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Special Powers

Time Travel

The Great Race are so-named because they conquered time so
thoroughly—the only race known to have done so. A member of the
race can send its mind forward or backward through time and across
space, pick out a suitable subject and trade minds with it; whenever a
member of the Great Race takes over the body of a being, that
being’s mind is transferred into the body of the Great Race individual,
there to stay until the being now inhabiting its old body sees fit to
return and trade places once more. With this technique the race has
traveled en masse through time and space and conquered other
planets.

Keen students of history, an individual exchanges places with a select
individual in the era it wishes to study. The minds are switched for
about five years. On Earth, friends notice many differences about the
substitute: an INT roll would be appropriate to notice this.

Once forced into the alien Great Race body, the victim is caused to
write down everything known about his or her own time. The Great
Race are fairly kindly and permit their captives to travel about and see
the country, as well as allowing them to meet other victims like
themselves, generally from far-distant planets or eras. When the time
comes to restore a victim to his or her own body, the Great Race
blanks all memory of what has happened while the victim was trapped
in their age. This erasure is imperfect: the victim may dream and

have nightmares of being held by the Great Race.

A cult on present-day Earth aids and abets Great Race visitors. In
exchange, the visitors share technological or magical knowledge. Time-
travel is the primary means by which a member of this race could be
met in its original cone-body, though there have been scattered cases
involving stasis cubes and sorcerous summonings across the aeons.
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