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INTRODUCTION

Behold the power of Steam!

GURPS Steampunks your guide to the 19th-century imagination. The
real 19th century was an age of amazing inventions and discoveries — but
these accomplishments inspired visions of even greater
achievements. Jules Verne's fictional odysseys and
H.G. Wells’ scientific romances took contempo-

rary readers on a journey into the realms of possi-
bility. At the same time, inventors such as
Charles Babbage and Nikola Tesla proposed new
technologies as radical as those in fiction, from
steam-powered mechanical computers to wireless
electric power. All of these men looked ahead to a
future transformed by science and engineering.
At the end of the 20th century, their visions have a renewed
fascination. In some ways, the Age of Steam is very familiar. In
our time, as in theirs, technology is making radical leaps forward
and forcing society to change along with it. But the political and cultural dif-
ferences make it exotic. Steampunk’s vitality as a genre comes from this mix
of familiarity and strangeness, and from our sense of wonder at the past that
might have been.

GURPS Steampunks a genre book, a collection of tools for
running steampunk campaigns. Within its pages you'll find
history, geography, and culture of both the real 19th centim
and alternative Ages of Steam. There are template<
character archetypes from the clergyman to the 0
mondaine, from the native leader to the scier
For those interested in machinery, there is a cc
tion of wonderful devices based on 19th-cen
science and engineering, plus a chapter devol
weird science. The final chapter outlines camp
worlds that can provide settings for your steamp
campaign — or inspiration for you to create your ¢
settings.

And so, ladies and gentlemen, welcome to the future past. . .

ABOUT THE AUTHOR

William H. Stoddard is a developmental editor for a large scientific pub-
lisher, where his job responsibilities include researching obscure questions.
This is also one of his favorite recreations and helped out a lot in his work on
GURPS Steampunkas well as his previous work for Steve Jackson Games:
contributions toGURPS Vehicles CompaniQriGURPS Villaing and both
volumes of GURPS Who's WhoHe has been playing roleplaying games
since 1975, when he discoverBdngeons and Dragonat his first science
fiction convention. He shares an apartment in San Diego with his cohabitant,
Carol Kalescky, two cats, two computers, and a large number of books. In his
spare time he edits the Libertarian Futurist Society’s quart
newsletter,Prometheus For relaxation he cooks, reads, re
movies, or roleplays.

INTRODUCTION



TL(5+1), OR
“WHAT THE HECK IS THE TECH LEVEL?”

At first glance, steampunk campaign settings appear to be the n
TL5 of the Age of Steam. But the steampunk genre allows marvelous i
tions that use steam age technology to achieve results not histor
achieved until TL6 or even TL7. Charles Babbage’s design for the Analy
Engine is a good example: a completely workable programmable d
computer, built with entirely mechanical technology. In some campaign:
GM may allow much greater leaps forward — anti-gravity devices, s
travel, genetic engineering, beam weapons, and many other technolog
yet mastered by current scientific methods.

The advanced technology ®URPS Steampuniks effectively TL6, but
a divergent TL6, one that started at TL5 and went in different direction:
a shorthand notation, it can be called “TL(5+1).” In formulas and ta
(such as those for medical care and first aid, p. B128), use the total of t
numbers; that is, this is effectively TL6. But it'sddferent TL6; engineers
and scientists from the standard TL6 receive unfamiliarity penalties (-z
p. B43) in working with it, and vice versa. (This is in addition to the stan
penalties for TL differences, p. B185, if applicable.) The “5” indicates th
branched off at TL5 and that it lacks several of the crucial innovations ¢
historical TL6.

This doesn’t define a specific divergent technology; in fact, many di
ent divergent technologies are possible, whose users would be as unf
with each other's methods as with those of historical TL6 Qtber Variant
TLs p. 13).GURPS Steampunkises “TL(5+1)” to make it clear that certa
skills and devices are not from the historical Age of Steam, but from an
nate, technologically accelerated Victorian age. Except in a paratern
campaign, where such distinctions may be important, a GM can jus
these skills and devices TL6.

THE STEAMPUNK GENRE

|

OTHER EMINENT VICTORIANS

mal (Continued)
ven-

atwarp DRINKER COPE (1840-1897)
CAUD OTHNIEL CHARLES MARSH
itdB31-1899)
therhe leading American paleontologists of
a¢|ée century, and bitter rivals in their search
or new dinosaurs. Cope was a child
SPga&igy who became a Harvard professor
at the age of 24.
Marsh was a scion of wealth, whose
amily bought him a chair at Yale to sup-
rt his interest in fossils. Originally
{letgendly, they gradually became rivals and
b iRy (when Marsh pointed out that Cope
had restored a skeleton with the head on
the wrong end) bitter foes. At the peak of
SRir careers, they tried to bribe each oth-
arefs’ workers, steal each others’ fossils, and
I Wreck each others’ reputations. The stories
of violence between their collecting parties
theem only to have been rumors, but in an
alternate history, the West could have
EIA/_\litnessed a Dinosaur War.

miliarLES DARWIN (1809-1882)

Arguably the greatest biologist in his-
tory and a major cultural figure. Anyone
working in biology or geology may inter-

&t with him, at least by letter. See pp.
ovali100-101.

