


























Strategic Council. Other military organizations within the Sontaran military include the Sontaran G3 Military
Assessment Survey (that surveys planets and races to discover military operational intelligence on whether
the race can be subjugated), the Fifth Army Space Fleet of the Sontaran Army Space Corp, and the 9th Sonta-
ran Battle Group. Known ranks within the Sontaran military include Group Marshal, Field Major, and Com-
mander.

Sontarans are a race that have been at war with the Rutans for thousands of years. The Sontaran see
this war as a "struggle for freedom." The war has variously swung from both the Sontarans and Rutans win-
ning at different stages. Likewise, the Sontarans have also continually tried to improve their time travel capa-
bilities. They have tried to capture the human built Kharz-Reimer capsule and make it operational ("The Two
Doctors" [BBC Serial Code-6W]) and have even been so bold as to attempt an unsuccessful invasion of the
Time Lord's home planet of Gallifrey ("The Invasion of Time" [BBC Serial Code-4Z]).

Sontarans always act with military interests in mind. They carry themselves as honorable soldiers and
will not back down from a military or mortal challenge (though if a Sontaran sees the need to keep the chal-
lenger alive he will make the excuse that the challenger is not a Sontaran and thus backing down from the
challenge will not hurt their honor). This does imply however that Sontarans will challenge one another to a
mortal duel to improve their own power or rank. It is known that duels are tradition among Sontarans. Son-
tarans do not have any military allies.

When Sontarans speak they do so in complete and coherent sentences much like humans. However,
their voices are often punctuated by deep breathing sounds and once they are done speaking they often lick

their lips. Sontarans salute higher ranking
officers by moving their right arm across
their chest. The also chant their racial
battle cry “Sontar-Ha!” as they prepare
for battle.

SONTARAN ABILITIES/WEAPONS
INFORMATION

Sontarans are a very powerful
race and almost all of them have a sturdy
[84 H.P.]. They are very strong and will
be able to out lift or fight most races.

Sontarans have limited time travel
capabilities. Sontaran officers occasion-
ally have a device that attaches to their
belts that will allow them to create a time
tunnel from one time to another. This
time tunnel can reach at least 600 years
to the future (and past). The Sontarans,
however, have not mastered time travel
and in the far future ("The Two Doc-
tors" [BBC Serial Code-6W] are still trying
to obtain full time travel capsule technol-

ogy.

Sontarans also employ simplistic
robots to survey areas as well as capture
alien subjects. These robots can restrain
subjects and carry them.




Sontaran battle cruisers and scout ships are
perfectly spherical with a lined pattern on them. The
pilot sits with his back to the door. Battle Cruisers
also have a cloaking device that when landed allows
them to disappear from sight while still being parked
in the same location. Sontaran spaceships use
photonic missiles in ship to ship combat. Sontarans
have a piece of electronic equipment (looking very
similar to a flat plastic human eye) that when placed
on a human's forehead will make them hallucinate.

Sontarans use three main weapons. The main
Sontaran weapon is the wand-like pistol (here on re-
ferred to as the Sontaran Wand) that is gripped be-
tween their two large fingers. The Wand can be used
as an energy weapon. It can also stun enemies [for
6D6 turns], hypnotise and control enemies [60%
chance-without resistance], as well as make captives
speak [60% chance-without resistance]. As for other
weapons, Sontarans also have a small pistol which they can use, and for heavier weaponry Sontarans employ
large Meezon Rifles.

All Sontarans have a specific set of skills that they can use. The skills along with their percentage of
success are listed below.

SKILL - -- CHANCE OF SUCCESS

Brawling --- [60% chance] Weapon (Any Non-Sontaran) Use --- [30% chance]
Clubs and Bludgeons --- [50% chance] Weapon (Pistol) Use --- [50% chance]
Computer Use --- [50% chance] Weapon (Meezon Rifle) Use --- [50% chance]
Electrical Engineering --- [40% chance] Weapon (Wand Pistol) Use --- [55% chance]
Negotiation/Diplomacy --- [40% chance]

Piloting (Space Vehicles) --- [50% chance] **ALL SONTARAN ENERGY WEAPON ATTACKS DO
Stealth --- [30% chance] [5-60 (1D12x5) H.P.] of DAMAGE** (If using the
Temporal Science --- [03% chance] FASA Doctor Who_ Role-Playing Game use the A-

LEVEL (energy weapon) chart).
A few Sontarans also have special skills in certain areas.

