretchesitself back outagan, lookingto retain its
linearity. Thisresultsin theteam having only 30 minutesin each event to sort thingsout
Not much time you will agree.

Asthetimelineresiststhe STITCH, it
beginsto become linear agan. Theeis
aways alink home from each event, but
this requires an expenditure of energy as
well.

Pundhing a hole throughspace timeis an
enomousexpenditure of energy andthe
agency isonly willingto doit once. Once
past an event ateam cannotrevist that
event. Onetime only boysand girls, get
it right

Fig. 2B: The Thread unravels

The Domino effect

Theentire purpos of a STITCH team is to changethe present by causng incongstency
to occur in thetimeline When space-time feels an inconsstency forming in athread, the
thread unwindsforming several STRANDS. Themog likely of these will then become
thenew THREAD andtheteam will pulled back alongit, rather than the previousthread.

Aninocongstency can be anything, from something minor, like dating someonedifferent
at school, to something mgjor, your father was killed before you were bom. Each change
carriesits own rewardsand risks.

Minor changes can build to become a mgor changeif donecorrectly. Thisis the safest
way to manipulate the THREAD, and meanstheteam can control the changes more.
However therisk istha it takes some time for thechanges to appear, and when they doiit
may beto late to make enoughchanges to prevent the apocayp<e.

Major changes are exactly wha they say onthetin. They don®so much form strandsas
bum thethread and tie anew onetogeher. Mgor changes tend to beimmoral in naure
and downright evil at worst. Killing a child before he creates anudear device may solve
the problem, butis equdly likely tha someoneelse will inventit. Sometimes you will
have to gofar beyondwha is moraly right

The Web
Theweb istheinfinite possibilities of al threads It is represented in mod theory asa
circular patern with the centre bang thefirst event, thebig bang. See figure 3 bd ow.



Fig 3: The Web, with a cone of possibility

Thisfigure showsthe
coneof posibility for a
single thread. When a
team is going to changea
thread they mug change
it enoughto forceit
outsidethis coneof
possibility. If they donot
manageto do so, then
thar missionwill fail as
theapoalypse event will
still happen. It may
happen dightly
differently but the
essence of thefind event
will still bethe same:
everyonedies.

At each knottheteam
will have the oppatunity
to push thethread they
are currently on, further
out of the coneof

possibility. Thethread will alter appropriately but theteam mug be sureto use thar
onboad resources to see how close they areto exiting the coneat each knot. Failureto do
so will result in amission failure and we only have oneshot Fig. 4 shows how athread
may look asit isatered. Thetwo dashed lines show a successful manipulation of the

thread and afailed manipulation of thethread.

Success

Failure

Fig 4: Cone of possibility, with successful and failed missions



Thisisal thebasic theory tha theteam needsto know. Your physcist and engineer team
will handle thefine detail s of space-time manipulation.

The Needle
Theneadleis astate of theart craft designed for traversing space and time.
Unfinished

Mission ParametersBThread Details

Commande. These are theddails of the Knots tha make up our thread, thethread tha
led to theapoalypse. Each KNOT is made up of one major event and 1 or more minor
events, tha contributed to the situaion we nowfind ourselvesin. A successful mission
relies on you changing as many of these events as possible to allow usto exit the coneof
possibility. Study these details carefully and commit them to memory.

KNOT 1 - Ignition Event

Thisiswhereit al began commande, even the smallest event can upst the
course of history. It is at this point tha Prime Minister Huxley was bom, the man who
was eventudly to cause thewar.

Also dunng this KNOT thefirst experiments into human cloning were carried out,
allowing for theeventud creation of vast armiesin World War 3. Thereis oneother thing
tha we are unaireif it isworth checking out There were rumours at thetime of
expeiments near Moscow into creating Supe Soldiers. Informationis sketchy but it
would certainly explain some of thereportstha came back from Germany when Russia
invaded. If possible thefacility marked should be taken out

Major Event
TheBirth of Malcolm Theodore Huxley to Baroness Margaret Huxley and Lord
Charles Huxley.

Minor Events

1) Research into Human cloning beginsat the Rodin Ingitute,Edinburgh,
Scotland.