18! omas Epison (1847-1931)

Perhaps the best-remembered inventor
of his century; he combined his own inge-
nuity and self-taught technical skills with
the ability to manage a large and underpaid
technical staff — and a conscious cultiva-
tion of his own public image. A particu-
larly notable episode in his life was the
controversy over direct vs. alternating cur-
rent, in which he backed direct current and
invented the electric chair to demonstrate
the dangers of alternating current.

JoHN ERricssoN (1803-1889)

A Swedish engineer who emigrated to
the United States, where he revolutionized
naval warfare by building thilonitor dur-
ing the American Civil War.

MICHAEL FARADAY (1791-1867)

Originally trained as a chemist, he
turned in 1831 to the investigation of elec-
tricity and magnetism. He developed the
concept of fields of force (the basis for
James Maxwell's theoretical work),
demonstrated electromagnetic induction
(the production of an electric current by a
changing magnetic field), and invented the
electric motor and generator.

o Continued on next page . . .




What is the essence of steampunk? What makes a world, a story, or a
campaign part of the steampunk genre? Retrotech and gadgets are the most

ing1s

obvious ingredients, but there is more to it than steam-powered f
machines and difference engines. Steampunk imagines new inventior.
discoveries in a historical setting, the Age of Steam, and it is this settin
lends the gadgets their context. It is changes in history, as much as c|
in technology, that make steampunk so fascinating. A steampunk cary
can be set in the real 19th century, with the addition of one or two marv
inventions, or in an alternative 19th century created by a different techne
or even in an entirely different Age of Steam set on a faraway world. B
order to experiment with alternate history, it's useful to know somet
about the real flow of history.

This chapter explores major trends in 19th-century history and con:
how they might have been changed, or how they might appear in a dif
setting. The sidebars provide a timeline of real historical events, includin
just political and military history but inventions, discoveries, and theories.

SCIENCE, INVENTION,
AND INDUSTRY

During the 19th century, science and technology advanced with uny
dented speed. At the start of the century, technolor’
innovation was mostly based on craft skills rather thar
oretical science. Often, technology was invented firs
the theory to explain it was developed afterward, as
Sadi Carnot developed the theory of heat engines to e,
steam power. By the century’s end, the trend had reve,
and many laboratory curiosities had become commercially valuable:
from Maxwell’'s electromagnetic equations, dyes from organic chemistry
pasteurized foods from Louis Pasteur’s work in microbiology.

In 1815 Newtonian mechanics was solidly established, providing e
nations for planetary orbits, the trajectories of cannonballs, and the ope
of machines. The wave theory of light had been proposed but not proy
fully worked out. By 1914, the wave theory of light had been absorbec
electromagnetic theory, and the problem of reconciling electromagn:
with mechanics had given rise to Albert Einstein’s theory of relativity (

treated as early TL6). Other major new theories in the physical scit hd8

included thermodynamics and statistical mechanics, while Darwinian e
tion and Mendelian genetics radically altered the biological sciences. In
tion, science offered a new vision of the history of the world, going |
hundreds of millions of years to the still unexplained formation of the
system and forward to the eventual “heat death” of the cosmos.

The concept of energy was central both to theoretical sci
and to engineering. The law of conservation of energy was
posed and its implications were worked out, including
impossibility of perpetual motion machines. Physicists el
sioned natural processes in terms of conversion of energy

one form to another. Engineers tried to make those conver:
more efficient in steam engines and other devices. Concerns fot
economy gave rise to energy measurement techniques and the scie
thermodynamics.

THE SPIRIT OF THE AGE

=
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TIMELINE, 1815-1914

anthe Congress of Vienna establishes new
European boundaries; Napoleon briefly
th&hrns from Elba, is defeated at Waterloo,
AHE@Ss banished to St. Helena; the British
a@grernment abolishes income tax.
lo ghe Analytical Society is founded at
¢ mbridge, with the goal of introducing
O@bntinental mathematics into Britain.
t inRobert Fulton builds the U.S.&ulton,
n@e first steam warship, for the U.S. Navy.

18171825

Ner€onstruction of the Erie Canal in New

rentk:
rnét7

Simon Bolivar establishes an indepen-
dent government in Venezuela; in subse-
quent years most of the rest of Spanish
America gains independence.

John Kidd extracts naphthalene from
coal tar.

David Ricardo publishe$he Principles
of Political Economy and Taxation

24818

The Savannahis the first steamship to
cross the Atlantic, taking 26 days.

1819

The British East India Company estab-
lishes a settlement in Singapore.

1820
Ldi The Prince Regent succeeds his father
orge lll as George IV.
ANUThe Missouri Compromise brings Maine
into the Union as a free state and Missouri
hlas a slave state.

ntl§2I

n ofrhe Catholic Church lifts its ban on
n{@aching the Copernican system.

Iisil822—]829
bst The Greeks declare independence from
Ottoman Empire and gain autonomy

with European aid.
D|U-

F};ﬁZZ

kBritain repeals the death penalty for
over 100 crimes.
lar jean-Francois Champollion translates
the Rosetta Stone.
hceThe Royal Asiatic Society is founded.
Charles Babbage begins plans for the
IBsitference Engine.

e
3523
Proclamation of the Monroe Doctrine.
Mechanics’ Institutes are founded in
1006ndon and Glasgow.

fuel

ce of Continued on next page . ..




