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That night they made camp a short distance
from the cliffs beside one of the numerous cool
springs that are to be found within Caspak,
oftentimes close beside the still more numerous
warm and hot springs which feed the many
pools. After supper the men lay smoking and
chatting among themselves. Tippet was on
guard. Fewer night prowlers threatened them,
and the men were commenting upon the fact
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According to their custom all, with the exception
of the man on guard, sought sleep early, nor, once
disposed upon the ground for slumber, were they
long in finding it. It seemed to Bradley that he had
scarcely closed his eyes when he was brought to his
feet, wide awake, by a piercing scream which was
punctuated by the sharp report of a rifle from the
direction of the fire where Tippet stood guard. As he
ran toward the man, Bradley heard above him the
same uncanny wail that had set every nerve on
edge several nights before, and the dismal flapping
of huge wings. He did not need to look up at the
white-shrouded figure winging slowly away into the
night to know that their grim visitor had returned.

that the farther north they had travelled the
smaller the number of all species of animals
became, though it was still present in what
would have seemed appalling plenitude in
any other part of the world. The diminution in
reptilian life was the most noticeable change
in the fauna of northern Caspak. Here, though,
were forms they had not met elsewhere,
several of which were of gigantic proportions.
REQUIEM - That night they made camp a distance
from the cliffs, beside one of the numerous cool springs
that are to be found within Caspak, oftentimes close
beside the still more numerous warm and hot springs
which feed the many pools. After supper the men lay
smoking and chatting among themselves. Tippet was
on guard. Fewer night prowlers threatened them, and
the men were commenting upon the fact that the
farther north they had travelled the smaller the number
of all species of animals became, though it was still
present in what would have seemed appalling
plenitude in any other part of the world. The diminution
in reptilian life was the most noticeable change in the
fauna of northern Caspak. Here, however, were forms
they had not met elsewhere, several of which were of
gigantic proportions.
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The muscles of his arm, reacting to the sight and
sound of the menacing form, carried his hand to the
butt of his pistol; but after he had drawn it, he
immediately returned it to its holster with a shrug.
“What for?” he muttered. “Can’t waste the
ammunition.” Then he walked quickly to where
Tippet lay sprawled upon his face. By this time
James, Brady and Sinclair were at his heels, each
with his rifle in readiness.“Is he dead, sir?” whispered
James as Bradley kneeled beside the prostrate
form.
Bradley turned Tippet over on his back and
pressed an ear close to the other’s heart. In a
moment he raised his head. “Fainted,” he said.
“Get water. Hurry!” Then he loosened Tippet’s shirt
at the throat and when the water was brought,
threw a cupful in the man’s face. Slowly Tippet
regained consciousness and sat up. At first he
looked curiously into the faces of the men about
him; then an expression of terror overspread his
features. He shot a startled glance up into the black
void above and then burying his face in his arms
began to sob like a child.

EABA
“What’s wrong, man?” demanded Bradley.
“Buck up! Can’t play cry-baby. Waste of energy.
What happened?”
“Wot ’appened, sir!” wailed Tippet. “Oh, Gord,
sir! It came back. It came for me, sir. Right it did, sir;
strite at me, sir; hand with long w’ite ’ands it clawed
for me. Oh, Gord! It almost caught me, sir. I’m has
good as dead; I’m a marked man; that’s wot I am.
It was a-goin’ for to carry me orf, sir.”
“Stuff and nonsense,” snapped Bradley. “Did
you get a good look at it?”
Tippet said that he did--a much better look than
he wanted. The thing had almost clutched him, and
he had looked straight into its eyes – “dead eyes in
a dead face,” he had described them.
“Wot was it after bein’, do you think?” inquired
Brady.
“It was Death,” moaned Tippet, shuddering,
and again a pall of gloom fell upon the little party.
The following day Tippet walked as one in a
trance. He never spoke except in reply to a direct
question, which more often than not had to be
repeated before it could attract his attention. He
insisted that he was already a dead man, for if the
thing didn’t come for him during the day he would
never live through another night of agonized
apprehension, waiting for the frightful end that he
was positive was in store for him. “I’ll see to that,”
he said, and they all knew that Tippet meant to
take his own life before darkness set in.
Bradley tried to reason with him, in his short,
crisp way, but soon saw the futility of it; nor could
he take the man’s weapons from him without
subjecting him to almost certain death from any of
the numberless dangers that beset their way.

The entire party was moody and glum. There
was none of the bantering that had marked their
intercourse before, even in the face of blighting
hardships and hideous danger. This was a new
menace that threatened them, something that they
couldn’t explain; and so, naturally, it aroused within
them superstitious fear which Tippet’s attitude only
tended to augment. To add further to their gloom,
their way led through a dense forest, where, on
account of the underbrush, it was difficult to make
even a mile an hour. Constant watchfulness was
required to avoid the many snakes of various
degrees of repulsiveness and enormity that infested
the wood; and the only ray of hope they had to
cling to was that the forest would, like the majority
of Caspakian forests, prove to be of no
considerable extent.
Bradley was in the lead when he suddenly
came upon a grotesque creature of Titanic
proportions. Crouching among the trees, which
here commenced to thin out slightly, Bradley saw
what appeared to be an enormous dragon
devouring the carcass of a mammoth. From frightful
jaws to the tip of its long tail it was fully forty feet in
length. Its body was covered with plates of thick skin
which bore a striking resemblance to armor-plate.
The creature saw Bradley almost at the same instant
that he saw it and reared up on its enormous hind
legs until its head towered a full twenty-five feet
above the ground. From the cavernous jaws issued
a hissing sound of a volume equal to the escaping
steam from the safety-valves of half a dozen
locomotives, and then the creature came for the
man.
“Scatter!” shouted Bradley to those behind him;
and all but Tippet heeded the warning. The man
stood as though dazed, and when Bradley saw the
other’s danger, he too stopped and wheeling
about sent a bullet into the massive body forcing its
way through the trees toward him. The shot struck
the creature in the belly where there was no
protecting armor, eliciting a new note which rose in
a shrill whistle and ended in a wail. It was then that
Tippet appeared to come out of his trance, for with
a cry of terror he turned and fled to the left. Bradley,
seeing that he had as good an opportunity as the
others to escape, now turned his attention to
extricating himself; and as the woods seemed
dense on the right, he ran in that direction, hoping
that the close-set boles would prevent pursuit on the
part of the great reptile.
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The dragon paid no further attention to him,
however, for Tippet’s sudden break for liberty had
attracted its attention; and after Tippet it went,
bowling over small trees, uprooting underbrush and
leaving a wake behind it like that of a small
tornado.
Bradley, the moment he had discovered the
thing was pursuing Tippet, had followed it. He was
afraid to fire for fear of hitting the man, and so it was
that he came upon them at the very moment that
the monster lunged its great weight forward upon
the doomed man. The sharp, three-toed talons of
the forelimbs seized poor Tippet, and Bradley saw
the unfortunate fellow lifted high above the ground
as the creature again reared up on its hind legs,
immediately transferring Tippet’s body to its gaping
jaws, which closed with a sickening, crunching
sound as Tippet’s bones cracked beneath the great
teeth.
Bradley half raised his rifle to fire again and then
lowered it with a shake of his head. Tippet was
beyond succor – why waste a bullet that Caspak
could never replace? If he could now escape the
further notice of the monster it would be a wiser act
than to throw his life away in futile revenge. He saw
that the reptile was not looking in his direction, and
so he slipped noiselessly behind the bole of a large
tree and thence quietly faded away in the direction
he believed the others to have taken. At what he
considered a safe distance he halted and looked
back. Half hidden by the intervening trees he still
could see the huge head and the massive jaws
from which protruded the limp legs of the dead
man. Then, as though struck by the hammer of Thor,
the creature collapsed and crumpled to the
ground. Bradley’s single bullet, penetrating the
body through the soft skin of the belly, had slain the
Titan.
A few minutes later, Bradley found the others
of the party. The four returned cautiously to the
spot where the creature lay and after convincing
themselves that it was quite dead, came close to it.
It was an arduous and gruesome job extricating
Tippet’s mangled remains from the powerful jaws,
the men working for the most part silently.
“It was the work of the banshee all right,”
muttered Brady. “It warned poor Tippet, it did.”
“It killed him, that’s wot it did, and it’ll kill some
more of us,” said James, his lower lip trembling.
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“If it was a ghost,” interjected Sinclair,“and I
don’t say as it was; but if it was, why, it could take
on any form it wanted to. It might have turned itself
into this thing, which ain’t no natural thing at all,
just to get poor Tippet. If it had of been a lion or
something else humanlike it wouldn’t look so
strange; but this here thing ain’t humanlike. There
ain’t no such thing an’ never was.”
“Bullets don’t kill ghosts,” said Bradley, “so this
couldn’t have been a ghost. Furthermore, there are
no such things. I’ve been trying to place this
creature. Just succeeded. It’s a tyrannosaurus. Saw
picture of skeleton in magazine. There’s one in New
York Natural History Museum. Seems to me it said it
was found in place called Hell Creek somewhere in
western North America. Supposed to have lived
about six million years ago.”
“Hell Creek’s in Montana,” said Sinclair. “I used
to punch cows in Wyoming, an’ I’ve heard of Hell
Creek. Do you s’pose that there thing’s six million
years old?” His tone was skeptical.
“No,” replied Bradley; "But it would indicate that
the island of Caprona has stood almost without
change for more than six million years.”
The conversation and Bradley’s assurance that
the creature was not of supernatural origin helped
to raise a trifle the spirits of the men; and then came
another diversion in the form of ravenous meateaters attracted to the spot by the uncanny sense
of smell which had apprised them of the presence
of flesh, killed and ready for the eating.
It was a constant battle while they dug a grave
and consigned all that was mortal of John Tippet to
his last, lonely resting place. They did not leave then,
but remained to fashion a rude headstone from a
crumbling outcropping of sandstone and to gather
a mass of the gorgeous flowers growing in great
profusion around them and heap the new-made
grave with bright blooms. Upon the headstone
Sinclair scratched in rude characters the words:
HERE LIES JOHN TIPPET
ENGLISHMAN
KILLED BY TYRANNOSAURUS
R.I.P.
and Bradley repeated a short prayer before
they left their comrade forever.
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WHAT IT’S ABOUT - Verne is a Victorian Era rpg.
But that term covers a lot of ground. This could be
historical or fantastical, steampunkish or pseudorealistic, stiff-upper-lip proper or downright ugly.
Verne is going to give you what you need for all of
the above, but it is going to be slanted a bit to the
fantastical and pseudo-realistic, a lot of stiff-upperlip with an undercurrent of ugly. The flavor text right
before this is taken almost word for word from Out of
Time’s Abyss, written by Edgar Rice Burroughs in
1877CE, and the vignette has some of the typical
Verne elements described.
People have some common misconceptions
about life in the Victorian Era. First is the level of
technology available. Setting a game to run in the
“Victorian Era” and expecting it to have a particular
technological feel is like expecting a uniform level
of technology for a game set to run in the “20th
century”. The Victorian Era is defined by the reign of
Queen Victoria, and is from 1837CE to 1901CE. To
rephrase that in modern terms, imagine a gameworld that tried to have one setting for the period
from 1905CE to 1969CE. At one end, airplanes had
just been invented, while at the other end we had
people landing on the moon. On one end there are
steam engines, on the other, nuclear submarines.
On one end there are primitive phonographs and
prudery, on the other end are transistor radios and
the “Summer of Love”.
So, Verne is going to be a “Victorian Era” gameworld, but we’re going to have to set some dates
and limits as our default for technology, culture and
current world events. The starting year for a Verne
campaign is somewhere around 1869CE. Why?
Because it has a good confluence of real-world and
fictional factors going for it. We will include a full
Victorian Era timeline later, but the years around this
period have the development of the periodic table
of the elements, the end of the United States’ Civil
War and the first transcontinental rail line, reliable
ocean-going steamships, the opening of the Suez
Canal, trans-Atlantic telegraph lines, publication of
new and radical political discourse by Karl Marx and
others, the very first fiction about an artificial satellite
around the Earth (The Brick Moon, by Edward
Everett Hale), and perhaps the best known of Jules
Verne’s works, 20,000 Leagues Under the Sea.

