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Time Heroes 

 

It is the year 2013. Tears in the space time continuum have 

been ripping open across the world as Morgan Le Fey has made a 

bid at world domination. Terminators, Dark Wizards, Alexander 

and his Greats, and Lawyers have been pouring through to answer 

her call, flooding the streets with her evil. 

 Only the Great Merlini has the wherewithal to stand 

against her.  Once simply a mediocre stage magician, he has 

recently come into his own as the last living descendant of Merlin 

himself.  From his ancestor’s ancient text, the Bionomipro, the 

newly-awakened wizard has started summoning troops of his own: 

Quick-to-action (but not to thinking) barbarians from days of yore, 

erstwhile plumbers hoping to fight the good fight (and eat cannoli), 

and space janitors from the distant future, wielding only their quick 

wits and laser mops.   

From his roving Magic Shop, “The Round Table,” the Great Merlini 

gathers those he pulls thgouh into teams, sending them to stop the 

machinations of Le Fey wherever his shop leads him. 

 Has the Great Merlini come to the table too late, or can his 

group of warriors save the world from a fate worse than boredom? 

The future is limitless, the options infinite, and the fate of the world 

is dependent upon you, brave Time Heroes… 
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Attribute Descriptions 

Brawn – Simple, pure strength.  This skill would be used 

for anything from running to lifting heavy objects, to 

breaking down a door, to seeing how far you can punt 

your neighbors annoying yappy dog that doesn’t shut 

up even when it’s 3:53 am and you’re just trying to get 

some stinking sleep before getting up the next morning, 

but nooooooo…… <ahem> Moving on. 

Brains – Smarts. Intelligence. Use this skill when trying 

to decipher a clue on a map, remember some piece of 

ancient knowledge you read in college years ago, spell 

casting, trying to divide the number of times you’ve 

gotten some by the number of girls you’ve worked up 

the courage to actually talk to (here’s a secret, you can’t 

divide by 0). 

Looks – Attractiveness. Use this to bat your eyes and 

get out of a parking ticket, distract someone about to 

maul your buddy by showing a bit of cleavage (note, 

only if you’re a girl), or to disguise yourself with your 

genius use of makeup technique. 

Finesse – Quickness. Dexterity. Use this skill when trying 

to dodge an arrow from one of Alexander’s archers, 

shoot a gun, pick a lock, or tango with that girl who you 

always looked at but never had the courage to talk to 

(once you actually get up the courage to talk to her. Go, 

you idiot! What are you doing playing a stupid game 

when there’s a real live girl to dance the night away 

with? 

Moxie – Guts. Heart. Wisdom. Use this to resist the 

constant mocking of your overbite, or use your staunch 

faith to have God drop that girl in your lap (hey, can’t 

hurt to ask), or even charge into the dragon’s den 

without running away screaming like a little girl. 

Verbal – Mouthiness. Use this to fast talk your way out 

of being arrested, give a speech in front of the U.N. or 

fall on your knees in front of the girl you like and bet 

her, weeping, to please go out with you again. It wasn’t 

YOUR fault she broke out in hives. I mean, she should’ve 

told you she was allergic to peanuts more than just the 

once, after all! 

Combat Skills 

Attack – Just what it seems to be.  You subtract this 

number from your Verbal roll if you’re trying to shame 

your opponent during a rap-off, or your Brawn when 

attempting to kick someone in their chocolate covereds, 

or from your Looks when trying to distract a police 

officer so your friends can sneak by unnoticed into that 

time portal that opened up 10 feet behind him. 

Defense – Also what it seems to be. You subtract this 

number from your Brawn roll when getting kicked in the 

chocolate covereds to shrug it off, from your Finesse 

when trying to leap out of the way of a flying bullet, to 

your Moxie when someone attempts to out rap you (so 

you don’t run crying backstage and lose all your street 

cred…again). If successful, this alters the difficulty for 

your opponent to hit you. See the combat section for 

more details. 