--Commander Strake:

Small Unit Tactics --- [50% chance]
Strategic Tactics --- [40% chance]
Temporal Science --- [30% chance]

--Sontaran #2 (Medical Officer):
General Medicine --- [40% chance]
Heals [4D6 H.P.] if successful
Temporal Science --- [10% chance]




RUTAN INFORMATION/ACTIONS/SPEECH INFORMATION

The Rutan race comes from the planet Ruta lll, an icy planet in which the Rutans evolved in the sea
and adapted to land. Heat is intensely painful to them. They are amphibious creatures that can adapt to dif-
ferent environments though they like the cold.

Rutans see in black and white vision and can open and close doors that are made for humans. They
are a desperate and cunning race that can climb sheer walls in their natural state. Rutans scouts also have
the ability to shapeshift and change their form, though this is covered in detail in the section entitled RUTAN
ABILITIES/WEAPONS INFORMATION. One can feel a cold wave of air as a Rutan approaches.

Rutans in their natural form look like large light-pulsing glowing green jellyfish about 6 feet/2 meters
wide and 2 feet/0.67 meters high with tentacles. The tentacles can be used as a weapon. Rutans feed on or
use electricity and seem to need it to stay alive. One can hear a slight crackle of electricity in the presence of
an un-shapeshifted Rutan. Rutans have the ability to drain electricity off machinery and also are able to dis-
charge electricity (usually as a form of defense through a tentacle). Rutans can also melt and flatten metal
objects such as lanterns, and metal will retain a static charge after contact with a Rutan.

When a Rutan dies it will foam and disintegrate in its actual jellyfish-like state. The Rutans are a col-
lective race that always work together for the whole of their species. Rutans speak in complete and coherent
sentences, but a Rutan will always speak of itself by saying "We." A lone Rutan would say "We are here on
Earth to defeat the Sontaran forces," and of its own singular mission it would say "Our mission here is to infil-
trate the Sontaran ranks." Rutans never deviate from this collective mindset.




As a race the Rutans once controlled all of Mutter's Spiral (the Milky Way galaxy) but as of approxi-
mately 1890CE they were pushed to the far fingers of the galaxy by the Sontarans. It also is implied that they
are losing their war with the Sontaran at that time.

RUTAN ABILITIES/WEAPONS INFORMATION

Rutans are a very strong race and all Rutans have [72 H.P.] regardless of
which shape they take. Rutans in their natural form can climb sheer walls, but
generally move slowly in their jellyfish-like form.

Rutans scouts have been trained in a new metamorphosis technique
that gives them the ability to shapeshift forms into that of other creatures. To
do so, however, the Rutan must first observe its subject and learn the creatures
elementary physiology and in some cases even perform a post-mortem study to
learn about the creature's anatomy. Once it does, a Rutan has a [70% chance]
to copy that person's body and actions. Once the Rutan has a beings "body
print" it can 1) take the being's shape, 2) talk and communicate in the voice and
body of the being it's copying, and 3) shift back and forth between its natural
form and that of the being it is copying. While a Rutan is shapeshifting from
one form to another, solid objects can pass through it (such as a thrown knife).
The use of shapeshifting is mostly for
infiltrating the enemy's camp and being able to isolate the enemies one at a
time. While these effects are strictly associated with Rutan scouts, a "new metamorphosis technique" could
be meant to replace an older version of metamorphosis and therefore it is likely that all Rutans have some
ability to shapeshift.