Enough of the trappings of modern technology
are there in 1869CE that well-off adventurers can
have things like reliable cartridge firearms, they can
send telegraph messages to most places in the
civilized world, the Great Powers are not at war with
each other (yet), and there is plenty of the world
(and the solar system) yet untrampled by the feet of
civilized, God-fearing Christians.
So, Verne will be set in the imaginary-real year
of 1869CE. But, when will it end?
One fundamental premise of Verne is that the
Victorian Era never ends. Queen Victoria’s reign
ends, of course, but the way things look and act
and work will not. Surely, at some point there will be
reliable dirigible service across the world. Telephone
communication can be predicted to replace the
telegraph, even in overseas communication, at
least for the wealthy. Some women of uncommon
talent and even some of non-American or
European descent can achieve prominence, and
eventually all the unexplored places on Earth will
have a national flag placed on them (save for
those kingdoms whose might or remoteness forces a
more equal diplomatic status). But the overall worldview of Verne will remain for at least a century, as
will the attitudes and dare we say, the bulky and
cumbersome level of technology. There will be no
transistors or miniaturization. There will be computers,
but they will be clacking machines of precision
gears and mechanical displays, programmed with
stacks of punched cards, or at best by arcane
commands punched into physical memory toggles
through a keyboard of some type.
There may be military spaceships using Cavorite
engines, sent to Mars to quell a native rebellion, but
these ships will be outfitted with teak flooring and
brass dials whose fancy display needles point to
numbers written in ornamental fonts. Their rolled
steel armor plates will be held together by rivets,
and if there is a female at all amongst the crew
complement, she will be a doctor or reporter or
professor, and odds are she will still be no more
welcome in the smoking lounge than would be a
Moor, unless of course said Moor was numbered
amongst the royalty of his kind, and preferably
educated at Oxford.
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Another fundamental premise of Verne is that
some things are only “once in a lifetime”. The EABA
Trait that allows an adventurer to have a grasp of
scientific principles a generation ahead of everyone
else is very much a part of the Verne universe. The
Martians invade with giant war machines and
unstoppable heat rays. Captain Nemo builds a
submarine that can defeat any surface vessel of the
day. H.G.Wells’ unknown protagonist builds a time
machine and visits humanity’s most distant future.
Professor Joseph Cavor invents an anti-gravity
material allowing for inertialess space flight. The
protege of the chess-playing automaton’s creator
devises a mechanical brain that can modify its own
program cards and actually think and speak.
Yet in the end, the world remains the same
when the plot is finished. The Martians catch a cold
and die, and their war machines go inert and
remain unfathomable to human science. Captain
Nemo’s sub is destroyed and no one can ever build
a replacement. The secret of Cavorite is lost along
with its inventor. The creator of the time machine
disappears or destroys his machine and never
rebuilds it. The mechanical brain and the warship it
controls are sunk and its creator with it. Things of
great import happen, but in the end, the world
remains much the same. Odds are that one or two
interesting bits can carry forward, depending on the
length of a campaign and how well these elements
carry forward the overall plot. Cavorite, for instance.
Damned convenient stuff to have for interplanetary
adventures...
Similarly, the unique aspects of the natural
world do not upset the balance of things. The
hidden valley on the remote island is never found
again once it is left, or a volcanic eruption causes it
to sink beneath the waves. The subterranean or
aquatic civilizations discovered decide to withdraw
to the depths and never again interact with the
surface-dwellers. The thin atmosphere of Mars
makes it impractical for all but a few Earthlings to
dwell there. The aborigines who guard the secret of
the elixir of youth disappear into the jungle, never to
be seen again. The treacherous seas around the
island of the dinosaurs make it impractical to cart
specimens off the European or American zoos. And
so on. The discoveries of things or principles or
places that can have a long-term impact on the
gameworld are going to be entirely up to the
gamemaster, simply because there are so many of
them that could and would completely bollix things
up in the long run. Unique elements that can add to
an overall campaign are of course encouraged.
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If the focus of a campaign is eventually going
to shift to the exploration of Mars, then adventurers
are going to need a way to get there. As will their
rivals and enemies, just to keep things interesting. If
drama and tension between the surface and the
troglodytes of the subsurface kingdoms is needed,
then of course there can be embassies between
the two. If the gamemaster has planned an
alternate First World War between the Great
Powers, then adding dirigibles armed with electric
cannon and Imperial German Flügeltruppen (flying
troops) would be a nice touch. You can almost
imagine a plot where quiet electric zeppelins sneak
up on Buckingham Palace on some overcast night,
black-clad flügeltruppen in Lillenthal gliders silently
swooping down to kidnap the royals in order to
force concessions at the treaty tables...
You do not normally think of it as such, but the
Victorian Era is, for its time, a very fertile ground for
cutting-edge SF adventures. Many of the great
discoveries, theories and scientific principles we rely
on today were in their infancy in this period, giving
rise to all manner of speculation that threatened to
overturn people’s ideas of what was possible (and
what was “right”). Evolution, paleontology and
geology gave hints of unimaginable antiquity for
the earth, an age not of the several thousand years
derived from scripture, but an age of the universe
that could be as much as several million years! The
conflict between religion and science and faith and
reason is at least as acrimonious as it is now.
Scientists with great imaginations and budgets
created brobigandian apparatuses to measure the
speed of light and the gravitational constant. And
they were also educated enough to know what
“brobigandian” meant. Victorians built big, and did
not bother with trifles like gradually scaling things up
from smaller models. “Go big or go home!” might
well be the motto for the entire era.
Astronomers turned their eyes to Mars and saw
a world with an atmosphere, ice caps and seasons,
and if you squinted hard enough at the photographic plates, even networks of canals, perhaps
made by a dying civilization to conserve the
resources of a water-poor planet.
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Savants of electricity gave us the telegraph,
while engineers worked to string cables across the
unfathomed depths to connect the continents with
an information network that operated not at the
speed of steam, but the speed of light. Biology and
medicine showed us a glimmer of a microscopic
world, the nature of disease, and the potential
benefits and wonders that might someday be
available to the medical professional, while
chemists raced to fill in the missing parts of the
newly created periodic table, discovering elements
with new and unusual properties.
Steam engines began to change the nature of
transport and industry and warfare, while the first
principles of modern computers were developed
with purely mechanical automata of amazing
complexity and cleverness.

Balloons gave way to dirigibles, giving mankind
the first taste of controlled flight, and man-carrying
gliders led forward-thinkers to believe that with the
right kind of propulsive device, heavier-than-air flight
might someday be possible.
Explorers showed us that the world was wider
and stranger than we ever imagined, and those
who never returned proved by their absence that
there were dangers even for the most intrepid
explorers and the most powerful nations.
And if chemists and workers in electricity were
adepts, then those who probed the mysteries of
the atom were wizards, playing with the forces of
radiation to probe the ultimate mysteries of matter
of creation, blazing trails that would lead their
grandchildren to become Shiva-like destroyers of
worlds.
The writers of what we now call “science
fiction” dealt with themes and ideas that would still
be cutting edge. Genetic engineering, artificial
intelligence, advanced weaponry and future wars,
stirring space battles, alien life and cultures,
alternate dimensions, time travel, the evolution of
man, new forms of human society, all were themes
that 19th century writers grappled with, with varying
degrees of eloquence and success.
The Victorian Era was a time of unbridled
optimistic ignorance. There was so much we knew
just enough about to make wild, grand speculations
on, and so much national and personal prestige at
stake that people would make preposterous claims,
from hubris, professional rivalry or a sincere but
incorrect belief in one theory or the other.
And the world of Verne is one where many of
the outlandish theories and ideas just happened to
be right, where geniuses ahead of their time bring
unique and unrepeatable discoveries and devices
into being, threatening the social order, national
sovereignty, professional careers, gender and racial
roles, status and class and even peace between
the Great Powers. National pride and prestige often
overcame common sense in the Victorian Era, and
adventurers will have to deal with this in themselves
and others. As a historical example, the race to be
the first to the North or South Pole was akin to later
generations trying to be the first to land a man on
the moon. While the USA and USSR did things in
stages, experimenting with different technologies
and working our way towards the goal, Victorians
did things with more recklessness.
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Victorian Era nations just put together whole
expeditions and sent them, the equivalent of starting a Moon rocket from scratch and launching it
without a single test. They were so obsessed with
getting there first and planting their flag at the Pole
that technicalities like testing their equipment in
Arctic conditions were bypassed in interests of
haste. So, an attempt to reach the North Pole by air
was done with leaky balloons (they all died). A
multi-year expedition to chart a Northwest Passage
was sent with untested food storage technology
(they all died). The first attempt to reach the South
Pole was sent with Siberian ponies and a special
motorcar instead of sled dogs (the car broke, they
ate the ponies, and the attempt failed).
Another premise of Verne is that everything has
a rational, scientific explanation. Even if you can’t
figure it out. The world of Verne is not a world with
Dracula or Cthulhu in it. There is no magic, there is
no supernatural. Anything that appears to be such is
science that preys on our susceptibilities and superstitions. Dracula, no. Frankenstein’s monster, yes.
Cthulhu, no. Giant kraken, yes. Can the dead be
supernaturally raised into an army of soulless
zombies that feel no pain? Of course not. The dead
are dead. But can science reanimate dead flesh?
Maybe. Can exotic drugs take away a living
person’s will and make them insensitive to injury?
Perhaps. Both may be questionable actions from a
moral standpoint, but neither requires the presence
of the supernatural. This does not deny existence of
the supernatural, such as God or the Devil, merely
that these forces do not interfere in ways that mere
mortals can fathom or influence or measure.
The last premise is that adventurers are at heart,
aligned with the civilized nations of the world, and
that the adventurers are “the good guys”. Who
counts as “civilized” is up to you, though, and the
cultural values that make you “the good guys” are
not necessarily universal. But, in your heart, what you
do is for the right reasons. Even though with a bit of
historical perspective, what you consider “right” can
seem a little patronizing and imperialistic.
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My own opinion is that, at this time, the colored
people cannot vote intelligently, and that giving
them the right of suffrage would open the door
to a great deal of demagogism, and lead to
embarrassments in various ways. What the future
may prove, how intelligent they may become,
with what eyes they may look upon the interests
of the state in which they may reside, I cannot
say more than you can.
- Robert E. Lee, February 17 1866CE
Adventurers in Verne have a variety of things to
do, and the gamemaster has plenty of hooks to
hang adventures from. But one key thing about
Verne is that experience, victory, kudos, fame and
such tend to be tied to leadership and nationality.
No one is going to care who was the second person
to find the source of the Nile or the second person
to climb the Matterhorn. It’s all about being the one
in charge when the important stuff happens. Of
course, this can also backfire. Being the apparent
leader of a doomed expedition brings shame to
you (if you survive) and disgrace to your nation.
Part of the special campaign mechanics in
Verne are about this national pride and jockeying
for position, for it is the leader of the adventurers at
any given moment who directs the course of
action, and the other adventurers must follow that
lead. This adds tension, and encourages players
who disagree with that course of action to find a
way to assume or usurp the leadership role. And the
gamemaster can use this to steer or predict things,
setting up situations where party leadership can be
challenged and the plot can be steered onto one
of several courses as a result.
So, if this is what you’re looking for, keep on
reading. The next chapter deals with the nuts and
bolts of the Victorian Era, both from an idealized
and the somewhat grimier real world sense. After
that we will get into making your adventurers and
then a bit more on some of the fictional players in
the Verne universe.