2) Supe Soldier Research near Moscow

KNOT 2 - TheFireislit

Several years after these events, human cloningis now accepted in severa
counties. Mog of thetimeit isjud organstha are grown, but rumours still aboundof
full-on, sci-fi human cloning, especialy in some of theless scrupulouscounties. It is
roundaboutthis time tha Chinaclosed down its bordersto all foreigntravel. All
reporters were kicked out, and anyonecaughttranamitting information frominsgdewas
dealt with severely.

Major Event
Minor Events
KNOT 3 - Fanning the flames



Major Event
Minor Events

KNOT 4 - Inferno
Major Event
Minor Events

KNOT 5 - Point of noreturn
Major Event
Minor Events

KNOT 6 b The Apocalypse

War had now become inevitable. Despite some last minute attempts to broker
peace, the Chinese/Russian alliance began its advance throughAsia and Easter Europe
American and Britain screamed at them to retreat, warning of the consequences butit was
too late. Asreport after report poured in of the atrocities committed by both sides, the
first nudear strike was sanctionad agans Moscow. Theretaliation was indantaneousand
so theworld aswe knew it ended in aflash.

KNOT 7 - The Present day

Thelast few survivors of the British/American aliance are degp in a bunke unde
Area51.0r at least what used to be Area 51. Mog of theearth is aradioactive wasteland,
with the occasiond podkets surviving tha received only amild dose of radiation. We
have enoughresources down here to last us20yearsif need be butthisisnotredly life.
We need the STITCH to work.

Travd within aKNOT

A KNOT in athread does not necessarily represent a single minute, houror day, mos of
thetime it represents 2 or 3 years of important events. There are an infinite number of
these KNOTS in agiven thread but we are only interested in certain ones. When you
arrive in aKNOT you can either head to thetime and location of oneof theminor events
or theMagjor event.

Remember tha you only have 30 minutesin each KNOT so tacking several events will
berisky. Since theNeedle is capable of travel in time and space it can indantaneoudy
move you between relevant events within a KNOT. However this does expend the limted
energy you have, so becareful. Thereisnoway you can refud onthismission asyou
will seeif yourefer back to theinformation ontheNeedle itself.

Present Recruit!

Welcome to the STITCH team. You are oneof a select team tha we are going to send
back in time to changeour present. You are expendable. This you mug realise. However
you are aso uniquein tha whaever changeis wroughtyou and your fellows will bethe
only ones who remember it.



We have cho%en you for your skills, your commitment and thefact tha thereisnoone
elselet whois beter. You are ourlast hope Ded with it! Thereisno choice here, you
mug goto save usall.

How doesthis game work?

To play STITCH you are going to need 4 or more players, some six sided dice and some
pendlsand paper. Youwill also need a stopwatch tha everyonecan have accessto,
digital or andogueisfine Oneof theplayers needsto read throughthebookto ge an
undestanding of therules.

Oneplayer also needsto take ontherole of the Master. This player isresponsble for
keeping track of changes in thetimeline and being the oppostion force to the STITCH
team. Essentially the Master playsthe THREAD, reticient to changebuteventudly
succumbing to manipulationif the players are savvy enough.

Rules

What follows are therules to the game, detailing how KNOTS are manipulated and
events within them are changed to prevent the apocalypse from occurring. It also gives
you rulesfor creating STITCH team members and how those characters interact with the
world portrayed by the Master.

Recruitment
Each player needsto put togeher arecruit for the STITCH team. To puttogeher arecruit
each player chooes ajob, apsych profile, adark secret and a set of beliefs.

Job

Each player has ajobonthemission, thethingthey are ideally suited to do. Everytime
you play thisgameit islikely that the STITCH team will beof adifferent size. Each
player chooss oneof thejobsbdow and writesit down on thar character sheet. Each
job carries a set of skillswith it that will be used during play to deerminethe outcome of
tests. Every job also hasresponsibilities that the player mus adhee to or they will be
mechanically pendised. The numbe beside each job title shows how many of tha job
role you can havein a given team.

Commander (1)

You arein chargeof themission. Y ou have some undestanding of the science side of
thingsbut you have orders to follow and that is more important. You do notfail and you
are notgoing to start making ahabit of it with thismission. Your orders are to succeed at
any cog, and you know precisely what tha means

Responsibilities
Make sure the mission succeeds at any cod. Protect your team and bring them home
safely.
Skills
L eader ship 3

Gunfight 2



Hand to Hand 1

Physicist(1)

As part of theteam that has hdped putthe device together over thelast few monthsyou
are respongble for keeping theteam on theright thread and monitoring how close they
are to exiting the coneof probability.