Rutans have the ability to affect the weather. They can create a thick fog and also drop the tempera-
ture of the air. Whether this ability is natural or a form of mechanical technology is unknown, however, Ru-
tans will use these abilities to isolate a location or group of creatures that they would like to attack. Rutans
have a [70% chance] to do this successfully. Rutans do have the technology to use and manipulate electricity
and can build distress beacons that use signal modulators. Rutans have space travel technology. Rutan
spaceships are made of a crystallized molecular structure that can be destroyed by a high powered laser
beam, or by Sontaran photonic missiles. Rutans have their own in-built weaponry. They use an electrical dis-
charge from one of their tentacles to harm or kill enemies. This electrical discharge is extremely dangerous
but is very short range as the tentacle can only reach about 8 feet/2.66 meters. In a shapeshifted form, Ru-
tans can use weaponry made for the creature it imitates however, it's effectiveness at using such weapons is
diminished an they only have a [25% chance] to hit.

All Rutans have a specific set of skills that they can use. The skills along with their percentage of suc-
cess are listed below.

SKILL --- CHANCE OF SUCCESS

Computer Use --- [40% chance] Weapon (Shapeshifted) Use --- [25% chance]
Concealment --- [70% chance] Weapon (electric tentacle) Use --- [50% chance]
Electrical Engineering - [60% chance] **RUTAN ELECTRICAL TENTACLE ATTACKS DO [5-60
Negotiation/Diplomacy - [30% chance] (1D12x5) H.P.] of DAMAGE** (If using the FASA
Piloting (Space Vehicles) -~ [40% chance] Doctor Who_ Role-Playing Game use the A-LEVEL
Shapeshifting --- [70% chance] 1. N

(energy weapon) chart).
Stealth --- [50% chance]

This particular Rutan also has learned a small bit about time travel because it has been near the Sontaran
time travel experiments:

Temporal Science - -- [20% chance]




NPC COUNTER

This is a listing of all the Non-Player Characters in the adventure so that the Game Master may have
an easier time of keeping track of all the characters. The circle to the left of the NPC's name is included so
that the Game Master can check off the NPC if he or she is killed. The numbers next to the circles are the
number of hitpoints the NPC has.

MAIN NON-PLAYER CHARACTERS

ALIVE/DEAD NPC

UN/UNIT:

052 HP -- Colonel Bambera -- UN Commanding Officer (UNIT)
0 60 HP -- Captain Curtis -- UN Executive Officer (UNIT)
052 HP -- Sergeant Schiller ~ -- UN First Sergeant (UNIT)

072 HP -- Lieutenant Bang  -- UN Platoon Leader

MOSSAD Strike Team:

0 60 HP -- Lieutenant Cravitz -- MOSSAD Team Leader
0 84 HP -- Sergeant Topol -- MOSSAD Team member
0 68 HP -- Corporal Samms  -- MOSSAD Team member

Archaeologists:

040 HP -- Dr. Hassan PhD -- Lead Archeologist

052 HP -- Dr. Begin PhD -- Archeologist

0 64 HP -- Prof. Tolouse MA  -- Archeologist (discovers piece)

Jerusalem Leaders (Religious):

040 HP -- Rabbi Cohan -- Jewish Religious Leader
033 HP -- Cardinal LaBonte  -- Christian Religious Leader
048 HP -- Ayat. Al-Mahasheer -- Muslim Religious Leader

Jerusalem Leaders (Political):
040 HP -- Mayor Rosenberg -- Israeli Mayor of Jerusalem
040 HP -- Rep. Al-Muhari -- Palestinian Provisional




MAIN VILLAINS

ALIVE/DEAD NPC NOTES--------------
Sontarans:

0 84 HP -- Commander Strake -- Sontaran Group Leader

0 84 HP -- Sontaran #2 -- Sontaran Medical Officer
084 HP -- Sontaran #3 -- Shock Trooper (Soldier)
084 HP -- Sontaran #4 -- Shock Trooper (Soldier)
084 HP -- Sontaran #5 -- Shock Trooper (Soldier)
084 HP -- Sontaran #6 -- Shock Trooper (Soldier)

0 84 HP -- Sontaran #7 -- Shock Trooper (Soldier)

0 84 HP -- Sontaran #8 -- Shock Trooper (Soldier)

0 84 HP -- Sontaran #9 -- Shock Trooper (Soldier)

0 84 HP -- Sontaran #10 -- Shock Trooper (Soldier)

0 84 HP -- Sontaran #11 -- Shock Trooper (Soldier)
Rutan:

072 HP -- Rutan -- Sontaran Shock Trooper Disguise (Shapeshifted)
EXTRA CHARACTERS

ALIVE/DEAD NPC NOTES--------------

UN Troops:

040 HP -- UN Soldier #1 (M) -- UN Soldier

040 HP -- UN Soldier #2 (M) -- UN Soldier

040 HP -- UN Soldier #3 (M) -- UN Soldier

040 HP -- UN Soldier #4 (M) -- UN Soldier

040 HP -- UN Soldier #5 (M) -- UN Soldier

040 HP -- UN Soldier #6 (M) -- UN Soldier

040 HP -- UN Soldier #7 (M) -- UN Soldier

040 HP -- UN Soldier #8 (M) -- UN Soldier

040 HP -- UN Soldier #9 (M) -- UN Soldier

040 HP -- UN Soldier #10(M) -- UN Soldier

040 HP -- UN Soldier #11(M) -- UN Soldier

040 HP -- UN Soldier #12(M) -- UN Soldier

040 HP -- UN Soldier #13(F) -- UN Soldier

040 HP -- UN Soldier #14(F) -- UN Soldier

040 HP -- UN Soldier #15(F) -- UN Soldier

Archeology Students:

024 HP -- Arch. Student (M) --Archeological dig member
024 HP -- Arch. Student (M) --Archeological dig member
024 HP -- Arch. Student (M) --Archeological dig member
024 HP -- Arch. Student (M) --Archeological dig member
024 HP -- Arch. Student (F)  --Archeological dig member
024 HP -- Arch. Student (F)  --Archeological dig member




COMMENTS ON THE ADVENTURE

This adventure is best played out as a UNIT on the scene story, where it turns out that Colonel Bam-
bera is lucky enough to get a UN command where her UNIT background comes into play. The adventure
works best when there are multiple non-player character groups that make solid arguments for why they
should lay claim to the object. It is the character interaction that should lead the story in the first third of the
module as the leaders of Jerusalem each vie for the ear of the UNIT leaders and players. The second third of
the module works best as a chase, as the players race to secure the second object and try to steal it away be-
fore the political forces at play are able to catch up with the players and realize the rumor is true. Disinform-
ing the NPCs is one of the most enjoyable and humorous parts of the module, as players usually come up
with some fantastic stories for why they are at the location of the rumor but a second object is not there.
The last third of the adventure is an act packed with action. As the Sontarans (and Rutan) materialize to in-
vade the planet, the players must combat the alien threat. With UNIT involved, the fight usually turns out to
be a rather violent gun battle, which might get the job done but at the cost of more lives than necessary.
Creative players will take numerous routes to reduce casualties, such as destroying one of the two time tun-
nel beacons, which may kill a number of the invading Sontarans as they are still materializing. Players (if they
have the knowledge) may make Choronic Gas [8D6 Damage per attack] as well, that can affect the Sontarans
and kill some of them. Optimally, under any circumstances, the players should enlist the help of the various
political and religious groups in Jerusalem and have them together help combat the invading threat.

For the most part, the adventure unfolds as a three act play, with the action growing to a crescendo
as the Sontarans start their invasion and the various arguing political groups in Jerusalem put aside their dif-
ferences and join the battle on the side of the human species.

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. Here are some favorites (all of these have been play-tested):

-THE COVER-UP:

This variation on the module is best run without Colonel Bambera and the other UNIT members. In
this variation, the leader of the UN forces is in fact a Rutan spy who has killed the actual UN commander and
taken his place. The Rutan sets up the optimal conditions for the Sontaran invasion of Earth and it is the
players who must uncover the plot (most likely by discovering the actual UN commander s body) and then
exposing the plot. The Rutan is on a die in place mission in which it hopes to allow the Sontaran invasion to
be successful (by making it's UN troops subservient to the Sontarans much like the Vardans in "The Invasion
of Time" [BBC Serial Code-4Z]). The Rutan's true plan is to lure millions of Sontarans onto the planet Earth
and then at the appropriate time utilize an Armageddon bomb to destroy the entire planet (Sontarans, hu-
mans, and everything else). In turn the Rutan will disable one of the Sontaran's major staging areas. In this
version, the UN leaders involved are the villains and must be stopped before the entire plot unfolds. Game
Masters can resituate the adventure module on another planet and thus utilize a similar plot as a completely
different module.