STEAMPUNK

Egalité - The one technology that the LGP can
claim as their own is that of a primitive atomic
reactor. This is not as efficient as the Vril Society’s
zero-point reactors, and a lot more dangerous, but
it is still an atomic reactor, and with that level of
power they can afford to be inefficient.
The Egalité (pronounced: ee-gal-ih-tea) is an
Industrial Era attack sub. It has two anti-shipping
weapons. The first is a saw-toothed steel ridge
running from the prow to about halfway down its
upper surface. This can rip the bottom out of any
ship without heavy armor below the waterline,
though in practice it is only used against wooden
ships. At top speed, this does 8d+2 damage and
counts as an explosion for purposes of affecting
Damage Limit. The other attack is a towed, floating
torpedo. The Egalité will make a collision-like attack
run, but dive underwater at the last moment and
the towed explosive charge will strike the hull of the
target at the waterline and explode with 15d+2
force. These torpedoes can also be anchored to
the sea bottom as tethered mines or left to float
free and will go off on any sharp impact after they
are armed (which happens if they are immersed in
seawater).
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It has a crew of 16, 3 officers and 13 crew, all of
whom are technically proficient in at least two
crew stations. The reactor provides sufficient
electrical power to allow production of desalinated
water and to extract oxygen from water, limiting its
endurance to its food supply and ability to maintain
the machinery. However, because navigation
underwater is a matter of dead reckoning, the
preferred mode of operation is to run on the
surface in good weather, and use its submersible
capability for stealth or to avoid bad weather.
Game notes: The Egalité is of course modeled
somewhat on Jules Verne’s Nautilus, but it is far
smaller and has a few tweaks to keep adventurers
on their toes if they encounter it. If it is expecting to,
the Egalité can carry enough spare crew to form a
boarding party or prize crew to take a captured
ship to some secret destination. The Egalité has a
few special features. It has an “egress chamber”,
which is used for dropping off the towed torpedoes
when at near-surface depth, and as an airlock at
deeper depths.

Egalité
Strength
15d+0
Top speed/Acc
9/.5
Front
9d+0
Right
8d+2
Left
8d+2
Rear
8d+1
Top
9d+0
Bottom
7d+2
Hits/Damage limit 32/-3
To hit
-6/-3

The Egalité is about 40 meters long and its hull
averages 8 meters in diameter, wider at the middle
(even more so when the buoyancy tanks are taken
into account), narrow at the ends. It has a safe
diving depth of 250 meters, a top speed of 7 meters
per second (25kph) on the surface and 9 meters
per second (32kph) when submerged. This is not
exceptional, but it is as fast or faster than many
steamships of the day, and thanks to its reactor,
can maintain this speed as long as needed. The
reactor is really just a controlled heat source,
powering a conventional steam engine. The
problems of dealing with a fission pile at this level of
technology are not entirely solved, but the welltrained crew constantly monitors temperature and
power output to keep things within the ability of the
reactor vessel to contain the energy.

3.20

There are a handful of diving suits that allow
movement in the immediate vicinity of the Egalité
when it is submerged, limited by the range of the
air hoses back to the Egalité. And there are two
large rowboat/escape pods. On the surface, they
are used to row to and from other vessels. Underwater, they are sealed to the hull. They can be
entered via special hatches and then detached
from the hull to bob up to the surface (though this is
dangerous). The Egalité has only basic climate
control, mostly to keep down the humidity inside
the submarine. If the water outside is warm, it gets
warm in the submarine, and cold in cold water,
though the latter can be abated quite a bit by
using hot air from the reactor room.
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The Egalité has three main staterooms, for the
captain and two executive officers. There are four
small staterooms for passengers or other LGP
passengers needing privacy, and the rest of the
crew have two barracks-like compartments. The
two food storerooms can be repurposed as either
bunk space for eight people each, or temporary
brigs. There are two armories, one near the officer’s
quarters and the other near the crew bunks. The
officer’s armory can only be opened by the
officers, and the other armory can be opened by
the officers, or the on-duty sargeant. Two keys are
needed to open the chamber where the towed
torpedoes are kept, and the Egalité carries two
dozen of them when fully loaded. Normally,
sidearms are carried by the officers and on-duty
sargeant.
In terms of floor plan, the Egalité is fairly open
for a military vessel, having about eighty hexagons
of space for each crew member. Taking into
account ceiling height, this is about forty hexagons
of floor plan per person, or the equivalent of a
room five-and-a-half meters on a side. Hallways are
almost wide enough that two people can pass
without turning sideways, the staterooms are just
barely large enough to invite in guests, the mess
has separate officer and crew sections, there is a
library and even a small chapel. There is no pipe
organ, but the captain plays a mean theremin. The
bow of the ship contains the officer’s quarters, all of
which have viewing portholes and separate smaller
portholes to shine lights through. Behind that is the
two-level bridge, the upper level serving the
function of a conning tower and providing better
visibility when making a ramming attempt. The
thick, eye-like glass windows can be protected with
heavy steel shutters and maneuvering can be
done via a periscopic system of mirrors and lenses.
Behind this are common areas like the library and
mess, followed by the crew quarters, reactor and
egress chamber. The two rowboats are mounted
near the bridge and the crew quarters. All sections
of the Egalité are accessed via a central hallway
that is periodically broken by pressure doors that
are kept shut at all times. Within each section, there
are maintenance hatches in the decking for
getting at the machinery in the crawl spaces
underneath (this is where most of the compressed
air for the buoyancy tanks is kept). The LGP does
not initially have a practical electric lighting system,
so internal lighting is provided by various sorts of oil
lanterns (gaslight being deemed too dangerous for
this application).

Combat notes: The Egalité is an offensive vessel,
not a defensive one, and if it gets caught by a
warship will quickly be reduced to scrap. Its armor
can resist virtually all light weapons and it has a
good damage limit, but it is a submarine after all,
and holes through the hull are not a good thing.
The solid shot fired by sufficiently large naval guns
may have the same battering modifier on damage
that the Vril force beams do, which can overcome
the Egalité’s damage limit and start doing Hits. And
explosive shells will do so as well. The Egalité has
two “to hit” numbers, the larger bonus being when
it is fully surfaced, and the smaller when it is barely
surfaced and making an attack run. In general,
conventional naval vessels will not be able to
depress main guns low enough to hit the Egalité a
ranges of less than two hundred meters, nor
secondary guns at ranges of less than a hundred
meters. The Egalité can be devastatingly effective
because when it is first deployed there are zero
anti-submarine weapons and men with rifles simply
cannot hurt it. If it is not detected or does not
surface until it is close enough that a ship’s guns
cannot depress to hit it, then its success is virtually
assured, and the hundred kilogram high explosive
torpedoes it tows will do 15d+2 explosive damage
to the waterline armor of its target, sufficient to hole
any warship of the day. Normally, Egalité will attack
by stealth, at night. This increases the fear and
reduces intelligence that can be gathered about
the submarine, and it makes it far more likely that
she can approach unobserved. Egalité only has to
see a huge target and dive under it, but attackers
must spot a much smaller target. If Egalité gets
caught on the surface and holed to prevent it from
safely submerging, it might not be able to outrun a
foe. Because current sailors have no reference
framework to understand a submarine of this size
and power, early reports by survivors will be of giant
sea serpents biting holes out of wooden ships, or
thrashing out the bottom of an iron-hulled ship with
its massive tail.
Improvements: An updated version of the
Egalité would be made with higher quality steel, for
a better Armor and depth rating (at least +2 Armor
and +50% depth). Invention of electric lighting will
replace the oil lanterns, and the potential invention
of radio will require the addition of a radio room.
Practical self-powered torpedoes are a late 19th
century invention, and it would make sense to
replace the towed torpedoes with self-powered
ones. Effectively, the archaic aspects of the Egalité
would be dropped and it would be much more like
a small, underpowered version of a modern
nuclear attack sub.
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Krupp Dampftruppen - Perhaps as a private
project by a member of the Vril Society, or perhaps
as a government response to the increasing threat
levels around the world, the Krupp arms combine
will eventually create something in between a war
walker and powered armor. A small, oil-fired steam
engine provides motive power for an armored shell
that a person can climb into and pilot. It is clunky
and clumsy, but it is fairly bulletproof and can carry
a big gun. The suits and the specially trained
soldiers are called Dampftruppen (steam troops).
English-speaking opponents would replace the “pf”
with an “n”.
Dampftruppen
Strength
+0
Top speed/Acc special
Head
Torso front
Torso rear
Leg front
Leg rear
Arm front
Arm rear
Hits/Damage limit
To hit