Specialties 

These can be anything you want. As you make your 

character with your TM (Time Master), think of any 

things that your character would especially excel at and 

what attribute they would apply to. For example, 

acrobatics for Finesse, or fire magic for Brains, or sultry 

pose for Looks. 

Items 

Again, pick any two items that your character owns and 

would use regularly and pick two Attributes (or Combat) 

that they would add to.  Any situation where you can 

rationalize using one of the items to your TM’s 

satisfaction, you may roll an additional die of that type 

(so if your Brawns is a d10 and your hitting someone 

with a giant rubber mallet, you would roll 2d10 instead 

of just 1. 

 

Character Creation Process 

Step 1. Come up with a character concept, as serious or 

ridiculous as you would like (though bear in mind, 

serious characters may not get too far in Time Heroes). 
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Example: Mike wants to create an average Joe type 

character who, prior to going to watch the Great Merlini 

on stage, was a simple plumber. 

Step 2. Each of the attributes begins at a d20. Each 
player then has 12 points to distribute amongst them. 
Each point would lower that attribute by one die type 
(So if Mike put 2 points into Lorenzo’s Brawn, it would 
go from a d20 to a d10) down to a d8. To lower an 
attribute from d8 would cost 2 points per die type (so to 
lower Finesse to a d4 would cost Mike 7 of his 12 
points, far too costly). 
*Note – The average human has 1d10 in all attributes. 
 
Example: Mike assigns stats to Lorenzo the Plumber as 

follows: 

Brawn: d8 (3)   Finesse: d12 (1)  

Brains: d12 (1)   Moxie: d8 (3)  

Looks: d10 (2)   Verbal: d10 (1) 

Step 3. Distribute 4 points among the two combat skills. 
 
Example: Mike decides to keep Lorenzo’s Attack and 
Defense balanced, so his sheet would look like this: 
 
Attack: 2   Defense: 2 
 
Now any time he has to make an attack roll of some 
kind or defend himself, he would subtract 2 from the 
roll. 
 
Step 4. Pick two items that would pertain to your 
character’s profession.  These items can apply and 
additional die to the rolls of the chosen attribute during 
an applicable situation.   
 

Example: Being a plumber, Mike decides to give 
Lorenzo a couple of tools of the trade, a plunger and a 
pair of dark sunglasses: 
 
Items: Plunger – Brawn 
 Dark Sunglasses – Moxie  
 
So any situation where a plunger might come in handy, 
Lorenzo can roll an additional d8. Anytime he has to 
stare down an angry anthropomorphic fungus, he 
would roll 2d8 instead of 1.  
 
Step 5. Divide four points among specialties. No one 
specialty can have more than a -3 bonus. So you could 
have two specialties at -2, four specialties at -1, three 
specialties with a -1 in two and a -2 in the other, or two 
specialties, one with a -3 bonus and another with a -1. 
 
Example: Mike decides to give Lorenzo three skills, one 
for Brawn, one for Finesse, and one for Moxie. His sheet 
would look like this: 
 
Specialties 
 
Brawn – Thwack -1 
Finesse – Dancer -1 
Moxie – Faith -2 
 
Anytime Lorenzo wants to hit something, he would 
subtract one from his d18 Brawn roll.  If he needs to 
dance with someone, or any other situation where he 
could conceivably use that skill, he would subtract one 
from his d12 Finesse roll. Anytime he’s lost and doesn’t 
know where to go next, he can use his faith to see him 
through and subtract 2 from his d8 Moxie roll. 
 