Responsibilities

Measure how close theteam is to theedgeof possibility, suggest strategies if things
should gowrong.Work with engineer to manipulate time within a KNOT if required.
Youwill bethe back-up medic if anything should happen to the engineer.

Skills
Negotiate
Physics
Medical

= Wi

Engineer (2)

Y ou were pat of theengineering team tha hdped condruct the Needle and thusare
ideally suited to hdp this mission. Youwill beresponsble for piloting the craft between
KNOTS and aso learning to follow theingructions of the Phygcist who will keep an eye
onthe THREAD. Youmug work closely with your colleagueto ensure tha theteam
travels safely and accurately between knots.

Responsibilities

Maintain theintegrity of thecraft. Act as medic if need be

Skills
Engineering 3
Gunfight 1
Medical 2
Soldier(2)

Y ou mug protect theteam from any hodile force encountered. Obey thecommande no
matter how sugpect his orders, and at all times keep theMission profilein mind. The
STITCH team represents our last best hope

Responsibilities
Protect theteam. Negotiate before shooing where possible. Eliminae hodile threat.
Replace the commande should he proveto beunfit for duty at any moment.
Skills
Negotiate 1
Gunfight 3
Hand to Hand 2

Historian(1)



You are our expert onthe apoaypse. Having studied for thelast few months and with
your previousbackgroundas a L ecturer, you areideally suited to hdp usguessthe
possible outcomes of our actions Working with the Engineer and Physcist you will be
able to plot how thethread is changing and how the minor and major events in a thread
will ater. You are our go to guy when we need to know the specifics of theperiod the
team will beentering.

Responsibilities
Calculate changes to the thread with the hdp of the physcist.
Skills

History 3

Sodety 1

Negotiate 2

However every STITCH team isaminimum of 3 people and as such there are 3 jobstha
mug betaken:

Commande
Historian
Engineer

Thisistheminimum size of any stitch team. Theided sizeis 4, anythinglargethan tha
can feel abit unwieldy.

Pysch Profile

Each STITCH member is given apsych test before they join theteam. Dueto limited
resourcesi.e. qudified people, thisinformationis amos useless as these guyshave to be
sent ontheteam there is smply no-oneelse. Each player chooss a psych profile and
writes it down onthar character shest.

Acceptant
Theapoaypse hgppened for areason and we should not beinterfering with wha
fate hasingorefor us

Depressed 3
We can@changeanything, we had plenty of chances to avert wha hgppened but
we failed to do anything aboutit. Tha isjud tough

Hopeful
This mightjug work but only if we work together as human beings

Vengeful



This shouldn®have happened it was al thefault of those damn Russians We can
use this oppotunity to truly mess with them. They did kill everyoneand everything| ever
loved after al.

Beliefs

Each member of ateam will have certain thingsthey hold to be sacred; a life should
never betaken, afogusisalive etc. These bdiefswill have abearing on howthey tackle
the stress of the chdlenges they are adl aboutto face. Some may crack, unaleto
recondle thar mission profile with the acts they may have to carry out Some may take it
in thar stride, owly logng the bits of themselves that make them human as themission
reaches completion.

Each team membe chooses oneof thebdief packages bdow and writes it down onthar
character shest.

LifeisSaced
No oneshould ever take alife
A foetusisalivingthing
It isnotworth dying over thismission

| haveajob todo
The Commande is always correct
This mission is more important than my life
No cog istoo highto avert theapoaypse

We are doomed
| am notqudified for this mission
What we are doing makes usas bad as thos who caused the apoclypse
We cannotfighttime

Dark Secret

Everyonehas one Thisis somethingin thepast of each member tha they have thought
QVouldn®it begreat if | could changethat as wellO Each member of ateam will have
oppotunity during amission to resolve this secret, but may putthemissionin jeopady
doing s0. The psychological ben€fits to resolving your dark secret could be enomous

A dak secret can beanything the player wants it to be butbdow are alist of examples:
| cheated on my wife/partner
| gaveup achild for adoption

| killed a man
| stole from someone

Launch

1N



Once each player has created ateam membae, it istime to laund. TheMaster lays outthe
Major and Minor events of thefirst knot and then the players have few minutes to chat in
character asthey approach tha Knot They should use thistime to plan outwha they are
going to doto manipuate the KNOT. All theexamples| will use are going to befor the
THREAD described on p.xx.

