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Stitch 
How far would you go to save the world? 
 
Written by Iain McAllister 
An idea from The Giant Brain 
An entry for Game Chef 2007 
 
! The Giant Brain 2007 
 
ÒTime is the school in which we learn, time is the fire in which we burnÓ Ð Delmore 
Schwartz 
 
Diary entry, 165 days P.A. 
It happened. Decades of worry, centuries of wars, posturing and political fights and it 
finally happened. We, and the others who were chosen, are sitting miles below the 
surface of the earth. Well at least what remains of it. We have the facts. We know how it 
happened, the events leading up to the apocalypse. That word roles of the tongue so 
easily, yet it is so violent. 
 
The last few months have been building up to this moment, when the STITCH team 
finally launches. I am one of them. Chosen to go back, to correct what has gone wrong. I 
donÕt fully understand it myself but that is what Jenkins is for. We all have our individual 
roles. Me IÕm just a soldier. I take care of the dirty stuff. Killing as required.  
 
My wife, my kids, my friends are all dead. It was instant for them. Our death is much 
more drawn out. We have all volunteered for our own reasons, but I bet that each one of 
them is hoping to do something that we have been specifically told not to. I cheated on 
my wife. I would give anything to undo that mistake. Changing one thing canÕt hurt can 
it? 
 
STITCH launch point, 165 days P.A. 0700, Commander Johnathon Drake 
 
STITCH team, Present! You are the best we have! YOU have been chosen to undo what 
has happened. This is our one shot, our one chance to put right the mistakes of the past. 
We only have enough power to attempt this once so we must be accurate. This team is 
made up of individuals who can help with different stages of the mission. You have been 
training for a month now so you should know who each other is already, but lets review 
before we launch. 
 
Jenkins here is our time travel expert, he is going to get us to the right points in time with 
the help of Dr.Hutton here. Dr. Hutton is our engineer and medical go to guy.  
 
Kowlaski and Danders are your first line of defence. They are Navy Seals and are 
adaptable to any situation. They will handle any hostile resistance you encounter along 
the way. Last but not least we have our expert historian Dr. Erica Roemer. She will help 
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us out with the possible outcomes of our actions in the past and help us find our way to 
the next knot in the thread. 
 
I will have your backs every step of your way. Any concerns, worries or problems I am 
your first port of call. Remember people we have a very limited time to do what we need 
to do, so I want us to be as friendly as possible. Anything else will be unacceptable and 
seen as endangering the mission. This I will not tolerate! 
 
You are all familiar with how this is going to work by now. If all goes well, we will 
arrive back in the present day to a world untouched by the tragedy that has befallen us. 
We cannot fail people. We have our loved ones to save, our friends to save the whole 
human race depends on what we do in the next few hours. 
 
Meet back here at 0800 for launch. 
 
Time Travel Br ief for Commander Drake 
This is a basic overview of the time travel principles involved in sending your team back 
into the past. Read over and be familiar with, but leave the fine detail to your onboard 
computers, engineer and physicist. The base team will happily answer any of your 
questions. 
 
The timeline a STITCH team travels on is made up of 7 events. The timeline is referred 
to as a THREAD, the events are KNOTS that tie the thread together, Like any KNOT 
they can be undone and retied changing the THREAD slightly in the WEB. The WEB is 
the pattern of all possible worlds and outcomes. So in a thread somewhere, World War 2 
was won by the Germans etc. 

 
Fig. 1 shows the timeline a SITICH team is interested in. Knot 7 is the origin of the team, 
post apocalypse (PA). Event 1 is the ÔIgnitionÕ of the Apocalypse. Knot 6 is the 
apocalypse. Point 5 is the penultimate event and also the point of no return. By our 

scientists reckoning there are 4 key 
KNOTS in between the apocalypse and 
the ignition event. Each KNOT is 
numbered as shown. 
 
When a team wants to travel to the past, 
the thread has to have a STITCH. Time 
and space are warped such that event 7 
lies directly above event 1, see fig. 2A. 
 
The exact details of how a STITCH 
occurs are unnecessary for you to 
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Fig. 1: The Thread 
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Fig. 2A: The Thread post STITCH 
event 
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understand, suffice to say it uses a vast amount of power. 
 
The team are then launched into space time and punched through so that they turn up in 
event 1.However time and space like being linear. They donÕt like being stretched and 
manipulated. Space-time quickly stretches itself back out again, looking to retain its 
linearity. This results in the team having only 30 minutes in each event to sort things out. 
Not much time you will agree.  
 