And that’s about it for character creation. Take a peek 
at the next page to see what Mike’s character sheet for 
Lorenzo will look like.
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Time Heroes 
 Name: Lorenzo_________________ Player: Mike________________ 
 Era: Modern______ Sex: M___ Occupation: Plumber______________ 
 Height: 6’0 Weight: 190_Hair: Black Eyes: Brown Race: Human_______ 
 
 Attributes 
 Brawn:   d8 Current: 
 Finesse: d12 Current: 
 Looks:   d10 Current: 
 Brains:  d12 Current: 
 Moxie:  d8 Current: 
 Verbal: d10 Current 
 
 Combat Skills 
 Attack: +2 Defense: +2 
 
 Specialties 

Specialty: Thwack________ Attribute: Brawn_________ Bonus: +1______________ 
 Specialty: Dancer________ Attribute: Finesse________ Bonus: +1______________ 
 Specialty: Faith__________ Attribute: Moxie_________ Bonus: +2______________ 
 Specialty:_____________ Attribute:______________ Bonus:_________________ 
 
 Inventory 
 Item: Plunger_________     Attribute: Brawn________    
 Item: Dark Sunglasses____ Attribute: Moxie________ 
 
 Quantum Points 
 
 
 
 Goals 

Lorenzo’s goals are to clear out the pipelines of history and return the time stream to normal one mystical toilet bowl at a 

time. 

 
 
 
  

History 
Lorenzo was busy working on repairing a broken garbage disposal in an apartment complex. He pulled his head out from 

under the sink to find himself sitting in the audience in a theater, a magician on-stage. He looked around and everyone else 

looked as bewildered as he. There were people in loincloths, wearing spacesuits and he could even swear he saw a robot 

sitting somewhere in the back, beeping to itself in confusion.  This was the first time he met the Great Merlini. Once the 

magician laid out the stakes, there was no going back. Lorenzo went from simple plumber to warrior of time and hasn’t 

looked back since.   
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Doing Stuff: 

It’s pretty simple, really. Your Timemaster (TM ) sets a 

difficulty for a given action. You roll the appropriate 

attribute. If you roll equal to or under the Difficulty 

Number (DN), you succeed. If you roll over, you fail. 

Basic Difficulty Numbers (DN) 

2 – Why are you even attempting this? 

4 – Difficult  

6 – Not TOO bad 

8 – Average  

10 – Routine 

12 – It’s kind of sad you’re even bothering with 

whatever this task is 

Higher than 12 – My one-legged uncle Hoppy could pull 

this off. 

Note: the following will NOT apply to the Playtest as 

the critical success/failure tables have not been 

finalized.  When an item grants a bonus die to an action 

and BOTH of the dice are successes, this is a critical 

success and the level the roll succeeded by is increased 

by two. However, when using an item there is also a 

chance of critical failure. If both dice roll the maximum 

amount, a critical failure could occur. If they both roll 

the maximum and would have failed the check anyway, 

a d6 is rolled and on a 6, a critical failure occurs. If the 

check would normally succeed, a d20 is rolled and on a 

20 it is a critical failure.  

Combat: 

This might be the most complicated mechanic of Time 

Heroes (although that’s like saying compared to 

rutabagas, tofu is meaty). The attacker makes a roll vs. a 

DN of 8. If the attack succeeds, the defender then rolls 

their defense against a DN of 8. If the defender’s roll 

succeeds, the amount they succeed BY is then 

subtracted from the original DN of the attacker. If the 

attack still beats the new DN it hits, if not it is a miss. 

Example: Woger Rilco is fighting a particularly nasty 

piece of space sludge with his laser mop. His base attack 

difficulty is 8. However, as he has his trusty mop, he 

gets to roll an additional die to attack and if either 

succeeds, he connects (which he does)! The sludge then 

rolls a 6 vs. its DN of 8. This is a difference of 2, which 

reduces Woger’s attack DN from 8 to 6.  

Damage is fairly straightforward. There are two types of 

damage, Physical and Non-Physical. The amount the 

attack roll beats the final DN by is applied to a table (see 

the TM section) which determines the damage done to 

the target. In the above example, if Woger had rolled a 

4 on his attack roll, he’d have done one point of damage 

to the sludge. This is where the type of damage comes 

in. Each point of damage forces the player hit to 

increase an attribute by one die type per point of 

damage, but only to attributes that would apply. Thus, 

physical attacks apply to the physical attributes, non-

physical to the non-physical attributes. 