KNOT Manipulation

When ateam enters a KNOT the stopwatch is started. It is better if it counts down from
30 minsthan upto, but either isfine Players mug decidein character what they are
goingto doand howthey are gangto doit. Any pre-planning should have been donein
the Needle ontheway to the KNOT.

Oncein aKNOT theplayerstell the Master wha it is tha they want to do aboutthe event
they have landed in. They decide collectively how to tackle the event they are going to
changeand then play outthat plan. The Master takes on therole of any people theteam
interacts with as well astelling theteam the outcome of any tests.

Tests

A lot of thetime The Master should let players narate wha they want to tackle an event.
However now and again hemay decide he can®tell whether or nota piece of naration
should come true or not does he overpower the guard, persuade the president or outthink
the professor.

Thisiscalled atest andinvolves usrolling adiceto find out wha hgppens Theeisa
specific sequence to how this goes:

1) The Master sets adifficulty for thetest
2) Theplayer takes thetest
3) Consquences are narated

1) Setting a Difficulty
Themaster picks adifficulty from thefollowinglist for thecheck

Difficulty | Successes | Sample Task
Easy 1
Medium | 2
Hard 3

2) Player takesthe test
Theplayer rolls a number of dice equd to therelevant skill. Every 4+ herollsisa
success. Every othe diceisafailure.

Theplayer compares the number of success to thenunmber needed for thetask. If hehas

enoughhe passes and gets to narrate theoutcome. If hefails then The Master getsto
narate the outcome. See Consequeances bdow.
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Bringing in Belief
If acharacter can narrate abdief in apostive way in overcoming atest then they can are
looking for 3+ successes not 4+. However if they fail the consequences will beworse.

Bringing in Responsibility

Like bdief you can bring in theresponsbility from yourjob to get 3+ successes. You
cannotbring in bdief and responsbility onthe same test. Like bdief consequences will
beworseif youfail.

Bringing in Psyche

Bringing in hindrance
TheMaster or aplayer may bringin ahindrance to make youroll 5+ success ingead of
4+, This effect can be broughtdown to a 4+ by brining in abdief or responsbility.

Consequences
There are severa different consequencesto atest. First thegood

Passed

If aplayer passesthetest then theteam still has control of the narration. They may
decide, with the Masters pamission, tha the event has been changesufficiently for them
to get some points of inconsistency.

Failure
If aplayer failsthen TheMaster gets to narate the outcome of thetest. The event may
not beresolved by theteam yet. There are some additiond effectsto failing.

Hindrance

Theplayer gansahindrance which is dependent on what sort of conflict they were
engaged in and whether or notthere was aresponsbility or bdief involved. This
hindrance is written down onthe character shest.

Resolving a Hindrance
A player may remove a hindrance whenever they overcome it during atest.

Resolving Events & Inconsistencies
So how many tests should players come up agand when they are tackling an event.

Minor Events
These should only need oneor two tests to overcome.

Major Events

These should be difficult to putright and may need a myriad of tests. | would suggest no
less than 5 and probably no more than 20, butit really degpendson the event.
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Gaining Inconsistencies
Every time theteam defeat an event, they gan a certain numbe of incongstendes. If it s
aminoreventthey gan 1. If itisamajor event they gain 3.

Travd between KNOTS

Travel between Knotsis goingto make a small proportion of thegame. It is not
ingantaneousand as such gives theteam time to reflect on wha has jug hgppened and
gather information fromthe THREAD as to what is going to hgppen up ahead.

During atravel sequence players can cha in character to each other, adding detail to
backgrounds talking aboutthe situaion, hopes, fears etc.

The Next KNOT

During thistime the Master also writes outthe Major event and any minor events hefeels
are appropriate to theforthcoming KNOT. This may be a manipulation of a pre-written
thread, see pxx, or it may be something hemakes up onthefly. Mog of thetimea KNOT
will only bemade of onemajor event and 2 minar events. When The Master is defining
events, theteam can spend any inconsstendes they have in order to definether own
events.

Minor event = 2 inconsgstences
Major event = 5 incongstendes

Exiting the Cone

At some point theteam want to exit the coneof probability. In order to do this theteam
mug spend 10 points of incongstency.
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