As the timeline resists the STITCH, it 
begins to become linear again. There is 
always a link home from each event, but 
this requires an expenditure of energy as 
well.  
 
Punching a hole through space time is an 
enormous expenditure of energy and the 
agency is only willing to do it once. Once 
past an event a team cannot revisit that 
event. One time only boys and girls, get 
it right.  
 
The Domino effect 
The entire purpose of a STITCH team is to change the present by causing inconsistency 
to occur in the timeline. When space-time feels an inconsistency forming in a thread, the 
thread unwinds forming several STRANDS. The most likely of these will then become 
the new THREAD and the team will pulled back along it, rather than the previous thread. 
 
An inconsistency can be anything, from something minor, like dating someone different 
at school, to something major, your father was killed before you were born. Each change 
carries its own rewards and risks. 
 
Minor changes can build to become a major change if done correctly. This is the safest 
way to manipulate the THREAD, and means the team can control the changes more. 
However the risk is that it takes some time for the changes to appear, and when they do it 
may be to late to make enough changes to prevent the apocalypse. 
 
Major changes are exactly what they say on the tin. They donÕt so much form strands as 
burn the thread and tie a new one together. Major changes tend to be immoral in nature 
and downright evil at worst. Killing a child before he creates a nuclear device may solve 
the problem, but is equally likely that someone else will invent it. Sometimes you will 
have to go far beyond what is morally right.  
 
The Web 
The web is the infinite possibilities of all threads. It is represented in most theory as a 
circular pattern with the centre being the first event, the big bang. See figure 3 below. 
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Fig. 2B: The Thread unravels 
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This figure shows the 
cone of possibility for a 
single thread. When a 
team is going to change a 
thread they must change 
it enough to force it 
outside this cone of 
possibility. If they do not 
manage to do so, then 
their mission will fail as 
the apocalypse event will 
still happen. It may 
happen slightly 
differently but the 
essence of the final event 
will still be the same: 
everyone dies. 
 
At each knot the team 
will have the opportunity 
to push the thread they 
are currently on, further 
out of the cone of 

possibility. The thread will alter appropriately but the team must be sure to use their 
onboard resources to see how close they are to exiting the cone at each knot. Failure to do 
so will result in a mission failure and we only have one shot. Fig. 4 shows how a thread 
may look as it is altered. The two dashed lines show a successful manipulation of the 
thread and a failed manipulation of the thread. 

 

 

Fig 3: The Web, with a cone of possibility 
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Success 

Failure 

Fig 4: Cone of possibility, with successful and failed missions 
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This is all the basic theory that the team needs to know. Your physicist and engineer team 
will handle the fine details of space-time manipulation. 
 
The Needle 
The needle is a state of the art craft designed for traversing space and time.  
Unfinished 
 
Mission Parameters Ð Thread Details 
Commander. These are the details of the Knots that make up our thread, the thread that 
led to the apocalypse. Each KNOT is made up of one major event and 1 or more minor 
events, that contributed to the situation we now find ourselves in. A successful mission 
relies on you changing as many of these events as possible to allow us to exit the cone of 
possibility. Study these details carefully and commit them to memory. 
 
KNOT 1 -  Ignition Event 
 This is where it all began commander, even the smallest event can upset the 
course of history. It is at this point that Prime Minister Huxley was born, the man who 
was eventually to cause the war.  
 
Also during this KNOT the first experiments into human cloning were carried out, 
allowing for the eventual creation of vast armies in World War 3. There is one other thing 
that we are unsure if it is worth checking out. There were rumours at the time of 
experiments near Moscow into creating Super Soldiers. Information is sketchy but it 
would certainly explain some of the reports that came back from Germany when Russia 
invaded. If possible the facility marked should be taken out. 
 
 Major Event 

 The Birth of Malcolm Theodore Huxley to Baroness Margaret Huxley and Lord 
Charles Huxley. 
 
Minor Events 
1) Research into Human cloning begins at the Roslin Institute,Edinburgh, 
Scotland. 
2) Super Soldier Research near Moscow 
 

KNOT 2 - The Fire is lit 
 Several years after these events, human cloning is now accepted in several 
countries. Most of the time it is just organs that are grown, but rumours still abound of 
full-on, sci-fi human cloning, especially in some of the less scrupulous countries. It is 
round about this time that China closed down its borders to all foreign travel. All 
reporters were kicked out, and anyone caught transmitting information from inside was 
dealt with severely. 
 