Again using the above example, Woger has done 1 point 

of damage to the space sludge. It has to raise on of its 

physical attributes by one step. 

Called Shots are a special type of attack, whether 

physical or non-. If the attacker chooses to spend two 

Quantum Points and increase their DN by one step (by 

default from an 8 to a 6), they can choose one 

applicable attribute (depending on if the attack is 

physical or non-physical) that the defender may not 

choose to apply the damage to should the attack 

succeed. If the attacker spends four Quantum Points 

and increases the DN by two steps (by default to a 4), 

they can choose which of the three attributes the 

damage MUST apply to.  

Out of Action: A character is out of action when any 

damage they take would put an attribute above d20. 

HOW they are out of action depends on the attribute 

that reaches this level. These are ultimately determined 

by the TM, but here are a couple of common examples. 

Physical: Usually, the defender is unconscious for one 

reason or another, or perhaps just no longer has the 

energy to continue. 

Non-Physical: Some kind of shock, or perhaps the 

attacker has eloquently spoken and has brought the 

defender (for now at least) to his way of thinking. 
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Quantum Points: Quantum Points can serve several 

purposes. They can be used during an adventure to 

make succeeding at a task just that much easier. Each 

Quantum Point spent on an action increases the 

difficulty number by one point (thus making it easier to 

roll under). If Lorenzo is trying to drive like mad in heavy 

traffic. It’s a DN of 5 to weave in and out of the cars and 

Lorenzo spends three Quantum Points, making the new 

DN 8.  

Quantum Points can be used for called shots. For more 

information, reference the combat section. 

Lastly, they are used to improve a character’s 

specialties, attributes, gain better items, etc. For the 

purpose of the playtest, this particular aspect will not 

come into play. 

Other uses for Quantum Points may come into play in 

future iterations of Time Heroes. 

“But wait, how does that work, lore-wise?” Simple. 

When Morgan ripped open time to invade the present, 

time started seeping out. This is where Quantum Points 

come from. Each Quantum Point spent grants the user a 

glimpse at the probabilities of the immediate future. 

The more Quantum Points spent, the narrower the 

results and the more likely the character will succeed at 

the given task.  

However, be wary. Each time a Quantum Point is spent, 

the player must roll the attribute the points were spent 

to help. If that roll is less than the number of Quantum 

Points spent in the adventure, the character has 

attracted the attention of Morgan and her forces in 

some way. 
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TimeMastery 

OK, so you don’t get to create a cool hero from another 

time with which to fight the forces of evil. Fret not, 

brave young TimeMaster. Filling the shoes of the GM 

(Great Merlini, what else would that refer to?) comes 

with its own set of perks. You get to put together what 

the Time Heroes will be investigating, as well as the 

various NPCs they will be coming across. A centurion of 

ancient Rome? That’s you. The new hit singing group, 

“Alexander and the Greats?” That’s you too. 

That’s enough introduction for the Playtest document. 

This section is going to briefly cover the concepts of 

TimeMastery and what it will entail for the provided 

adventure, “Why Knot?” At the end of this section there 

will also be a group of generic NPCs that can be tailored 

to homebrew adventures . 

There are three basic ideas behind running a Time 

Heroes adventure. As is often stated in other role 

playing games, the rules are only meant to be followed 

as long as it keeps the game fun for everyone involved. 

That means, feel free to ignore anything that follows if 

it detracts from the enjoyment. 

 -If the PCs meet an NPC stats aren’t available 

for, just remember that a d10 is average across the 

board for a run-of-the-mill person. Pick a couple of 

attributes they’re better in, a couple they’re worse in 

and make the rest d10s. 