-ARMAGEDDON CALLING:

An extended variation of The Cover-Up where the players land after the Sontarans have invaded Earth
and discover the Rutan plot as it is about to get to the critical Armageddon stage. The players have to dis-
cover the Rutan spy who is part of the collaborating Earth government, and then must travel back in time to
avert the dangers (this of course may get them in trouble for breaking the "First Law of Gallifrey" - excellent
fodder for a follow-up adventure for a campaign in which the Time Lords still exist). In turn the players must




stop the invasion of Earth by the Sontarans, and even more importantly, stop the Rutan from escaping into
the population of Jerusalem.

-MY SCIENCE PROJECT:

In this variation on the plot, it is not one of the head scientists that discovers the Sontaran time corri-
dor beacon, but rather one of the graduate students digging at the site. The student wants all the glory of
the find for themselves and does not tell anyone of the discovery (hoping to reveal the discovery as part of
his or her Master's thesis). In turn, the student steals away the beacon after taking all of the measurements
and photographs of the find. The student then returns the beacon to his or her home which is close enough
to the second beacon to allow the Sontarans to start their invasion. The players would find the second bea-
con and must realize that there are in fact two different beacons and that the other is hidden in the city
somewhere. Meanwhile the Sontarans invade, but only to discover that they have a concealed location. The
Sontarans intend to use the hidden location to increase their numbers by setting up a cloning facility in the
student's house, so that they can launch an even larger invasion. The players must find the hidden Sontaran
facility and prevent the cloning before the Sontaran numbers become too overwhelming. At the same time,
the players must also prevent the Rutan from escaping into the population (the Rutan may try to kill the stu-
dent and take his or her body) so the players must be very careful.

-SPY HUNTER:

This variation of the plot is a complete turn around of the given plot. In this story, the Sontarans do
indeed follow the time beacons to come to Earth, but upon arrival it turns out that they have no plans for
invasion whatsoever. The Sontarans were simply passing near the solar system returning from a scouting
mission in their spacecraft when it was sabotaged. With their ship about to explode in space, the Sontarans
used the time corridor to escape to Earth. The Sontarans (at least at this time) do not see the strategic value
of Earth in their war with the Rutans, their only intentions is to use Earth as a refuge until they are rescued.
The story plays as usual, but instead of attempting an invasion, the Sontarans ask for UNIT's help to keep
them safe until help arrives. One at a time, a few of the Sontarans are killed. The situation becomes a bit
volatile as the Sontarans claim that it is the Earthlings that are slowly killing their crew. The players must dis-
cover the Rutan spy in their midst, who not only murdered the escaped Sontarans but also sabotaged the
Sontaran spacecraft. Added difficulty can be added to the adventure if the Rutan kills various NPCs and takes
their shape making it a bit harder to discover the spy.

-RESCUE ZONE:

This is the original plot of this module. Somewhat similar to the plot of "Spy Hunter," a Sontaran ship
crashes on a planet (not Earth), with the Rutan spy on board. The players land at the crash site and must
stop the Sontarans and the Rutan spy from attacking the planet's population. The key to this mission is to
have the Rutan attack the players revealing the cause of the crash and adding tension. A second Rutan spy
can be added to the crew to complicate the plot as well. Both the Sontarans and Rutan(s) are to be stopped
before they can attack the planet's population.

SELECT BIBLIOGRAPHY

There are a few Doctor Who stories and related information sources which give a great deal of the
background or information of the aliens used in this given adventure module. It is suggested that one watch
these stories and familiarize oneself with how the Sontarans, Rutans, and Brigadier Bambera and UNIT act
and their background stories. Other information sources the author drew on are also listed.




--BOOKS--
Jerusalem and the Holy Land: A Phaidon Cultural Guide, (Oxford: Phaidon Press Ltd, 1987).

--MAPS--

Map of Israel, (Tel Aviv: Israel Ministry of Tourism, 1991).
Special Places of the World: Holy Land, (Washington D.C.: National Geographic Society, 1989).