 Major Event 
 Minor Events 
KNOT 3 - Fanning the flames 
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 Major Event 
 Minor Events 
 
KNOT 4 - Inferno 
 Major Event 
 Minor Events 
 
KNOT 5 -  Point of no return 
 Major Event 
 Minor Events 
   
KNOT  6  Ð  The Apocalypse 
 War had now become inevitable. Despite some last minute attempts to broker 
peace, the Chinese/Russian alliance began its advance through Asia and Easter Europe. 
American and Britain screamed at them to retreat, warning of the consequences but it was 
too late. As report after report poured in of the atrocities committed by both sides, the 
first nuclear strike was sanctioned against Moscow. The retaliation was instantaneous and 
so the world as we knew it ended in a flash. 
 
KNOT 7  -  The Present day  
 The last few survivors of the British/American alliance are deep in a bunker under 
Area 51. Or at least what used to be Area 51. Most of the earth is a radioactive wasteland, 
with the occasional pockets surviving that received only a mild dose of radiation. We 
have enough resources down here to last us 20 years if need be, but this is not really life. 
We need the STITCH to work. 
 
Travel within a KNOT 
A KNOT in a thread does not necessarily represent a single minute, hour or day, most of 
the time it represents 2 or 3 years of important events. There are an infinite number of 
these KNOTS in a given thread but we are only interested in certain ones. When you 
arrive in a KNOT you can either head to the time and location of one of the minor events 
or the Major event. 
 
Remember that you only have 30 minutes in each KNOT so tacking several events will 
be risky. Since the Needle is capable of travel in time and space it can instantaneously 
move you between relevant events within a KNOT. However this does expend the limted 
energy you have, so be careful. There is no way you can refuel on this mission  as you 
will see if you refer back to the information on the Needle itself. 
 
Present Recruit! 
Welcome to the STITCH team. You are one of a select team that we are going to send 
back in time to change our present. You are expendable. This you must realise. However 
you are also unique in that whatever change is wrought you and your fellows will be the 
only ones who remember it. 
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We have chosen you for your skills, your commitment and the fact that there is no one 
else let who is better. You are our last hope. Deal with it! There is no choice here, you 
must go to save us all.  
 
How does this game work? 
To play STITCH you are going to need 4 or more players, some six sided dice and some 
pencils and paper. You will also need a stopwatch that everyone can have access to, 
digital or analogue is fine. One of the players needs to read through the book to get an 
understanding of the rules.  
 
One player also needs to take on the role of the Master. This player is responsible for 
keeping track of changes in the timeline and being the opposition force to the STITCH 
team. Essentially the Master plays the THREAD, reticient to change but eventually 
succumbing to manipulation if the players are savvy enough. 
 
Rules 
What follows are the rules to the game, detailing how KNOTS are manipulated and 
events within them are changed to prevent the apocalypse from occurring. It also gives 
you rules for creating STITCH team members and how those characters interact with the 
world portrayed by the Master. 
 
Recruitment 
Each player needs to put together a recruit for the STITCH team. To put together a recruit 
each player chooses a job, a psych profile, a dark secret and a set of beliefs. 
 
Job 
Each player has a job on the mission, the thing they are ideally suited to do. Everytime 
you play this game it is likely that the STITCH team will be of a different size. Each 
player chooses one of the jobs below and writes it down on their character sheet. Each 
job carries a set of skills with it that will be used during play to determine the outcome of 
tests. Every job also has responsibilities that the player must adhere to or they will be 
mechanically penalised. The number beside each job title shows how many of that job 
role you can have in a given team. 
 
Commander(1) 
You are in charge of the mission. You have some understanding of the science side of 
things but you have orders to follow and that is more important. You do not fail and you 
are not going to start making a habit of it with this mission. Your orders are to succeed at 
any cost, and you know precisely what that means. 
 
Responsibilities 
Make sure the mission succeeds at any cost. Protect your team and bring them home 
safely. 
Skills 
 Leadership  3 
 Gunfight  2 
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 Hand to Hand 1  
 
Physicist(1) 
As part of the team that has helped put the device together over the last few months you 
are responsible for keeping the team on the right thread and monitoring how close they 
are to exiting the cone of probability. 
 