 -Don’t stress too much, just remember the 

general breakdown of DNs. If it’s something most 

anyone should be able to do without any troubles, it’s a 

DN 10. Use that as a base and adjust as you feel 

necessary to increase or decrease the difficulty. 

 -Time Heroes is meant to be fun. If you don’t 

feel like having a player roll, or they suggest something 

extremely cool, then let them succeed if it isn’t going to 

make the entire adventure crash and burn. 

Here is the TM’s best friend. This one table will be used 

more than anything else during a game of Time Heroes. 

Reference the result of a check to the table below to 

determine what level of success/how much damage to 

apply in a situation. 

Success/Damage Table 

Amount 
Succeded By 

Level of Success Damage Done 

1-3 Some Success 1 

4-6 Great Success 2 

7-9 Major Success 3 

10-12 Complete 
Success 

4 

 

That’s what the mechanics of the system basically boil 

down to, applying the amount a roll succeeds by to the 

table above. 

There are a few special circumstances where the normal 

rules might not apply: Fast-Talking, Convincing, 

Tripping Up, Intimidating, Fleeing, and a few others. 

For this initial playtest they won’t be used. 
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NPCs 

Average Joe 

Brawn:   d10 Brains: d10 

Finesse: d10 Moxie: d10 

Looks:    d10 Verbal: d10 

Minor Thug 

Brawn:  d8 Brains: d12 

Finesse: d12 Moxie: d8 

Looks:   d12 Verbal: d12 

Specialties: Thwack! (Brawn – 2) 

 Stare Down (Moxie – 2) 

Attack: 3 Defense: 1 

Inventory: BlackJack – Brawn 

Deathbot 4000 

Brawn: d6 Brains: d8 

Finesse: d10 Moxie: d12 

Looks: d12 Verbal: d12 

Specialties: Punch (Brawn – 2) 

Compute (Brains – 2) 

Attack: 2 Defense: 2 

Inventory: Handaxe (a hand that turns into an axe, 

Brawn) 

Oiled Wheels (Finesse) 

Caveperson 

Brawn: d6 Brains: d20 

Finesse: d12 Moxie: d8 

Looks: d10 Verbal: d20 

Specialties: Grunt (Verbal – 1) 

Attack: 3 Defense: 1 

Puff Cheecks (Moxie – 1) 

Wild Blow (Brawn – 2) 

Inventory: Clube (Brawn) 

The Wheel (Brains) 

Lawyer 

Brawn: d12 Brains: d8 

Finesse: d12 Moxie: d12 

Looks: d8 Verbal: d8 

Specialties: Double-Talk (Verbal – 3) 

Schmooze (Moxie – 1) 

Attack: 3(1 if defense attorney) Defense: 1(3 if defense 

attorney) 

Inventory: Giani Suit (Looks) 

Briefcase (Brawn) 

 

There will be more pre-built NPCs as playtesting 

progresses, but between these and those that will be 

provided in the playtest adventure, hopefully this 

should keep people going for a bit. 
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Time Heroes 
 Name:_________________________ Player:___________________ 
 Era:_____________ Sex:_____ Occupation:____________________ 
 Height:_____Weight:_____Hair:_____Eyes:_____Race:_________ 
 
 Attributes 
 Brawn: Current: 
 Finesse: Current: 
 Looks: Current: 
 Brains: Current: 
 Moxie: Current: 
 Verbal: Current 
 
 Combat Skills 
 Attack: Defense: 
 
 Specialties 

Specialty:_____________ Attribute:______________ Bonus:_________________ 
 Specialty:_____________ Attribute:______________ Bonus:_________________ 
 Specialty:_____________ Attribute:______________ Bonus:_________________ 
 Specialty:_____________ Attribute:______________ Bonus:_________________ 
 
 Inventory 
 Item:_________________ Attribute:______________ 
 Item:_________________ Attribute:______________ 
 
 Quantum Points 
 
 
 
 Goals 
 
 
 
 
  

History 

 