--VIDEO RECORDINGS (CANONICAL)--

Doctor Who: Battlefield, (Beverly Hills: BBC Worldwide, 1998), NTSC video cassette.

Doctor Who: Genesis of the Daleks/The Sontaran Experiment, (Beverly Hills: FoxVideo, 1994), NTSC video
cassette.

Doctor Who: The Complete Fourth Series, (Burbank, CA; Warner Home Video, 2008), DVD video (Region 1).
-Contains the Sontaran episodes “The Sontaran Strategem” and “The Poison Sky”.

Doctor Who: The Horror of Fang Rock, (Burbank, CA: Warner Home Video, 2007), DVD video (Region 1).

Doctor Who: The Horror of Fang Rock, (Beverly Hills: Fox Video, 1998), NTSC video cassette.

Doctor Who: The Invasion of Time, (Burbank, CA: Warner Home Video, 2008), DVD video (Region 1).

Doctor Who: The Invasion of Time, (Beverly Hills: Fox Video, 2000), NTSC video cassette.

Doctor Who: The Sontaran Experiment, (Burbank, CA: Warner Home Video, 2005), DVD video (Region 1).

Doctor Who: The Time Warrior, (Burbank, CA: Warner Home Video, 2008), DVD video (Region 1).

Doctor Who: The Time Warrior, (Los Angeles: Playhouse, 1991), NTSC video cassette.

Doctor Who: The Two Doctors, (Burbank, CA: Warner Home Video, 2004), DVD video (Region 1).

Doctor Who: The Two Doctors, (Beverly Hills: FoxVideo, 1995), NTSC video cassette.

--VIDEO RECORDINGS (NON-CANONICAL)--
Shakedown, (Chicago: Dreamwatch Media Ltd.,1995), NTSC video cassette.

-This story utilizes part of the same plot as in this story, however it is NOT a strong canonical example
of Sontarans and Rutans. Some large continuity mistakes are made such as the Rutan floating through the air
as a small glowing orb, rather than slithering on the ground as a large jellyfish. This should NOT be consid-
ered a good source for learning about the two races, but it is an interesting watch if one is already familiar
with the above canonical video recordings.




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 other than the serial Bat-
tlefield [BBC Serial Code-7N] we do not know of any of Winifred Bambera s other assignments. Also, Sonta-
rans are never seen employing the two object time travel technology used in this module. There are other
examples as well.

It is inevitable that some liberties must be taken to create a piece of fiction in the Doctor Who Uni-
verse. 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 interpreta-
tion in the creation of this adventure module so that it does not conflict with existing continuity.

Likewise, the author does not live in Jerusalem so certain facts, political positions and situations may
not exist in exactly the form they are presented here. This adventure is meant to be an outline for an adven-
ture and should be supplemented with other information sources if the Game Master and players want an
added level of realism and accuracy.

HISTORY OF THE ADVENTURE--SUPPLEMENTAL INFORMATION

The main plot behind this story was created by me in early 1985 in an adventure called "Rescue
Zone." It featured the plot as a Sontaran ship that had crashed on a planet and the players had to prevent
the Sontarans from invading the population. It turned out that the crash was caused by a Rutan who had
taken the shape of one of the Sontarans. The players had to destroy both the Sontarans and the Rutan who
would try to take over one of the player's characters.

One of the most intriguing elements of the Sontaran-Rutan War, in my opinion, is that the Sontarans,
who can clone at a rate of 1 million every 4 minutes and are a race dedicate to warfare, can not defeat the
Rutans. After having finally been shown a Rutan in "Horror of Fang Rock" [BBC Serial Code-4V] it was re-
vealed that the Rutan scouts can shapeshift after they kill the person they want to imitate. Whether it was
the intention of writer Terrance Dicks to create such a brilliant idea for the cause of the stalemate or not it
revealed an interesting background for the Sontaran's inability to win the war. With the Rutans being able to
shapeshift, they could infiltrate the Sontaran ranks with spies who could both gather intelligence and contrib-
ute to the war effort in sabotage and assassination missions. The war would be at a stalemate because the
Sontarans can not engage a large number of the Rutans in a stand up battle. Though surely there are cases
where the two sides meet in large pitched battles, the Rutan's ability to infiltrate the Sontaran forces and
gather operational intelligence of the Sontaran battle plan would counteract the Sontaran's large numbers.