Responsibilities 
Measure how close the team is to the edge of possibility, suggest strategies if things 
should go wrong. Work with engineer to manipulate time within a KNOT if required. 
You will be the back-up medic if anything should happen to the engineer. 
 
Skills 
 Negotiate  2   
 Physics  3 
 Medical  1 
  
Engineer(2) 
You were part of the engineering team that helped construct the Needle and thus are 
ideally suited to help this mission. You will be responsible for piloting the craft between 
KNOTS and also learning to follow the instructions of the Physicist who will keep an eye 
on the THREAD. You must work closely with your colleague to ensure that the team 
travels safely and accurately between knots. 
Responsibilities 
Maintain the integrity of the craft. Act as medic if need be. 
 
Skills 
 Engineer ing  3 
 Gunfight  1  
 Medical  2 
 
Soldier(2) 
You must protect the team from any hostile force encountered. Obey the commander no 
matter how suspect his orders, and at all times keep the Mission profile in mind. The 
STITCH team represents our last best hope. 
 
Responsibilities 
Protect the team. Negotiate before shooting where possible. Eliminate hostile threat. 
Replace the commander should he prove to be unfit for duty at any moment. 
Skills 
 Negotiate  1 
 Gunfight  3  
 Hand to Hand 2 
 
Historian(1) 
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You are our expert on the apocalypse. Having studied for the last few months, and with 
your previous background as a Lecturer, you are ideally suited to help us guess the 
possible outcomes of our actions. Working with the Engineer and Physicist you will be 
able to plot how the thread is changing and how the minor and major events in a thread 
will alter. You are our go to guy when we need to know the specifics of the period the 
team will be entering. 
 
Responsibilities 
Calculate changes to the thread with the help of the physicist. 
 
Skills 
 History  3 
 Society  1 
 Negotiate  2 
  
 
However every STITCH team is a minimum of 3 people and as such there are 3 jobs that 
must be taken: 
 
 Commander 
 Historian 
 Engineer 
 
This is the minimum size of any stitch team. The ideal size is 4, anything large than that 
can feel a bit unwieldy. 
 
Pysch Profile 
Each STITCH member is given a psych test before they join the team. Due to limited 
resources i.e. qualified people, this information is almost useless as these guys have to be 
sent on the team there is simply no-one else. Each player chooses a psych profile and 
writes it down on their character sheet. 
 
Acceptant 
 The apocalypse happened for a reason and we should not be interfering with what 
fate has instore for us. 
 
Depressed 
 We canÕt change anything, we had plenty of chances to avert what happened but 
we failed to do anything about it. That is just tough. 
 
Hopeful 
 This might just work but only if we work together as human beings. 
 
Vengeful 
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 This shouldnÕt have happened it was all the fault of those damn Russians. We can 
use this opportunity to truly mess with them. They did kill everyone and everything I ever 
loved after all. 
 
Beliefs 
Each member of a team will have certain things they hold to be sacred; a life should 
never be taken, a foetus is alive etc. These beliefs will have a bearing on how they tackle 
the stress of the challenges they are all about to face. Some may crack, unable to 
reconcile their mission profile with the acts they may have to carry out. Some may take it 
in their stride, slowly losing the bits of themselves that make them human as the mission 
reaches completion. 
 
Each team member chooses one of the belief packages below and writes it down on their 
character sheet. 
 
L ife is Sacred 
 No one should ever take a life 
 A foetus is a living thing 
 It is not worth dying over this mission 
 
I  have a job to do 
 The Commander is always correct 
 This mission is more important than my life 
 No cost is too high to avert the apocalypse 
 
We are doomed 
 I am not qualified for this mission 
 What we are doing makes us as bad as those who caused the apocalypse 
 We cannot fight time 
 
Dark Secret 
Everyone has one. This is something in the past of each member that they have thought 
ÔWouldnÕt it be great if I could change that as wellÕ. Each member of a team will have 
opportunity during a mission to resolve this secret, but may put the mission in jeopardy 
doing so. The psychological benefits to resolving your dark secret could be enormous. 
 
A dark secret can be anything the player wants it to be but below are a list of examples: 
 
I  cheated on my wife/partner  
I  gave up a child for adoption 
I  killed a man 
I  stole from someone 
 
 
Launch 
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Once each player has created a team member, it is time to launch. The Master lays out the 
Major and Minor events of the first knot and then the players have few minutes to chat in 
character as they approach that Knot. They should use this time to plan out what they are 
going to do to manipulate the KNOT. All the examples I will use are going to be for the 
THREAD described on p.xx. 
 
