


























Specific Daleks are also versed in a few special skills. These skills are listed here after the Dalek's num-

ber.

DALEK --- SPECIAL SKILL
Black Dalek #1 --- Leadership

Dalek #2 --- Heavy Weapons use (anti-spacecraft Missiles)
Dalek #5 --- Communications
Dalek #6 --- Communications
Dalek #8 --- Engineering
Dalek #9 --- Temporal Science
Dalek #10 --- Chemistry

Dalek #11 --- Temporal Science
Dalek #20 --- Medical Science
DALEK COUNTER:

This is a listing of all the Daleks in the Timetrap Complex and a list that allows the Game Master to check off
where they are and what they are doing in any give situation. The circles to the left of the Dalek's number
are included so that the Game Master can check off the Dalek if it is destroyed. The numbers next to the cir-
cles are the number of hitpoints the Dalek has. The next number is the Dalek's number for Game Master ref-
erence. The Location is where the Dalek is if the alarm has not sounded. The Alarm Location is where the
Dalek will go if the alarm sounds (this is where the Dalek will head to (or be) once the players are discovered-
-and thus affects where the players can freely move without confrontation). The section on notes gives any
miscellaneous information that must be remembered for controlling that Dalek.

If the Black Dalek issues the order to evacuate, all of the Daleks will hastily move to [room #23
"Airlock/Transport Room"] for evacuation on a Dalek spacecraft. There are a total of 20 Daleks in the com-
plex, and two more [#21 and #22] can be produced if the Daleks start the assembly line. Also there are 5
Dalek embryos in [Room #16 "Growth Chambers"], two of which would be used to produce the two new
Daleks.




ALIVE/DEAD
0 80 HP
0 60 HP
0 60 HP

0 60 HP
0 60 HP
0 60 HP

0 60 HP
0 60 HP
0 60 HP

0 60 HP
0 60 HP
0 60 HP

0 60 HP
o 60 HP
o 60 HP

0 60 HP
0 60 HP
0 60 HP

0 60 HP
0 60 HP

0 60 HP
0 60 HP

o 15HP
o 15HP
o 15 HP
o 15 HP
o 15 HP

-- DALEK
-#1
- #2
- #3

- #4
- #5
- #6

- #7
- #8
- #9

- #10
- #11
- #12

- #13
- #14
- #15

- #16
- #17
- #18

- #19
- #20

- #21
- #22

-- LOCATION
-- Room #14
-- Room #14
-- Room #14

-- Room #14
-- Room #13
-- Room #13

-- Room #13
-- Room #19
-- Room #19

-- Room #15
-- Room #10
-- Room #9

-- Room #18
-- Room #18
-- Room #18

-- Room #18
-- Room #22
-- Room #22

-- Room #22
-- Room #22

-- Room #17
-- Room #17

-- ALARM LOCATION

-- Room #14
-- Room #14
-- Room #14

-- Room #14
-- Room #13
-- Room #13

-- Room #13
-- Room #19
-- Room #2

-- Room #7
-- Room #10
-- Room #3

-- Room #3
-- Room #2
-- Room #17

-- Room #14
-- Room #3
-- Room #11

-- Room #2
-- Room #7

-- Room #3
-- Room #3

-- NOTES
-- Black Dalek/leader
-- Black's bodyguard

-- Communications
-- Communications

-- Engineer
-- Temporal Scientist

-- Chemist
-- Temporal Scientist

-- Dalek eating

-- Patrol Dalek*

-- Patrol Dalek*

-- Medic

-- New Assembly (if built)
-- New Assembly (if built)

-- EMBRYO #1 -- Room #16 [unless became Dalek #21 or 22]
-- EMBRYO #2 -- Room #16 [unless became Dalek #21 or 22]
-- EMBRYO #3 -- Room #16 [unless became Dalek #21 or 22]
-- EMBRYO #4 -- Room #16 [unless became Dalek #21 or 22]
-- EMBRYO #5 -- Room #16 [unless became Dalek #21 or 22]




COMMENTS ON THE ADVENTURE

This adventure can become a serious hack and slash adventure. The Daleks are a violent and unfor-
giving race that believe that they are the superior beings in the universe. However, the adventure can be an
outlet for the more creative character role-players if the Game Master slows down the pace and allows the
player the opportunity to invent creative ideas and solutions to problems. A little chaos at the climax of the
adventure is always nice, and is designed to be the point when 10 of the Daleks are killed and the Black Dalek
activates the rest of his forces by sending out the alarm. At this point Daleks and characters should have to
engage in combat (though for good role-players this may mean using well thought out scientific solutions to
the Dalek threat--such as jamming doors to prevent Dalek movement or reverse engineering the Dalek virus
from the MOVELLUS-2 serum).