This version of the plot was specifically designed for the GenCon XXX game fair in 1997. The following
information is the listing for this game as it was given in the program booklet for Gen Con XXX [Gen Con XXX:
Official Convention Program Book (August 7-10, 1997), (Lake Geneva [WI]: TSR Inc., 1997]. The listing can be
found on pages 62 and 94.

Keep the Piece 400349

One Round Novice $2.00

In the United Nations controlled peace zone in Jerusalem, an alien artifact has been discovered.
UNIT has been called in to investigate. Help out the Doctor.

Bruce Hall SU: 14 B24

The adventure at GenCon ran a little bit differently due to the nature of the convention's time restric-
tions and the direct inclusion of the Doctor and Ace to give the players a familiar start point within the Doctor
Who universe. The module featured the Doctor assembling the crew but upon arrival on Earth the




Doctor was not able to leave the TARDIS due to the fact that the chronon energy given off by the time tunnel
would harm him (as a Time Lord with a physiology different from humans). In turn Ace would watch over the
Doctor in the TARDIS allowing the players to complete their mission without characters "in the know." With
a limited amount of time to play the adventure, the game at Gen Con removed the sub plot that the orb was
divided into two halves and also removed the subplot where the MOSSAD agents try to steal the orb.

As a thank you to all the players who participated in the original play test of the module at Gen Con
XXX and have made this adventure module a success, | list the names of all my players that attended the con-
vention. Thanks to the Sunday (10 August 1997) player group: Mike Chen ("Susan"--and a great artist--
employ this guy!), Mike Lewis ("Frankie"--one of my personal group of players), Christa Toser ("Hunter"--one
of my Gen Con regulars), Jay Toser ("Gallen"--familiar with his surroundings and 1997's best role-player win-
ner), Walter Von Tagen ("Dr. Mike--brave enough to attack a Sontaran with a scalpel), Robert Wood
("Yollanda"--critical success in making explosives, critical failure at using them), Eric Overly ("CPT Colder"--
brave enough to tackle a Rutan and shoot it while it is on top of him), and Dan Giese ("Prof. Stallworth"--a
great role player and a fellow Gen Con Game Master). Thanks for the outstanding game.

The module played at GenCon (and the Earthbound TimeLord's Internet address) was mentioned in
the fanzine Tales of Rassilon, September/October 1997, (Wausau, WI: Northeastern Wisconsin Friends of the
Doctor, 1997), 9-10.

* RELIGIOUS AND CULTURAL DISCLAIMER *

This role-playing module is in no way intended to stereotype or offend any religious or cultural group.
All of the characters and situations in this adventure are fictional and are not intended to reflect upon any
specific group of people. The spirit of this (and any) Earthbound TimeLords role-playing adventure is one ac-
ceptance and understanding of all races, religions, lifestyles, sexes, and creeds.

*CREDITS/THANKS*

This adventures owes a great deal of thanks to all the players who have play tested and played this
adventure. A special thanks goes out to the original group of players at Gen Con XXX, listed in the above sec-
tion "HISTORY OF THE ADVENTURE-- SUPPLEMENTAL INFORMATION."

| would also like to thank the many groups of players who have played the game over the years: The
Dubberz, the TARDIS Crew, my players from Adventure Games Plus, the members of MSOE's MAGE club, and
the players at the various game and science fiction conventions over the years. A specific thanks goes out 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.

Another special thanks goes out to Colin and Shawna (and Kathryn) who have always extended their
friendship to me. Also, thanks to *you* for showing interest in _Doctor Who__ and role-playing.

This updated PDF version of the Keep The Piece module is dedicated to Kathryn Curtis, who is no
longer with us because of a drunken driver’s personal irresponsibility. Enjoy this adventure module, but take
a lesson from The Doctor’s book and make sure that YOU make the world a better place, rather than a worse
one. Sometimes it is the small decisions that matter the most.







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 second in the ‘Doctor Who Classics’ line of RPG modules. Other adven-
tures include:

Doctor Who Classics #1 - (EBTL-01) - Timetrap

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