3d+2
3d+2
3d+0
3d+2
3d+0
3d+2
3d+0
8/8
-1

A fully loaded dampftruppen masses about
four hundred kilograms and is about three meters
tall, with the left arm attached to a shoulder-pivot
Gatling Gun (4d+1 autofire) a light cannon (7d+1
armor-piercing or 3d+1 x 5 shotgun), or a flamethrower (3d+1 lethal explosion with a continuing
effect). All have an Accuracy of 2. The most
prominent features are its crude mockery of a
human form, the backpack-mounted steam
engine belching thin blue smoke, ammunition
reloads around the waist (designed to be gripped
by the claw-like right hand), the large shield
attached to the right arm, and numerous spikes
and blades protruding from the armor to
discourage anyone from trying to jump on and
cling to one.
Even with all the power-enhancing tricks for an
Industrial Era steam engine, the dampftruppen is
barely capable of moving its own weight and
provides no strength or mobility enhancement to
the wearer. It merely allows the wearer to use their
own strength without the suit encumbering them.
Their movement rate is what it would be normally
and requires normal exertion. Agility for everything
but firing the main gun is penalized by -1d and fine
work is impossible. Sight perception takes a -1d
penalty because of the narrow vision slits and
hearing perception is all but impossible unless the
dampftruppen is stationary.
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Because of weight limitations, dampftruppen
cannot be armored as heavily as the designers
would have hoped, with an overall armor of only
3d+2 from the front and 3d+0 from the rear. This is
sufficient to stop pistols and shotguns and most
muzzle-loading rifles, but it is not sufficient to stop
modern rifles. To compensate for this, the right arm
has a large steel shield with an Armor of 4d+0. In
combination with the body armor, this gives an
effective protection of 5d+2 against any threat the
shield can be interposed against. The shield is big
enough to protect the head and torso, torso and
upper legs or if crouching, the whole body, and it
has a cutout in the upper left to rest the weapon
barrel in when crouching. This extra bracing point is
worth +1 Accuracy when aimed in that way. The
inside of the dampftruppen is already padded with
the equivalent of silk body armor. This is factored
into its overall armor rating, so any personal body
armor worn is not going to add more than 0d+1 to
the overall rating.
Game notes: Dampftruppen will be used by the
equivalent of Special Forces, the biggest, toughest,
most skilled men an army can find, with at least
3d+2 natural Strength. The metal fists and feet turn
any punch or kick damage into lethal damage (but
remember the -1d Agility penalty). A dampftruppen
would cost several thousand Verne credits, plus the
cost of its weapon, so they are going to be a very
limited use item, and the troops trained in their use
will know the advantages, vulnerabilities and
proper tactics to accentuate the strengths and
minimize the weaknesses. The strengths are that
with the shield properly used, they are immune to
rifles and machineguns. This requires tactics to
prevent flankers and use of terrain to provide partial
cover, particularly to the lower legs if you are using
the shield to protect the torso and upper legs. The
weaknesses are a vulnerability to ambush by
someone who knows where the weak spots are. A
dampftruppen also can only run at full power for
five hours before running out of fuel, and the steam
engine has to warm up for a few minutes before it
can be used at full power. And of course, they are
completely stymied by thick mud, water deeper
than their air intakes or any climbing more difficult
than stairs. For special operations it is possible to
equip them with snorkels to ford deep water, and
conventional troops with refueling tanks and extra
ammo for an extended mission.
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Dampftruppen will be hot inside, and this is only
partially mitigated by a powerful forced air system.
Even a strong, fit individual will be exhausted after
spending several hours in a dampftruppen in a
tropical climate. They would however, be ideal for
use in cold climates. If used on Mars, they would
have sufficient extra Strength to give the user a +2
to Strength and +2 to Health for mobility purposes.
Dampftruppen bought, developed or used by
anyone except the Germans will be renamed to
match the sensibilities of that group or nation. The
Americans might call them “John Henrys” (despite
the irony), French might have “Chevaliers”, the
Italians could call them “Locomotore soldati” and
the English would have “Steam Infantry Mk1”. Each
nation would of course have their own take on
optimum weapon and armor distribution, based on
who they intended to use them against.
Combat notes: Dampftruppen are somewhere
between a big suit of armor and a vehicle. As a
vehicle, they would have 8 Hits. Rather than using
vehicle hit locations, assume that any hit that does
damage to the wearer’s arms, legs or torso does 1
Hit to the suit. If it crosses a damage threshold it has
to make an Easy(5) roll on 2d+0 to keep going (like
a normal vehicle power plant), otherwise it has
sprung a steam leak or slipped a cog and grinds to
a halt. The suit is far too heavy to move without the
power assist, but the user can still get out of suit
even if it has lost power. The suit itself is -1 difficulty
to be hit because of its size, and the steam engine
on the back can be targeted like a called shot to
the torso, provided you can see the back (count as
a vehicle power plant hit). Like many steampunkish
technologies, dampftruppen are not really very
practical, and are only effective because they are
new, fearsome, and tactics and weapons to use
against them will be slow to be developed.
Remember that dampftruppen have an armor
without the shield equal to most infantry rifles. In a
frontal assault against conventional infantry, they
are effectively invulnerable.
Typical deployment would not be as shock
troops against a modern army. There are plenty of
poorly-skilled (and easily replaced) regular troops
for jobs like that. They would be better as a terror
weapon, used to suppress internal dissent, to
intimidate low-tech foes, assault extremely highvalue targets when you can only get a limited
number of people into the area, or to be merely an
impressive “I can do this” bit of bragging for a
nation or powerful individual.

For instance, the Ottoman Turks are big on
buying showy new weapons, and dampftruppen
would be just the thing, especially for keeping
pesky democracy agitators in their place.
Dampftruppen could also be used as support
troops for a Vril walker. Perhaps more important
than anything else is rumor and reputation. If they
are believed to be invulnerable and kill anyone
who opposes them, then those who face them are
far more likely to be demoralized and flee.
So, controlling the way they are portrayed to
the public is part of their use. Newspaper reporters
would never see a dead dampftruppen, (or would
mysteriously disappear if they did), the soldiers
manning them would be national heroes and their
exploits would be exaggerated but believable.
Rhymes, songs, postcards, stamps, commemorative
plates, posters, all would be part of propaganda
effort involving dampftruppen.
Improvements: An updated version of the
dampftruppen would be made with a more
efficient steam turbine engine. This would allow it to
carry more armor, doubling the weight. The benefit
would sufficient to improve overall armor by +1d.
The armor is already Late Industrial quality, and
hardened to stop armor-piercing attacks. The only
improvements possible on the armor would be if the
LGP started using dampftruppen. Their armor steels
are +2 better than what a Krupp dampftruppen
would be.
Improved dampftruppen (Late Industrial)
Armor front: 4d+1 (6d+1 w/shield)
Armor rear: 3d+2
9 Hits
Improved dampftruppen (LGP/Late Industrial)
Armor front: 5d+0 (7d+0 w/shield)
Armor rear: 4d+1
9 Hits
The other possible option would be a change
to the power plant. Replacing the steam engine
with an equivalent internal combustion engine
would give the equivalent of +1 Strength and +1
Health for mobility purposes. Using a .25 hexagon
Vril battery would allow for far more armor to be
carried, increased strength and mobility, a longer
operational time or some combination of the two
(+1d armor, +2 Strength and Health and 10 hour
operational life). The downside is that Vril batteries
are not rechargeable and require Vril adepts to
make them. It would not be possible to field large
numbers of such Vriltruppen, and even the handful
that might be made would only be used for
specialized missions.
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HMS Inflexible - This is a historical English battleship launched in 1876CE, and represented current
thought in warship design. HMS Dreadnought, the
first modern battleship, was not launched until
1906CE. HMS Inflexible was built to counter the
perceived threat from new Italian battleships, and
spent most of its service life in the Mediterranean.
The following stats represent HMS Inflexible as
closely as possible within the EABA vehicle design
rules, and serve as a counterpoint to the unusual
designs that precede it. It is big enough and heavy
enough to nearly “break” the design rules, so some
exceptions are made to get it to fit with its historical
stats.

Description: HMS Inflexible is an iron-hulled
warship about a hundred meters long and twentyfive meters wide, with a draft of about eight meters.
It has two main turrets, each with two muzzleloading 16-inch cannon. This was one turret on
each side, one firing forward and left, the other
firing rear and right. There were six smaller turrets
armed with 20-pound breech-loading rifles, and
seventeen machineguns in lightly shielded mounts.
It also had a ram and submerged tubes for firing
primitive self-propelled torpedoes. It was powered
by two coal-fired single-expansion steam engines,
driving a pair of six meter props, for a top speed of
about 27 kilometers per hour and a range at lesser
speed of about several thousand kilometers. And
yes, the masts are for sails in case the engines
conked out. HMS Inflexible was not designed to get
through a fight unscathed, rather it was designed
to fight at full effectiveness no matter what was
thrown at it.

HMS inflexible
Strength
17d+0
Top speed/Acc
8/.1
Front
Right
Left
Rear
Top
Bottom

7d+1
13d+1
13d+1
7d+1
7d+1
9d+1

Hits/Damage limit 37/-7
To hit
-10
Because of the way its armor was distributed,
hit locations are by area as well as by facing. HMS
Inflexible was built with an extremely armored
center box called a citadel, with largely unarmored
ends. The citadel protected the heaviest firepower
and the mobility of the ship. The main guns, boilers
and engines were under the heaviest armor ever
put on a ship, while the rest of the ship just had light
armor, little more than the thickness of a regular
hull. These unarmored sections were expected to
take heavy damage, with numerous bulkheads
and lots of cork in the bulkheads, the thought being
that cork and compartmentalization could keep
the rest of the ship afloat, no matter how badly it
was holed. Note that the top armor in the citadel
matches the right and left values.
HMS Inflexible has one huge advantage
compared to the other designs in this chapter: It is
huge. Which means it can carry an extreme
amount of armor and huge conventional guns.
How much armor? At its thickest spots, the armor
weighed about forty tons per hexagon of area. It
was designed to be proof against the heaviest
naval weapons of the day.