The crux of making this adventure interesting is by adding an element of moral dilemma to the adven-
ture. Should the players help the Daleks in their losing war against the Movellans? Should the players kill the
young Dalek embryos (shades of "Genesis of the Daleks"[BBC Serial Code-4E])? Should the Time Lords (if
they exist in your campaign) have the monopoly on time travel? This may be difficult to do if all the charac-
ters are blood thirsty, but then sometimes everyone just needs a good hack and slash to get the pressures of
the real world off their shoulders--so why not let it be Daleks.

ALTERNATE/ADDITIONAL ADVENTURES

This adventure can be modified by the Game Master for the needs of his or her campaign. However,
this scenario can be presented with various variations (most notably for sequel adventures). Here are some
favorites (all of these have been play-tested):

-TIMETRAP CONSTRUCTION:

A great sequel adventure to this one. The TARDIS lands in a timetrap, not because it is captured but
out of random circumstance. The new timetrap complex is only half built and under construction. This al-
lows for there to be holes in walls that Daleks and players can move through and missing rooms all together
or in different locations. Overall a fun adventure with a switch if the characters have already played the stan-
dard timetrap formula.

-TIMETRAP CAPTURED:

Another great sequel adventure module. The TARDIS is again captured by a timetrap tunnel. Upon
landing the crew discovers that Movellans have captured the complex and unknowingly activated the
timetrap tunnel. Upon arrival the Movellans question them about how they arrived. If the characters reveal
the truth, the Movellans will want to remove the timetrap and use it for themselves (a prospect as dangerous
as if the Daleks have it). Rescue and chaos ensue as Daleks attack the complex and the players must escape
from both enemies. This one is especially fun if the Game Master can engineer that the party switches sides
variously through the adventure trying to get both the Daleks and Movellans to treat them as their allies.

-TIMETRAP FUTURESHOCK:

The characters land in a timetrap only to discover their own bodies in [Room #7 "Medical Bay"]. As
they investigate further they become more aware that things are not exactly right with what is going on--
Daleks are friendly, Movellans or other humans may appear as enemies, etc.. Once one of the characters dis-
believes the events occurring, the character suddenly regains consciousness and discovers that they already
are captives of the Daleks in a timetrap (the TARDIS was captured and the characters were knocked out). The
characters must make their way out of the situation with more creative thinking and deception than the
ordinary mission. This is great if you are into a "Prisoner," "Twilight Zone," or "X-Files" style campaign.




SELECT BIBLIOGRAPHY

There are a few Doctor Who episodes which relate a great deal of background to this given adventure
module. It is suggested that one watch these episodes and familiarize oneself with how Daleks act and the
back story of what is occurring in these two stories (thus familiarizing ones self with the detail and nuances of
the plot for this adventure). These episodes are available on video cassette and listed here with their Ameri-
can and UK bibliographical information (these videos should also be available in the UK and parts of Europe).

Doctor Who: Destiny of the Daleks, (London: BBC Video, 2008), DVD video (Region 2).

Doctor Who: Destiny of the Daleks, (Burbank, CA: Warner Home Video, 2008), DVD video (Region 1).
Doctor Who: Destiny of the Daleks, (Beverly Hills: Fox Video, 1997), NTSC video cassette.

Doctor Who: Resurrection of the Daleks, (London: BBC Video, 2003), DVD video (Region 2).

Doctor Who: Resurrection of the Daleks, (Burbank, CA: Warner Home Video, 2003), DVD video (Region 1).
Doctor Who: Resurrection of the Daleks, (Beverly Hills: Fox Video, 1994), NTSC video cassette.

CANONICITY ISSUES

While most of the elements used in this adventure adhere to strict Doctor Who canon, some ele-
ments of the narrative are speculation and assumption. An example of this is that there is a Dalek modified
for medical purposes (this is never seen in the television show), another is the inclusion of a nutrition area
(Daleks have never been seen eating or taking in nutrition in any way in the Doctor Who television program).
Also, there is no evidence in any Doctor Who program that any Daleks came anywhere near finding a cure to
the Movellan anti-Dalek virus before "Resurrection of the Daleks"[BBC Serial Code-6P]. Likewise, all the pho-
tos of Daleks used in this newer PDF version of this adventure are from the new series of Doctor Who and not
photos from the era of which the Daleks would be from if fit directly into the timeline. This was done strictly
to modernize the adventure and to allow it to be adapted to the new Doctor Who role-playing game being
produced by Cubicle 7 in 2009.

These are not the only added elements. It is inevitable that some liberties must be taken to create a
piece of fiction in the Doctor Who Universe. However, it must be clear to people using this adventure that
not everything included is strictly "true" to the Doctor Who television show. Every effort has been made to
use canonical information and interpretation in the creation of this adventure module so that it does not
conflict with existing continuity.

