Time Hack
This is a game for 2-3 players and a GM. In this game, the players are different versions of a single time-hopping and clock-rewinding individual, representing different points, forks, or branches along that individual’s timeline. The GM’s job is to keep everything straight and play everyone who isn’t the time-traveling character.
<2>Inspirations and Points of Reference
“‘All You Zombies--’” the short story by Robert Heinlein.
	“By His Bootstraps,” another short story by Robert Heinlein.
	The Man Who Folded Himself, the novel by David Gerrold.
The Time Traveler’s Wife, the novel by Audrey Niffenegger.
Primer, the film by Shane Carruth.
Groundhog Day, the film starring Bill Murray.
Edge of Tomorrow, the film starring Tom Cruise.
All the Damn Time, a Fiasco playset by Will Hindmarch.
Virtual Play Episode 71, a podcast episode about the Time Watch RPG. 
Fastcast Episode 14, a podcast episode about time travel games.
<1>The Character’s Timeline
Each PC is an instance of the same individual, associated with a particular point from one of his or her possible lifetimes. To keep everything organized, you’ll create a timeline consisting of an array or sequence of index cards (or Post-It™ notes, perhaps)  with important events indicated in order.
<2>The Basics
Birth. Decide whether the character is male or female or what and when the character was born. Give the character a name. Now create an event (by writing on an index card). Label it “Birth” or “I am born” and add the character’s birthday (maybe just the year is enough) and his or her full name. Put it in the middle of the table to serve as the origin point of the character’s timeline.
Death. Determine the character’s lifespan by rolling 2d6-2 twice, using the larger number as the number of decades the character could live, and the smaller as the number of years within the last decade. So if the rolls are “5” and “8,” the character lives to be 85 years old. If the character “dies young,” re-roll.
How does the character die? Roll, choose an appropriate entry from the list, or invent something.
	Suicide
	Murder
	Accident or Injury
	Illness or Disease
	War or Large-Scale Disaster
	Natural Causes (Old Age)
Add another event to the character’s timeline, this time at the end.
Background. What does the character do that got him or her involved in time travel? Roll or choose from this list, or make something else up.
Spy (Secret Agent)
	Criminal
	Soldier
	Inventor/Engineer
	Scientist
	Billionaire
Create an event that marks the moment where the character embarked or made the decision to embark upon his or her career. Note the character’s age in years at that point (i.e., make it up based on what seems reasonable). Add it to the timeline between birth and death.
Bestowal. How does the character get the time machine?
The character invents the time machine. Engineer, Inventor, Scientist.
	The character steals the time machine. Criminal, Spy.
	The character pays for access to the time machine. Billionaire.
	The time machine is a gift from someone to the character. Anyone.
	The character is issued the time machine for his or her mission. Soldier, Spy.
	The character stumbles upon the time machine by accident. Anyone.
Create another event indicating the moment the character obtained the time machine, placing it after the background event. Note how old the character is at the time.
The time machine lets you (a) hop around in time, from one year or one historical era to another, and (b) do quick “retakes” that let you accomplish tasks you normally couldn’t.
<2>Player-Character Time Traveler
Now you’ll create your PCs. Since you already know a lot about the character, this is just to figure out the differences between the different versions. Order the players in sequence by their ages, and figure out how each successive PC is different than the preceding ones. Choose or roll on the table below.
Trauma. Something violent or disturbing happened to you.
Tragedy. You suffered a great personal or professional failure.
Heartbreak. You lost someone close to you.
Normal Maturation. You have just gotten a little older and wiser.
Milestone. An important life event (marriage, parenthood) occurred to you.
Triumph. You achieved a great personal or professional success.
Create an event for each transition from prior to succeeding PC, and add them all to the timeline. 
For each PC after the first, list one thing that the older version is better at and one thing they’re worse at than the preceding version.
<1>Beginning the Game
Do a round of scenes with each (version of the) character, dealing with whatever they have to deal with in their daily lives. Put them either immediately after or immediately before their defining event. GM, give characters a reason to go back and forth in time: to make money, to stop a bad thing from happening, to gain information, and so forth.
<1>Taking Action
When the character tries to do something during a scene, the GM sets a difficulty for the character’s action based on her assessment of how difficult a task it is for the character in his or her current circumstances to accomplish it. 
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The player rolls a d6 and if it equals or exceeds the target, the character succeeds. If the character is particularly skilled or competent at the action in question (GM’s judgment), the player may roll an additional d6 and take the highest result.
<2>Retakes
On a failure, if the character does not have the time machine he or she must simply live with the consequences. However, if the character has the time machine, he or she may do a retake, rolling a number of dice equal to one less than the difficulty target number (e.g., for a challenging task, with a target number of 3 or better, the player rolls 2d6 retake dice). Conceptually, the result (i.e., the sum of the retake dice) is the number of tries it takes to get things to go the way the character wants. Game mechanically, the retake sum is both the XP the character gains, and the glitch percentage for the action. After the action is completed, the GM rolls percentile dice (d100), and if the total is equal to or less than the glitch percentage, a temporal anomaly of some type occurs.
In any event, gaining XP helps you not turn into the next older version of the character, avoiding the transition. Or something. 
<2>Types of Temporal Anomalies
Anomalies give the GM resources to mess with players. I mean provide adversity.

<2>Spending XP
<1>Jumping Around in Time
Put a distinguishable pawn on the timeline for each PC. When the character activates his or her time machine to go forward or backward in time, move the pawn to the designated event. Anomalies can occur when you jump around in time, particularly when you make changes in your past. Anomalies ripple forward, and an alarm on your time machine tells you that something’s changed.
<2>Time Travel to the Past
Add index cards as events prior to birth.
<2>Time Travel to the Future
Add index cards as events after death.