The front and rear thirds of the ship were
virtually unarmored. The center of the ship was
massively armored, protecting the main guns,
engines, ammunition and a small coal reserve. The
rest of the ship was more or less expendable and its
main job was to keep the massive center section
afloat, aided in this task by lots of cork between the
bulkheads and watertight compartments. It was
assumed that the superstructure and crew quarters
would take “significant” damage in any fight.
During the firing one of the turret-guns
stopped firing, and the gunnery lieutenant,
Frank C. Younghusband, had himself rammed
into the gun where he cleared the vent, and
then, after being nearly suffocated by the
powder gases, was hauled out by a rope tied
to his feet. By 5pm. all the Egyptian guns were
silent, and the fleet ceased bombarding at
5:30pm. The Inflexible was the ship most injured.
Besides being somewhat mauled aloft, and
having her unarmoured parts penetrated in
various places, she was struck outside the
citadel below the water line by a 10” Palliser
shot.
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SAMPLE ADVENTURERS - The sample adventurers
are drawn from Victorian fiction. They may have
been modified to better suit the Verne gameworld
or be playable adventurers. They are all interesting
people with interesting backgrounds, probably a
little at odds with Victorian norms. You might tone
them down, but probably should not make them
more extreme. All of them are capable of working
with each other, but would certainly be keeping
secrets from each other at the start. And remember,
all adventurers start with Larger than Life and +1 Hit
bracket. Their “income” presumes they are working,
and their “class” is the living standard they will want
to spend cash to maintain, even if unemployed.
Cigarette(the bad girl) - From the novel Under
Two Flags(1867CE), by Marie Louise de la Remée.
Cigarette is a wild child, her mother a camp
follower, her father an unknown soldier. She was an
infant during the French Revolution of 1848CE, no
stranger to riots and bullets and travel and bad
behavior. She travelled with her mother until she
died, then attached herself to the Chasseurs (a light
cavalry unit) in Africa, where she became a sort of
mascot. But a mascot with teeth and claws, winning
the Cross of the Legion of Honor for gallantry on the
battlefield while still a teenager. She is a woman
who can ride, drink, fight and shoot, and who is
ashamed of nothing about herself.
Cigarette is twenty-one in 1869CE, an ardent
patriot for France. Not for its government or its
nobility or institutions, but for its soldiers, people and
the notion of France itself. She is now looking for
something different to do with her life. She knows
she will leave the company of the Chasseurs, if not
immediately, then soon, but where she will go and
what she will do, she has no idea.
“She would eat a succulent duck, thinking it all
the spicier because it had been a soldier's ‘loot’;
she would wear the gold plunder off dead Arabs'
dress, and never have a pang of conscience with
it; she would dance all night long, when she had
a chance, like a little Bacchante; she would shoot
a man, if need be, with all the nonchalance in
the world. She had had a thousand lovers, from
handsome Marquises of the Guides to tawny
black-browed scoundrels in the Zouaves, and she
had never loved anything, except the roll of the
pas de charge, and the sight of her own arch
defiant face, with its scarlet lips and its short jetty
hair, when she saw it by chance in some
burnished cuirass, that served her for a mirror.”
- from Under Two Flags(1867CE)

Cigarette
Strength: 2d+0
Agility: 3d+1
Awareness: 3d+2
Health: 2d+2
Will: 2d+2
Fate: 1d+0
Skills:
Firearms: +2d
Knife: +1d
Equestrian: +1d
Brawling: +1d
Scrounging(urban): +0d
First aid: +0d
Gambling: +2d
Carousing: +0d
Running: +0d
French: +1d
English: +0d
Traits:
Physical prime
lim. Status(1)(Great Power citizen)
limited Status(-1)(female)
very limited Status(1)(medal)
Notable gear:
major Friend(Chasseurs)
Pistol
Patriotic(3)
Horse & tack
Impulsive(2)
Two sticks of dynamite
limited Wealth(-1)
Cigarettes & matches
Two sets of lower-class garb
One semi-formal dress(liberated)
Cash: 280Cr
Weekly income(gambling): 55Cr(poor)
Natasha(the agent provocateur) - Daughter
of Natas, the code name of a Hungarian Jew who
was so badly tortured by the Russian secret police
that he is now paralyzed from the waist down,
and his wife was sexually abused to the point she
dies from shame. Natas holds an understandable
resentment of Russia and all established authority,
which his daughter Natasha shares.
“So far as the outside world is concerned,” said
he, “Natasha is the niece of the Princess Ornovski.
She is the daughter of a sister of hers, who married
an English gentleman, named Darrel, who was
drowned with his wife about twelve years ago,
when the Albania was wrecked off the coast of
Portugal. The Princess had a sister, who was
drowned with her husband in the Albania, and
she left a daughter about Natasha's then age,
but who died of consumption shortly after in Nice.
“Her Society name is Fedora Darrel, and it will
scarcely be necessary to tell you that outside our
own Circle no such being as Natasha has any
existence.”
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Natas is the leader of a secretive organizations
known as Terror, from the The Angel of the Revolution
(1893CE). Terror makes a point of assassinating cruel
or abusive government officials. Only in her early
20’s, Natasha is capable of being genteel and
refined in public, but is also a fanatic revolutionary.
She is used by her father as a courier of money and
information, but is also more than capable of
handling herself in a fight. She is not a member of
Terror’s inner circle, but knows more than she lets on.
Their pursuers were now within a hundred yards
of them, and Natasha, speaking for the first time
since the race had begun, said –
“I think I can do something now.”
As she spoke she leaned out of the sleigh sideways, and began firing rapidly at the Cossacks.
Shot after shot told either upon man or beast, for
the daughter of Natas was one of the best shots in
the Brotherhood...
- from The Angel of the Revolution (1893CE)
Natasha
Strength: 2d+0
Agility: 3d+2
Awareness: 3d+0
Health: 3d+1
Will: 3d+1
Fate: 1d+2
Skills:
Firearms: +2d
Brawling: +1d
Equestrian: +1d
Leadership: +1d
Dancing: +1d
Russian: +1d
English: +1d
French: +1d
High society: +1d
Government officials: +1d
World capitals: +1d
Traits:
limited Status(1)(Great Power citizen)
limited Status(-1)(female)
Physical prime
Secret(member of Terror)
major Friend(Terror)
major Enemy(Russian secret police)
Status(very minor royalty)(1)
Wealth(1)
Hates cruelty & corruption(3)
Notable gear:
Revolutionary zeal(2)
Pistol
Romantic(2)
Personal servant
Suspicious(1)
Silk torso armor (1d+0)
Several sets of upper/lower class garb
Cash: 2,200Cr
Weekly income(courier): 220Cr(upper middle class)
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John Brown(the mechanic) - From the novel A
Mexican Mystery(1888CE), by W.Grove. John Brown
is a Scottish railroad engineer. His most recent travels
were to help build a new rail line for the Emperor of
Mexico, a project that did not turn out entirely as
planned. An “autonomous engine” submitted for
the project (by someone else) went awry, causing
a great deal of property destruction and some loss
of life before being brought to heel. He is now
between jobs, having earned the gratitude and a
fair bit of money from the government of Mexico.
“...From which I draw the moral that even in
desperate cases it is always wiser to carry out the
best measures that the circumstances will admit,
rather than let things slide because you may
fancy that nothing can be of any avail.”
- from The Wreck of a World (1889CE)
John Brown
Strength: 3d+0
Agility: 3d+0
Awareness: 3d+1
Health: 3d+1
Will: 2d+2
Fate: 1d+1
Skills:
Technician(steam): +2d
Scientist(steam): +1d
Railway operation: +1d
Firearms: +0d
Artillery: +0d
Leadership: +1d
Brawling: +0d
Medicine: +0d
Equestrian: +0d
Area kn.(Mexico): +0d
English: +1d
Spanish: +0d
Traits:
Adult
limited Status(1)(Great Power citizen)
very limited Status(2)(college degree)
minor Friend(Mexican gov’t)
Notable gear:
minor Enemy(Messr. Engiine)
Pistol
Nearsighted(-1d AWR)
New-fangled film camera
Chivalrous(2)
Flask of tequila
Jingoist(1)
Slide rule and tape measure
Sexist(2)
Steamer trunk of outdoor gear
limited Wealth(1)
Cash: 3,500Cr
Weekly income(tech): 175Cr(upper middle class)
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A Mexican Mystery ends with the rogue
locomotive developing sentience, a hatred of
humanity, and escaping (there were a lot of unused
spurs and ghost towns). In the sequel (The Wreck of
a World), other machines develop sentience and
self-replication capability, and then completely
take over North America. It is very much a Victorian
version of the “rise of the machines” as seen in
modern movies like Terminator, and probably the
first novel of this genre (though it is dreadfully awful
as a piece of fiction). Oddly, nothing is known about
the true identity of the author...
Henry Flint(the mad scientist) - Henry Flint is the
major character in The Disintegrator: A Romance of
Modern Science(1891CE). He is a middle-aged
American hermit scientist who has uncovered a
means of creating electrical vibrations in matter,
which can either disintegrate it, or transmit it to
another place to be re-integrated.
“Guiding and controlling all his actions was a
magnificent self-reliance, which aided by great
energy and considerable strength, enabled him
to do almost anything he desired.”
- from The Disintegrator(1891CE)
In Verne, his accomplishments will not be as
spectacular as those in the novel. The power
requirements of his device make it impractical, and
an attempt to harness lightning for an experiment to
transmit matter caused the destruction of his lab
and all his equipment (or so he thinks). Because of
his secrecy and the lack of evidence, his claims are
seen as those of a crackpot. However, he is gifted in
a field that could make him exceptionally valuable
later on, either to analyze strange devices or to
build new ones. As an adventurer, he is the curious
but not-quite absent-minded professor, intellectually
respected enough to gain entrance in certain
circles, but eccentric enough to not be seen as an
academic rival.
Skilled and intelligent, but now without a home,
lab or the funds to rebuild either, he must travel into
the wider world to seek employment and sufficient
wealth to begin his experiments anew. He does not
know it yet, but his experiments have brought him to
the attention of the Vril Society. He is not Vril-caliber
material, but they are watching his work closely,
either for things to copy, steal, or should his work
prove a threat, to quickly eliminate him.

A player could adjust Henry Flint’s academic
specialty to any field suggested by the gamemaster
as appropriate to the campaign, without markedly
affecting the other aspects of the adventurer, or he
could be a good extra in case the gamemaster
needs a scientist and players lack the appropriate
knowledge. For instance, his specialty could be
some sort of advanced optics, and his “etheric lens”
accidentally concentrated so much moonlight
that it set his observatory on fire, burning up all his
equipment, along with the photographic plates
showing clearly artificial structures inside a few lunar
craters...
Or, the gamemaster could make him wealthy
and reclusive, a strange patron who sends the
adventurers off on wild journeys for obscure
components or rare minerals necessary for his work.
Henry Flint
Strength: 3d+0
Agility: 2d+1
Awareness: 4d+0
Health: 3d+0
Will: 2d+2
Fate: 0d+2
Skills:
Scientist(electrical): +2d
Technician(electrical): +1d
Scrounging(scientific): +1d
Equestrian: +0d
Brawling: +1d
Firearms: +0d
Quartermaster: +1d
Geography: +1d
English: +1d
French: +0d
German: +0d
Greek: +0d
Latin: +0d
Traits:
Middle-aged
Gifted(electrical science)
major Enemy(Vril Society)
minor Friend
(president of his alma mater)
Poor stamina(-1d HLT)
very limited Status(3)
(advanced degree)
Socially awkward(4)
Curious(1)
Patronizing(1)
Wealth(-1)