HISTORY OF THE ADVENTURE--SUPPLEMENTAL INFORMATION

The following information is the listing for this game as it was given in the program booklet for Gen
Con XXVI [_Gen Con XXVI: Official Convention Program (August 19-22,1993) , (Lake Geneva [WI]: TSR Inc.,
1993]. The listing can be found on pages 92, 142, and 191.

Timetrap! 400127

One Round Novice $2.00

The Doctor and Ace have been captured by an unknown force and only your group,
led by a psychotic Timelord who promotes the use of force, can break the First Law
of Gallifrey and interfere.

Location: B416, Bruce Hall

Also runs: 06, 10




The adventure at Gen Con ran a little bit differently than this written adventure. It featured the Doc-
tor and Ace having already been captured by the timetrap, and another somewhat emotionally unstable
Timelord (named Zepo) who assembled a crew of players to go on a rescue mission. Zepo's TARDIS and the
crew would land next to the Doctor's TARDIS in [Room #1 "Timetrap Corridor"]. The Doctor and Ace would
also have to be rescued in the course of the adventure, though they were located in a secondary detention
room located in [Room #22 "Dalek Chamber #2"].

Each of the three times the adventure was played at Gen Con XXVI it was run slightly different, with
the Cybermen replacing the Daleks in one of the adventure modules. This was to be sure that the convention
attendees, had they signed up for more than one time the adventure was run, would not experience the ex-
act same adventure. It also made sure that earlier players could not play spoiler to the players who had not
yet experienced the adventure.

As a thank you to all the players who helped make the Gen Con games a success, | list the names of all
my players that attended the Convention. Thanks to my Thursday (19 August 1993) group: Todd Shaffer,
Betse Shaffer, Max Liebl, Dale Pigg, Aaron Wallach, Ladonna Weeks, and Aaron Andries. Thanks to my Friday
(20 August 1993) group: Russell Ahrens, Gary Reidenbach, Bob Schumacher, Dan Sheiman, Benjamin Shove,
Barbara Tysinger, Louise Webster, Pat Murphy, and Mike Bloom. Thanks to my Saturday (21 August 1993)
players: Brandie Tarvin, Michelle Palmer, John Reed I, B. Matt Conklin, Adam Edmund Patrik and lan Craig. |
apologize if any names are spelled incorrectly. If they are please contact the Earthbound Timelords.

CREDITS/THANKS

This adventures owes a great deal of thanks to all the players who have playtested and played this
adventure over the years. A special thanks goes out to my original two players of 01 April 1985: David Fisher-
Hewett and Paul Vnuk.

| would also like to thank the many groups of players who have played the game over the years: The
Dubberz, the TARDIS Crew, the players at the many Gen Con conventions (especially Kim Huebbe, Brandie
Tarvin and Todd Shaffer) and my players from Adventure Games Plus (especially Brian Hicks, Tim Beyersdorf,
and John Romppainen). A specific thanks goes out to Kenn Hewett, Matt Hewett, Dane Vermillion, Bob Wasi-
kowski, Jeff Miller, Rob Kohlmetz, Al "Adge" Sumner Jr., Jerry Kastenholtz, Steve "The Clone" Schwai, Rob and
Rod Reineke, Eric Fettig, Jason Shaver, Chris Horvat, and Eric Cox. Thanks also to Talen (from the SW1 MUSH).

A special thanks to those who have helped me with all my other role-playing, Doctor Who, and web
projects (especially Gothic_Skywalker and Z1R0). | would also like to thank everyone involved in the
Earthbound Timelords. Also, thanks to *you* for showing interest in Doctor Who and role-playing.

A final thanks goes out to all the people that encouraged me to update this adventure into a newly
revised PDF version, and to those people who have supported me and helped me grow over the years, espe-
cially Big K, Brandon Burke, Eric Fettig, Matt Lininger, the gang from SUB, the crew in in MAGE, Chris Poff, my
friends at MSOE, and the many other gamers and players in my now 24 year old DDWRPG Doctor Who role-
playing campaign.

This updated PDF version of the Timetrap module is being released on 01 April 2009, on the 24th An-
niversary of the module’s first play (and the start of my campaign). Sadly, this will be the first anniversary
without David Fisher-Hewett, one of my best friends who lost a tough battle with brain cancer after first out-
living all predictions. | dedicate this adventure to him (as well as his wife Skye, and son Alec).

In the end, the Daleks never got him...




This adventure module is designed to be run with any Doctor Who role-playing game system. It was made
in a generic fashion so if may be adopted to any game system the Game Master desires.

-

This is the first in the ‘Doctor Who Classics’ line of RPG modules. Other adventures
include:

Doctor Who Classics #2 - (EBTL-02) - Keep the Piece
Doctor Who Classics #3 - (EBTL-03) - Mirror of the Past
Doctor Who Classics #4 - (EBTL-04) - The Curse of the Amaorian Sector

The Earthbound TimeLords FREE Module