KNOT Manipulation 
When a team enters a KNOT the stopwatch is started. It is better if it counts down from 
30 mins than up to, but either is fine. Players must decide in character what they are 
going to do and how they are going to do it. Any pre-planning should have been done in 
the Needle on the way to the KNOT. 
 
Once in a KNOT the players tell the Master what it is that they want to do about the event 
they have landed in. They decide collectively how to tackle the event they are going to 
change and then play out that plan. The Master takes on the role of any people the team 
interacts with as well as telling the team the outcome of any tests. 
 
Tests 
A lot of the time The Master should let players narrate what they want to tackle an event. 
However now and again he may decide he canÕt tell whether or not a piece of narration 
should come true or not: does he overpower the guard, persuade the president or outthink 
the professor. 
 
This is called a test and involves us rolling a dice to find out what happens. There is a 
specific sequence to how this goes: 
 
1)  The Master sets a difficulty for the test 
2)  The player takes the test 
3)  Consequences are narrated 
 
1) Setting a Difficulty 
The master picks a difficulty from the following list for the check 
 

Difficulty Successes Sample Task 
Easy 1  
Medium 2  
Hard 3  

 
2) Player takes the test 
The player rolls a number of dice equal to the relevant skill. Every 4+ he rolls is a 
success. Every other dice is a failure. 
 
The player compares the number of success to the number needed for the task. If he has 
enough he passes and gets to narrate the outcome. If he fails then The Master gets to 
narrate the outcome. See Consequences below. 
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Br inging in Belief 
If a character can narrate a belief in a positive way in overcoming a test then they can are 
looking for 3+ successes not 4+. However if they fail the consequences will be worse. 
 
Br inging in Responsibility 
Like belief you can bring in the responsibility from your job to get 3+ successes. You 
cannot bring in belief and responsibility on the same test. Like belief consequences will 
be worse if you fail. 
  
Br inging in Psyche 
?????? 
 
Br inging in hindrance 
The Master or a player may bring in a hindrance to make you roll 5+ success instead of 
4+. This effect can be brought down to a 4+ by brining in a belief or responsibility. 
 
Consequences 
There are several different consequences to a test. First the good. 
 
Passed 
If a player passes the test then the team still has control of the narration. They may 
decide, with the Masters permission, that the event has been change sufficiently for them 
to get some points of inconsistency.  
 
Failure 
If a player fails then The Master gets to narrate the outcome of the test. The event may 
not be resolved by the team yet. There are some additional effects to failing. 
 
Hindrance 
The player gains a hindrance which is dependent on what sort of conflict they were 
engaged in and whether or not there was a responsibility or belief involved. This 
hindrance is written down on the character sheet. 
 
Resolving a Hindrance 
A player may remove a hindrance whenever they overcome it during a test. 
 
Resolving Events &  Inconsistencies 
So how many tests should players come up against when they are tackling an event. 
 
Minor Events 
These should only need one or two tests to overcome. 
 
Major Events 
These should be difficult to put right and may need a myriad of tests. I would suggest no 
less than 5 and probably no more than 20, but it really depends on the event. 
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Gaining Inconsistencies 
Every time the team defeat an event, they gain a certain number of inconsistencies. If it s 
a minor event they gain 1. If it is a major event they gain 3.  
 
Travel between KNOTS 
Travel between Knots is going to make a small proportion of the game. It is not 
instantaneous and as such gives the team time to reflect on what has just happened and 
gather information from the THREAD as to what is going to happen up ahead. 
 
During a travel sequence players can chat in character to each other, adding detail to 
backgrounds, talking about the situation, hopes, fears etc.  
 
The Next KNOT 
During this time the Master also writes out the Major event and any minor events he feels 
are appropriate to the forthcoming KNOT. This may be a manipulation of a pre-written 
thread, see pxx, or it may be something he makes up on the fly. Most of the time a KNOT 
will only be made of one major event and 2 minor events. When The Master is defining 
events, the team can spend any inconsistencies they have in order to define their own 
events. 
 
Minor event = 2 inconsistencies 
Major event = 5 inconsistencies 
 
Exiting the Cone 
At some point the team want to exit the cone of probability. In order to do this the team 
must spend 10 points of inconsistency. 
 
 
 