Notable gear:
Clothing
Pocket watch
Cash: 2,500Cr
Weekly income(scientist): 500Cr(upper middle class)
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Jack Harkaway(the rogue) - From the series of
novels by Bracebridge Hemyng, starting with Jack
Harkaway’s Schooldays(1871CE). Jack Harkaway is
a “good guy” only in comparison with the bad guys
he runs into (and invariably triumphs over). He was a
prankster in school to the point of viciousness, using
ventriloquism to provoke fights and getting kicked
out after a prank ends up setting the school on fire.
He went to sea for a while, had some adventures,
came back, went to Oxford and then went out and
had some more adventures. Which is about where
he starts as an adventurer, just leaving Oxford and
looking for something to do with his life.
“Not quite," answered Harkaway; “only I don't
care to drop on a helpless enemy, even such a
viper as this Hunston.”
“But he is such an utterly bad lot.”
“True; and I should not feel the slightest
compunction at taking his life in a tussle, in a fair
stand-up fight; but what I can't do, is taking a
man's life when he is helpless at my mercy.”
The doctor saw that Harkaway did not wish to
discuss it further, and so he contented himself with
obeying orders; and so Hunston got restored to
health in the ship of his old schoolfellow, the man
whom he had injured most deeply.
- from Escape from the Brigands of
Greece(1901CE)
Jack (in the books) is in modern terms, pretty
screwed up. He is racist, sexist, anti-semitic, dislikes
Spaniards, generally bigoted and self-centered,
quite capable of killing people (especially those
who he thinks are less than human anyway), and
has no moral qualms about a spot of torture to get
some information from someone. And keep in mind
that his books fell into the “young adult” reading
audience and were very popular. On the other
hand Jack is capable of genuine gallantry and
love, is true to his friends, later in life is a fiercely
protective father, someone who believes in fairness
and wants justice and the right folk to win in the
end, even if “justice” and the “right folk” are
defined by his own slanted worldview.
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Jack Harkaway
Strength: 3d+1
Agility: 3d+0
Awareness: 2d+2
Health: 3d+1
Will: 3d+0
Fate: 1d+1
Skills:
Firearms: +1d
Brawling: +2d
Club: +0d
Equestrian: +0d
Steamship crew: +1d
Throwing: +0d
Stage magic(hobby): +1d
Running: +0d
Carousing: +0d
Area kn.(major ports): +1d
Sports(cricket, rugby): +0d
English: +1d
Traits:
limited Status(1)(Great Power citizen)
Physical prime
Temper(-1d WIL )
Keen eyes(+1d AWR)
very limited status(2)(Oxford degree)
limited wealth(2)
Honorable(2)
Notable gear:
Racist(2)
Pistol & rifle
Anti-semitic(1)
Steamer trunk of assorted gear
Cash: 2,500Cr
Weekly income(ship’s mate): 63Cr(middle class)
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Joseph Müller(the detective) - Joseph Müller first
appeared in the story The Golden Bullet (1893CE),
and was the creation of Auguste Groner. Müller is a
former Austrian policeman, a man more concerned
about justice than he is about pleasing his superiors,
and gets fired for it, after which he becomes a
private detective. He wants to see justice done,
but will sometimes turn a blind eye on actions that
are only criminal because of unjust laws, or have
compassion for people whose poverty or social
class has left them no other choice. Of course,
justice and compassion sometimes take odd forms.
In The Golden Bullet he gives the guilty party a
chance to go home and quietly kill himself instead
of facing the public humiliation of arrest and trial.
“And I, – I’ve got to arrest him in my own
house?” he exclaimed as if horrified. And Muller
answered calmly: “I doubt if you will have the
opportunity, sir.”
“Müller! Did you, again – ”
“Yes, I did! I have again warned an unfortunate.
It’s my nature, I can’t seem to help it. But you will
find the Councillor in his house. He promised me
that.”
“And you believe it?”
“That man will keep his promise,” said Muller
quietly.
Councillor Kniepp did keep his promise. When
the police arrived at the hunting castle shortly
after midnight, they found the terrified servants
standing by the body of their master.
- from The Golden Bullet(1893CE)
The accused, in gratitude for an honorable
way out, left Müller quite a bit of money. Frugally
spent, Müller needs only take cases that interest
him, and can afford to travel to do so. His reputation
and discretion often allow him entrance into
circles above his normal class, though he takes no
advantage from this in the fees he charges.
Eventually Müller’s talents draw notice in official
circles, and he becomes an agent in the service of
the “secret police”. Müller is thin and not physically
imposing. He fights little, and simply uses his intellect
to precisely reason his way through a problem,
along with a superior sense of intuition. However, as
a former police detective, he is well acquainted
with firearms.

Joseph Müller
Strength: 2d+0
Agility: 2d+2
Awareness: 4d+0
Health: 3d+0
Will: 2d+2
Fate: 2d+0
Skills:
Firearms: +0d
Research(detective): +2d
Leadership: +1d
Brawling: +0d
Stealth: +0d
German: +1d
French: +0d
English: +0d
Archaeology(hobby): +1d
Area kn.: +1d
(criminal underworld)
Traits:
Adult
limited Status(1)(Great Power citizen)
very limited Status(2)(reputation)
minor Enemy(Austrian police)
Believes in justice(4 levels)
Notable gear:
Methodical(1 level)
Pistol
Limited wealth(2 levels)
Walking cane
Long coat
Cash: 3,500Cr
Weekly income(detective): 88Cr(middle class)
Colonel Franklyn Barris(the government man) Franklyn Barris appeared in the novella The Maker of
Moons(1896CE), by Robert W. Chambers, the author
of the better-known The King in Yellow. Barris is a
Secret Service agent, a colonel who spent time with
the US diplomatic mission in China and travelled
deep into the interior of the country. He has seen
terrible things overseas that he does not fully understand or like to talk about, things so far beyond his
knowledge that he is sure they involve sorcery and
evil, and fears that these things may someday show
up on American shores.
“I have seen the dead plains of Black Cathay
and I have crossed the mountains of Death,
whose summits are above the atmosphere. I have
seen the shadow of Xangi cast across Abaddon.
Better to die a million miles from Yezd and Ater
Quedah than to have seen the white water-lotus
close in the shadow of Xangi! I have slept among
the ruins of Xaindu where the winds never cease
and the Wulwulleh is wailed by the dead.”
- from The Maker of Moons(1896CE)
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Barris is trim, stout, ruddy and bronzed, a very
competent leader, and a man not afraid to get his
hands dirty or do what needs to be done. His rank
and position mean he can travel far afield in
defense of American interests, which given his
official job, often involve or are under the cover of
protecting the economy of the United States (The
Maker of Moons dealt with someone who could
apparently make counterfeit gold).
Colonel Franklyn Barris
Strength: 3d+0
Agility: 3d+0
Awareness: 3d+1
Health: 3d+0
Will: 3d+2
Fate: 1d+0
Skills:
Firearms: +1d
Equestrian: +1d
Saber: +0d
Leadership: +1d
Hunting: +1d
Brawling: +0d
English: +1d
Chinese: +0d
Traits:
Adult
major Enemy(Fu Han)
Jingoistic(3)
Racist(2)
Sexist(1)
Pragmatic(1)
Taciturn(1)
limited Status(2)(Colonel)
Wealth(1)

Notable gear:
Pistol & rifle
Horse & tack
Cavalry saber
Uniform
Hunting gear
Business suit
Cash: 5,000Cr
Weekly income(secret service): 500Cr(upper class)
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SETTING IT ALL UP - Adventuring notes specific
to Verne will be in a separate chapter, but players
and gamemasters at this point just need to check
and make sure they have a compatible party.
Some tension is to be expected, and is even
desireable, but you can have too much of a good
thing. Adventurers should not be in a position where
they would be inherently hostile to each other
because of their backgrounds and the geopolitical
situation. So, if you start the campaign with a war
between two nations, you probably do not want
soldiers from both those nations in the group.
As we said, the sample adventurers are from
actual Victorian fiction, and through that, you can
get an idea of the sort of adventures they had.
Jack Harkness gets into lots of mundane trouble.
John Brown and Henry Flint have more in the way
of fantastical science problems. Cigarette and
Natasha deal with politics and the military, Herr
Müller handles mysteries and crime, and Colonel
Barris has more of a horror aspect to his tale. Just
remember that not all of these adventurers survived
the books or stories they appeared in.
I saw Barris jump out into the white glare and fire
again, once, twice, three times, into the writhing
figure at his feet. Then an awful thing occurred.
Up out of the black lake reared a shadow, a
nameless shapeless mass, headless, sightless,
gigantic, gaping from end to end.
A great wave struck Barris and he fell, another
washed him up on the pebbles, another whirled
him back into the water and then – and then the
thing fell over him – and I fainted.
- from The Maker of Moons(1896CE)
If you use one of the sample adventurers and
want to customize them, the best way to do it is to
tweak the skills and Traits. However, all of the
adventurers are already at or near their full limit of
points from Traits, so modifying existing Traits to
something else of the same point value would be
the best way to go. If you use a sample adventurer,
once you are more familiar with the rules, you
should dig in and see exactly how many points they
are based on. Some are a few points underspent,
some a few points overspent. It will give you an
idea of what to do with your early experience.
Once you are mostly ready, just dive in. Players
do not need every last item enumerated on their
gear list. You can start play, let people get a feel for
what they need, and then let them pick it .
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EXAMPLE: The former cat burglar is leading the
party through the streets of Chinatown when they
are set upon by a Triad gang and surrounded. The
cat burglar barks out a few words in Chinese and
things pause. He turns to the gang leader and says,
“I lead these men, your quarrel is with me. Fight me.
If you win, we shall surrender to you. If I win, you take
us to the Mountain Master.” This is a challenge for
leadership of the situation. If the cat burglar wins,
then the personal challenge happens with the listed
results, run as a single combat. If the gang leader
wins, he says something like “You are in no position
to dictate to us. We do not flee a fight and you
cannot flee this one. Prepare to die!”
Remember that this sort of social manipulation
can only be attempted by the current party leader,
and it is not easy to make such a transition in a
hurry. Whoever is leader when it happens is the one
perceived as leader by the outside group. Also,
any non-skill modifications to rolls have to be ones
relevant or recognized by both parties.
EXAMPLE: A human Knight of the Realm has
status, and while a Martian Volk’oo might not know
what a “Knight” is, he understands that it is a term of
leadership and hierarchy, and that he is dealing
with a being of status. A challenge between the
two would be a test of who thinks whose status is
most relevant. If the Knight in effect says “take me
to your leader”, a success by the Knight means the
Martian noble is impressed enough to bump the
Knight and his group up the ladder a notch or two.
If the Knight fails, the Martian thinks the Knight is
speaking to the appropriate level of Martian nobility
already, or is perhaps even trying to act above his
station, remembering that the Martian is clearly on
his home turf and gets a +2 to his roll, along with
whatever bonus he gets if his levels of Status are
actually higher than the human’s equivalent.
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TIMELINE - A gamemaster is free to run their
Verne campaign in any way they want, of course,
but there are certain events that have been
“programmed” into the Verne history, which will
have very important ramifications, altering history
from the real-world Victorian Era we know into
something else entirely. These events can take
place in the background of a campaign, the
adventurers can be involved at the fringes, or they
could even be a direct part of them.
The first of these is the Moon Cannon. As written
in 1865CE by Jules Verne, the Columbiad is a
cannon built in the American southwest, with the
aim of sending men around, or even to the Moon.
Whether or not it actually lands men on the Moon, it
will alert both the Selenites and Martians that the
inhabitants of Earth are now a spacefaring species.
In particular, the means by which Earthlings achieve
spaceflight is understood by and can be duplicated
by the Martians. The atmospheric disturbance
caused by such a great cannon could be detected
by the telescopes of an advanced race, as could
the reflective chaff it leaves so that Earth-bound
telescopes can track its progress.
The expedition launched by the Moon Cannon
can be a trip to merely orbit the Moon and then
return, or it could involve landing on the Moon and
then returning. That such a thing has never been
attempted before would not stop a Victorian
adventurer from trying to do it all on the very first
attempt!
This is science fiction, so we’ll ignore the fact
that a cannon launching a projectile to the Moon
would have acceleration that would turn any
would-be ethernauts into strawberry jam. What is
important is the quality of the mission. Padded
leather acceleration couches, wood paneling,
brass trim, nice carpets and a well-stocked liquor
cabinet. Because they have to carry liquefied air,
smoking of cigars or pipes will be prohibited, a harsh
but necessary privation.
The basics of spaceflight can be readily dealt
with. The ethercraft will rotate slowly to keep it from
getting too hot or cold on one side. Spin and
attitude adjustment can be handled by gas jets,
orbital and deorbit burns by banks of solid rockets,
and navigation by sextant and mathematical
tables created for astrogation. Naturally a skilled
navigator and mathematician will be required for
the crew, and because of the nature of unguided
projectiles, an artillerist might also be of use.
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It is unlikely that a Moon Cannon expedition will
have sufficient resources to land upon the Moon
and return, and it seems unlikely that the ethernauts
would wish to make a one-way trip, though it is
quite possible they could encounter difficulties that
force use their return rockets for an emergency
landing on the lunar surface, stranding them until
a means of rescue can be mounted. But that is a
matter to be figured out later.
A successful return from the Moon will use retrorockets to slow down, ceramic coatings and carried
water sprayed to evaporate the heat of re-entering
the Earth’s atmosphere at high speed. Drogue
chutes can then slow the expeditionary capsule so
that it can splash down in the Great Lakes near
Chicago, where it will most certainly be noticed,
and the ethernauts recovered.
The next key event will be several years later,
with the invention of Cavorite, and the first planned
lunar landing. With a much smaller craft due to the
expense of Cavorite, the expedition will be less
ostentatious, and will also be launched in secret.
Perhaps it will try to rescue the ethernauts from the
previous expedition, or at least find out their fates.
One way or the other, the existence of the Selenites
and Cavorite will become public knowledge.
About the time this happens, but before
anything major can be accomplished, many great
atmospheric disturbances on Mars are detected by
Earth’s astronomers, though no one is aware at first
that these are cannon launches. A few savants like
M deduce correctly, but can do nothing except
provide warning to their governments, which may or
may not be heeded. We all know what happens
next. Martian war machines emerge from their
projectiles and begin rampaging about. Unlike the
secret machinations of groups like the Vril Society or
the League for Gaian Primacy, an alien invasion
imprints the notion that “things are different now”
firmly into the public consciousness. It might be that
the Martians succumb to human disease as they
do in the novel War of the Worlds by H.G. Wells, or
perhaps they are defeated piecemeal by the
military forces of Earth. The Martian walkers are
powerful, but not invulnerable. Heavy artillery can
take them out, it is just that the Martian heatcannon have a vastly superior range and can
destroy ships and artillery pieces while staying out of
harm’s way. But, the Martians have not fought a
major war in millennia, and have no idea of the
proper tactical use of their irreplaceable war
machines.

These three events (Moon Cannon, Cavorite,
Martian Invasion) will be the big events that shape
foreign policy and the goals of the various secret
players. The Vril Society will get captured Martian
tech and use it to more fully understand their own
use of Vril. The League for Gaian Primacy will see
that surface installations and vessels are highly
vulnerable and decide to acceleration production
of atomic submersibles. Nations will look at the
heavens with greed and fear, and begin building
Cavorite warships for the subjugation of Mars and
“diplomacy” with the Selenites. And of course,
wealthy commercial concerns will be faster out of
the gate and will have their own expeditions in the
air long before the first aerial dreadnought lifts off.
All of the other minor players, from master criminals
to the Secret Service, will have pieces in the field for
the furtherance of their own ends.
And all of this does not happen in a vacuum.
Before Cavorite becomes available there will still be
land-based expeditions to try and reach the North
and South Poles. The deep underground realms
may be rediscovered by humanity. The last refuge
of the dinosaurs might be found, a prize might be
offered for the first person to circumnavigate the
globe in less than eighty days, and there will be
plenty of international tensions that can turn into a
war with the slightest provocation.
So, herewith are some sample adventures.
While we have said it before, it is worth repeating
that even a short adventure in a distant location
can involve months of travel. This can be glossed
over and used for training purposes, or played out
as part of the adventure (a survivor of the Thugee
has stowed on board your ship, and it is a two
month journey to Australia!). And this elapsed time
means that absolutely major events can happen
without the adventurers even knowing about it. Your
ship arrives in Sydney after a two month trip and you
find the city in ruins, the battered survivors needing
the adventurer’s help to polish off the last of the
faltering Martian war machines. Or, your expedition
to the South Pole is stranded and dying, and you
are rescued by Her Majesty’s Ethership HME
Juggernaut, which was diverted for the rescue on its
way off-planet to Mars, and the rescued polar
expedition is now going with them! As we said, most
Victorian adventures are about the unexpected...
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RECOMMENDED SOURCES - There are a lot of
modern books, movies and television shows that
deal with the Victorian Era and fantastical interpretations thereof, as well as a cornucopia of works
from the period. Below is a moderate selection with
a short description of each. An exhaustive list would
be an entire volume! If you have made it this far, the
subject clearly is of interest to you, so you should be
able to do a more complete search for the exact
sort of material you want for inspiration.
One thing to remember about a lot of Victorian
science fiction is that it was really just thinly disguised
social commentary. If Karl Marx wrote about open
revolution of the proletariat, it was shocking. If Jack
London, H.G. Wells or Edgar Rice Burroughs wrote of
fantastical worlds where oppressed underclasses
rose up in rebellion against corrupt, decadent
masters, then that was just jolly good adventure.
You could get in a lot of trouble from open criticism
of the Church, but if you go into a lengthy diatribe
about corrupt alien priesthoods, well, that’s just
science fiction. If a heroine holds her own against a
male foe, or a black man is treated almost as an
equal, well, anything can happen in a novel, we
suppose. On the other hand, plenty of writers were
on the other side of the moral coin, with plots and
characters extolling the dubious virtues of racism,
jingoism, genocide, and religious intolerance. Take
your pick for inspiration...
Jules Verne
A Journey to the Center of the Earth(1864): A
story involving Dr. Otto Lidenbrock and his belief
that there are volcanic tubes going toward the
center of the Earth. Starting at the extinct Icelandic
volcano Snæfellsjökull, Lidenbrock, his nephew and
their guide go deep into the Earth, eventually
surfacing in southern Italy. The story has been made
into at least four movies and half a dozen television
shows and animated productions.

Robur the Conqueror(1886): About the creator
of a revolutionary airship design. Pride, boasting,
kidnapping rivals so they can witness his superiority,
secret island base, the whole megalomanic genius
thing. Made into the 1961 movie Master of the
World. Robur is also mentioned in several steampunk
novels and comics, including The League of
Extraordinary Gentlemen.
The Secret Adventures of Jules Verne(2000): A
TV series that had a young Jules Verne encounter
the things he would later write as science fiction.
Very steampunkish, lasted for 22 episodes before it
was canceled.
Edgar Rice Burroughs
Tarzan of the Apes(1912): The story of John
Clayton, born in the western coastal jungles of
equatorial Africa to a marooned couple from
England, Lord and Lady Greystoke. Adopted as an
infant by the she-ape Kala after his father is killed by
the savage ape-king Kercha, Clayton is named
Tarzan by Kala (“white skin” in the ape language)
and raised in ignorance of his human heritage.
Eventually he has to fight Kercha, becomes king
of the apes, encounters white humans, becomes
civilized enough to interact with Europeans, and has
enough adventures to fill a few dozen sequels.
Tarzan is one of the best known characters in fiction
and there are countless references, movies, TV
shows, comics, etc.
A Princess of Mars(1917): Confederate veteran
John Carter is transported to Mars by means
unexplained, is captured by a tribe of Thark warriors
and rescues Princess Dejah Thoris, whose appeal to
Carter is no doubt enhanced by her perfect form,
Mars’ lower gravity and her people’s tendency to
wear little more than jewelry. More of a fantasy or
space western than it is pure science fiction. Wierd
creatures, fantastic scenery, the first of several
novels on this theme, going on long enough that
John Carter is eventually rescuing his adult daughter
from nasty Martians who just won’t stay defeated.
At the time of publication, a motion picture version
was scheduled for release in 2012.

Twenty Thousand Leagues under the Sea(1869):
A description of Captain Nemo and the Nautilus, as
told from the perspective of Professor Aronax, who
for much of the book is Nemo’s captive. Giant sea
monsters, political posturing, secret island base,
mentally unstable genius with an axe to grind, etc.
The original translations into English made Nemo a
Polish nobleman who had suffered at the hands of
the Russians. However, in the original French he was
Indian nobility whose family had been killed by the
British in the Indian Mutiny of 1857. Only a few of the
dozens of movies, television shows, comics or books
that reference Nemo get this right.
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H.G. Wells
The Time Machine(1895): A novella rather than
a full-length book, about an unnamed narrator who
builds a time machine, has a single adventure in an
unrecognizably distant future and then returns only
slightly worse for wear. Nonetheless, the story has
struck a chord on several levels, and it has been
adapted to film, television, sequels and even rpg’s,
with the character of the Traveller making minor
appearances in many other stories.
The War of the Worlds(1898): Told from the viewpoint of an unnamed narrator who travels through
London suburbs as the Earth is invaded by Martians.
Depending on who is analyzing it, the book is seen
as a commentary on evolution, imperialism, religion
or one Victorian predjudice or the other. There are
several movies, comic books and anime on the
novel or its plot, including the infamous radio
production by Orson Wells in 1938 that provoked a
genuine panic by people who thought it was real.
There are several sequels by other authors, from
Garrett P. Serviss’ genocidal Edison’s Conquest of
Mars, to the more thoughtful Sherlock Holmes’s War
of the Worlds, by the under-appreciated Manly
Wade Wellman.
The First Men in the Moon(1901): A journey to
the moon undertaken by businessman Mr. Bedford
and the brilliant but eccentric Dr. Cavor. On arrival,
they find the moon is inhabited by the insectoid
moon-men that they call “Selenites”. The Selenites
capture the pair, who eventually escape but get
separated. Bedford makes it back to their ship and
returns to Earth, but Dr. Cavor is recaptured, and
with him, the secret of making any more of the antigravity Cavorite that made the spaceship possible.
There have only been a few adaptations of the
story, but Cavorite or something like it is mentioned
in several other pieces of fiction, and this work was
an influence on C.S. Lewis for his book Out of the
Silent Planet.
Arthur Conan Doyle
The Adventures of Sherlock Holmes(1892): A
collection of twelve short stories about the famous
detective and his trusty sidekick Watson. The
popularity of the character led to a total of four
novels and fifty-six short stories by the author, as well
as countless adaptations in film, television, comics,
animation and cameos in other works set in the
Victorian period. The “historical” timeframe of
Sherlock Holmes’ career runs from about 1880CE
to 1914CE.
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The Lost World(1912): Involving a variety of
Victorian adventurers (irascable professor, reporter,
British lord) on as followup expedition to an isolated
Amazonian plateau where dinosaurs and other
primitive creatures still dwell. The first expedition’s
reports were ridiculed for lack of concrete proof, so
this time Professor Challenger is determined to bring
back the goods. A plot complication from the first
expedition strands them there, and they are forced
to use the power of their bangsticks to cow the
natives, take over the plateau and find a way to
escape. The theme was used by other authors,
Victorian and otherwise, the most notable was
Edgar Rice Burroughs’ The Land that Time Forgot
(1916), which had a German U-boat crew get
stranded in an isolated, volcanically warmed part of
Antarctica with similar characteristics.
H. Rider Haggard
King Solomon's Mines(1885): Allan Quatermain,
an English hunter in Africa is approached by Sir
Henry Curtis to help find his brother, who was last
seen traveling into the African interior on a quest for
the fabled King Solomon’s Mines. Quatermain
agrees to lead an expedition in return for a share of
the treasure, or a stipend for his son if he is killed
along the way. Quatermain rather cynically expects
everyone on the expedition will die, but he is
already fairly old and this guarantees his son will get
a better inheritance than he could otherwise
provide. There are other plot complications and
twists, romance, treachery, haughty and cruel
native potentates, and escaping with naught but
the clothes on your back (and pockets full of
diamonds). An extremely popular novel of the
period, and probably the first “lost world” novel.
The author was very progressive for the time. Some
Victorian prejudices show through, but the main
character shows respect for many of the natives,
disdains typical colonial attitudes, and another
member of the party starts an inter-racial romance
(which ends badly). Allan Quatermain was the main
character or appeared in over a dozen other books
and stories by the author, many and shows up in
numerous works by other authors since, notably in
the comic (and film) The League of Extraordinary
Gentlemen.

EABA
She(1886): A journey that ends up in a long-lost
kingdom in the African interior after following clues
left on an ancient shard of pottery. There, a primitive
race of cannibalistic natives is ruled by a mysterious
white queen, Ayesha, “She-who-must-be-obeyed”.
More details about Ayesha are listed previously in
this chapter. It is worth noting that She has been
popular enough that it has never been out of print
since its publication over one hundred twenty years
ago. The story has been made into nine motion
pictures, and the character of Ayesha has been an
archetype for numerous female antagonists, and
was even cited by Freud and Jung in their works.
The author even put Ayesha and Allan Quatermain
together in She and Allan(1920), a novel which is
chronologically set before the events in King
Solomon’s Mines.
Mary Wollstonecraft Shelley
Frankenstein: or the Modern Prometheus (1818):
Man creates monster, is repulsed and abandons it,
monster kills innocent people and plans vengeance
against its creator, creator pursues it to the frozen
north but ultimately fails, monster immolates himself
so that none will ever know of his existence. This falls
somewhat between horror and science fiction, and
is one of the most enduring pieces of its kind. The
number of adaptations and references to the
monster is extraordinary, exceeded perhaps only by
Dracula. Two hundred years later, kids know who
Frankenstein is, though technically the creature is
“Frankenstein’s monster”, and Frankenstein was its
creator. It is worth noting that Shelley finished this
novel when she was only nineteen. While she
continued to write until her death at age seventythree, she only did one other science fiction title,
the poorly received The Last Man(1826).
Sax Rohmer
The Insidious Dr. Fu Manchu(1913): A fiendish
Chinaman, “the greatest genius which the powers
of evil have put on the earth for centuries” is
kidnapping the best engineers of Europe for some
unknown but certainly nefarious purpose. Thugee,
poisonings, exotic venomous creatures, serums that
drive people insane, all sorts of good stuff. Played
heavily into the fear of the “yellow peril” at the time
and became the archetype for the oriental villain.
In addition to about a dozen novels from 1913 to
1959, Fu Manchu was adapted to numerous films,
comics and television shows, either directly or as a
nearly identical character where an insidious evil
genius was needed.

Comics
There are quite a few comics with a steampunk
and/or Victorian theme, some of which are direct or
thematic adaptations of a particular story, others of
which are combinations of various elements and
characters.
The League of Extraordinary Gentlemen: A limited series written by Alan Moore and illustrated by
Kevin O'Neill. It starts in an alternate 1898CE that has
many of the characteristics of Verne. That is, most of
the fantastic elements and characters of Victorian
science fiction are real. For instance, volume 2 of
the series is a retelling of the War of the Worlds, but
with John Carter, Allan Quatermain, the Invisible
Man, Mister Hyde, Captain Nemo, Dr. Moreau and
others playing notable roles.
Girl Genius: A continuing “gaslamp fantasy”
series by Phil and Kaja Foglio, about an alternate
Victorian Era where war broke out between mad
scientists with paranormal savant-like talents in one
or more disciplines. Larger-than-life scenery-chewing
characters, short- and long-term plots, humor and
drama. Generally good stuff.
Gotham by Gaslight: A one-shot graphic novel
by Brian Augustyn and Mike Mignola, setting the
Batman as a Victorian vigilante circa 1889CE, trying
to hunt down a killer with marked similarities to Jack
the Ripper. It is an excellent work, and spawned one
sequel, Master of the Future, which drew plot
elements from Verne’s Master of the World.
Jonah Hex: A on-again-off-again wild (and
sometimes wierd) west series by a number of writers
and artists for DC Comics since 1971. Jonah Hex is
a bounty hunter and former Confederate soldier,
horribly scarred by the Apache, who he is, oddly
enough, a member of. Jonah Hex’s adventures may
be complex, but are largely mundane rather than
steampunk. He has, however, travelled in time, met
other DC universe characters, and has occasional
brushes with the supernatural. At the start of a Verne
campaign (1869CE), Jonah Hex would be 31 years
old, and “historically speaking”, he was gunned
down during a card game in 1904CE. He was also
the subject of a feature film in 2010.

6.65

CAMPAIGNING

Film & television
Aside from adaptations of Victorian titles, there
are a number of anime and other films that have a
general “steampunkish” or mundane but unusual
Victorian feel to them.
The Amazing Screw-On Head: A bizarre
animated pilot based on an equally bizarre oneshot comic by Mike Mignola, revolving around
Head’s efforts to thwart Emperor Zombie’s plans to
gain the world-conquering powers hidden in the
Temple of Gung. Over the top, but worth tracking
down and watching.
Wild Wild West: An action-packed but oftmaligned movie based very loosely on the 1965-69
television series of the same name. Extremely steampunk, with gadgets galore, over-the-top villains,
implausible mechanical creations, and plenty of
culture-bending roles (a non-Caucasian Secret
Service agent in 1869CE being the primary one).
Steamboy: An anime set in a well-developed
alternate Victorian Era, with a number of tech and
political differences in place at the start of the story
(circa 1866CE). One part artifact quest, one part
boy genius, one part morality play, one part coming
of age, and several parts of giant mechanical
construct tearing up London.
Van Helsing: Deals much with Dracula and is
thus outside the Verne universe, but also has
elements of Frankenstein and werewolves, a few
gadgets and plenty of action. The movie also had a
few spin-offs, an animated prequel and a one-shot
comic book, both of which are closer to the nature
of the Verne universe.
The Great Train Robbery: Nothing steampunk in
this 1979 film, but an excellent Victorian era heist
movie, based loosely on the real-world “Great Gold
Robbery of 1855”, where a gang made off with 90
kilograms of gold locked and guarded in a moving
train without anyone noticing.
Adventures of Brisco County Jr.: A short-lived
(27 episode) television western with some sciencefiction elements, occasional wierd gadgets and
Bruce Campbell’s unique style.
The Golden Compass: A movie based on the
works of Philip Pullman. Set in a world with a very
Victorian feel, but heavy supernatural and religious
overtones. As an interesting replay of Victorian era
prudery, the film was roundly boycotted and
criticized by religious groups for both the author’s
views and the book’s unflattering characterization
of organized religion.
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Games
A quick mention of some of the past and
current role-playing games and settings with a
steampunk or fantastic Victorian motif. Apologies to
any professional colleagues who I have overlooked
for this list.
Cthulhu by Gaslight, by William A. Barton(1986)
Space:1889, by Frank Chadwick(1988)
Deadlands, by Shane Hensley(1996)
GURPS Steampunk, by William Stoddard(2000)
GURPS Steam-Tech, by William Stoddard(2002)
Action! Classics: The War of the Worlds, by
James L. Cambias(2003)
Broken Gears, by Michael Conterio, Helen
Cousins, Lawrence Davies, Tom Garnett, Rob
Hansen, Michelle Hart, Jamie Horder, Ian Horne,
Edith Hutt, Tom Parfrey, Douglas Reay, Nicholas
Taylor and J.J. Wilks (2005)(free!)
Hollow Earth Expedition, by Brannon Boren,
Bruce Baugh, Eric Cagle, Jason Carl, Jeff
Combos, Patrick Bradley and Steve
Winter(2006)
Victoriana, by Kristian Bjorkelo, Andrew
Peregrine, Scott Rhymer, Ian Sturrock and John
Tuckey(2008)
Lady Blackbird, by John Harper(2010)(free!)
Final note - The “pulp fiction” and characters of
the period between the World Wars is thematically
speaking, an extension of the Victorian Era. The
Phantom, Doc Savage, The Shadow, Tom Swift,
even Philip Marlowe could be Victorian adventurers.
Some with rough edges, some with fancy gadgets,
but still living in a “real” universe with a side hidden
from casual view, sometimes fantastic, sometimes
merely film noir. So, do not let yourself be hemmed
in by purely Victorian notions of plot and character.
After all, James Bond could just as easily be a suave,
gadget-equipped 19th century operative in for Her
Majesty’s Secret Service, or cryptic, programmable
gateways to other planets might be found buried in
the sands outside the pyramids of Mars... Just do a
web search for “steampunk” and your favorite
modern character or series and see what comes
up!
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