
CHARACTERS

TYPICAL CHARACTER
TYPES

Homeline characters can, of course, run the gamut of
available types. Specific GURPS Time Travel character
types that seem peculiarly suited to Gernsback would
include adventurers, agents, meddlers seeking to improve
Gernsback society, fanatics (“They all laughed at my iner-
tialess drive at Harvard, but the World Science Council
will understand!”), inventors (“I call it – the transistor”),
scientists and technicians (who will both wind up with the
Alcoholism disadvantage if they stay here too long trying
to figure it out).

The following are some typical “native” Gerns-
backians:

Explorer
The remote corners of Gernsback are being opened up

by the zeppelin and by the WSC Global Botanical Survey.
At the forefront of these efforts are the explorers, who
venture into the plateaus of the Himalayas, the jungles of
Africa or the icy wastes of Antarctica. Advantages might
include Absolute Direction, Immunity to Disease and
Language Talent. Disadvantages could be Stubbornness,
or an Odious Personal Habit such as Taciturnity or Bad
Grooming. Skills should include Area Knowledge,
Cartography, Navigation and Survival.

Interpol Agent
The “beat cops” of the League of Nations investigate

crimes against League personnel (including WSC person-
nel) and international crimes such as drug trafficking.
They also run internal investigations of League and WSC
personnel accused of abusing their awesome powers.
Interpol Agents take Interpol as a 25-point Patron, and
take a -10-point Duty to Interpol. They also must take 15-
point Legal Enforcement Powers and 10-point Legal
Immunity. Other advantages could include Danger Sense,
Contacts and Intuition. Disadvantages might include a
Code of Honor or Honesty. Skills should include
Criminology, Forensics, Law and perhaps Guns and
Streetwise.

League Peace Force Trooper
The League Peace Forces are the muscle behind the

Pax Sapienta (Wise Peace), standing guard against rebel-
lions in the colonies, vengeful agression in Russia, and
aggression anywhere. LPF troopers can either be built as
“muscle” with a standard number of points, or on the
GURPS Special Ops system as the demigods of the air

that they are. LPF
trooper advantages
should be mani-
fold, although
Combat Re-
f l e x e s ,
D a n g e r
Sense, Luck
and Tough-
ness stand
out, as does
Military Rank.
The League is a
30-point Patron for
active Troopers. Peace
Trooper disadvantages can
include Duty (to the League, -10), Code of Honor,
Fanaticism and Overconfidence. Physical disadvantages
and the more spectacular mental disadvantages should be
used only for ex-troopers (“Took a microwave bolt to the
arm in Kenya. Why?”) signing on to a team for pay or
action. Skills definitely include any Combat/Weapon
skills, as well as Parachuting, Piloting (paraglider),
Piloting (jetpack), Survival and Tactics. Although the offi-
cial League Peace Force language is English, Languages
(for dealing with multinational comrades) are also useful.

Pilot
The Modern Age is the Age of the Air in Gernsback,

as everything that can possibly fly is made to. Thanks to
cheap flying lessons and an all-encompassing League
draft during the Soviet War, all races and sexes are repre-
sented in the true democracy of the air. Pilots are handy
for almost any operation, on either side of the law. With
the end of the Soviet War, many military pilots are avail-
able for a surprisingly small retainer. Pilot advantages
should definitely include Luck, as well as Absolute
Direction and a sufficiently dashing Reputation.
Disadvantages can include being Hard of Hearing from
the roar of bladeless turbines, Compulsive showing off in
the air, Lecherousness on the ground and Overconfidence.
Skills not only include Piloting everything in the sky, but
Mechanic (aircraft engines) and Parachuting.

Power Pirate
“Power pirate” is a catch-all term for anyone who uses

powercasts without paying, generally for some nefarious
purpose. Power pirates can be stubborn individualists,
mad inventors, Luddite rebels or anyone else with a
grudge against the system. Advantages can include
Danger Sense, Eidetic Memory, Lightning Calculator, or
just plain Luck. Being a power pirate may also involve
you with an Ally Group, and will certainly imply an
Enemy or a Secret. Other disadvantages can run the gamut
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from Absent-Mindedness (for mad inventors) to Paranoia
(for politically-minded cranks). Power pirates tend
toward Stubbornness, and often Fanaticism. Skills will
includeEngineer (electrical), Mechanic (powercasting)
and other technical or Scientific skills.

Scientist
Scientists are the new aristocracy of Gernsback,

building the future today. On Gernsback, the line
between science and engineering is fairly blurry, and sci-
entists are expected to build prototypes and develop
applications for their theoretical constructs. Scientists
(even on Gernsback) specialize in various fields; the
most common ones are Atomic Physics, Chemistry,
Electronics, Engineering (electrical), Medicine,
Metallurgy and Rocketry. Genetics and Psychology are
not generally pursued. A scientist’s advantages can
include Eidetic Memory, Lightning Calculator (very
common), the WSC as a Patron (20-30 points, depending
on the scientist’s relationship with the WSC) and
Reputation. Disadvantages can include Bad Sight,
Pacifism or the omnipresent Overconfidence. Skills
should include the engineering, mechanic and Scientific
skills relating to your field of specialization, as well as
Mathematics, Research, Slipstick and, if used, Science!
(see p. 123).

Smuggler
Even in the world of

nearly-free energy and
benevolent Electronic
Brain guidance, there are
people whose desires
remain unfulfilled and
people who exist to meet
those desires. Smugglers
traffic in narcotics, stolen
technology, pirate power-
cast receivers, or guns. Advantages can include Contacts,
Luck, Night Vision and Reputation. Disadvantages
include Interpol (which works for the League tracking
down international criminals) as an Enemy (-25 points; if
you smuggle stolen technology, the WSC is a -40-point
Enemy), Greed and perhaps even an annoying
Trademark. Skills should include Area Knowledge,
Forgery, Holdout, Merchant, Piloting (zeppelin, or any-
thing else, really) and Stealth.

WSC Special Tasks Agent
Clad in the gray coverall of the WSC, the Special

Tasks Agents are the troubleshooters of Technocracy.
Armed with the most advanced and experimental tech-
nology and trained to the utter pitch of human perfection,
they root out the enemies of Progress wherever they may

lurk. Think of them as an atomic-powered blend of Doc
Savage and the Mounties. Special Tasks Agents, espe-
cially photogenic female ones, are popular subjects for
televisor serials. WSC Special Tasks Agents take 15-
point Legal Enforcement Powers, 15-point Legal
Immunity, the WSC as a 35-point Patron and Status 1+.
Other advantages can include Absolute Timing,
Charisma, Eidetic Memory, Lightning Calculator,
Reputation, Strong Will and many many more.
Disadvantages can include Fanaticism, Honesty,
Truthfulness, and the “Official Gernsback Disadvantage”
of Overconfidence. They also take a -15-point Duty to
the WSC. Skills should include Scientific skills (includ-
ing Engineer), as well as Combat/Weapon skills,
Mechanic, Piloting, Stealth and Survival.

ADVANTAGES

Legal Enforcement Powers see p. B21
Interpol and WSC Special Tasks Agents have inter-

national jurisdiction and often engage in covert investi-
gations; their Legal Enforcement Powers are a 15-point
advantage.

Legal Immunity see p. B237
Interpol and WSC Special Tasks Agents both enjoy

immunity from the laws of the nations in which they oper-
ate. They do, however, have to obey regulations of the
League Secretariat. Interpol agents have a 10-point Legal
Immunity, and WSC Special Tasks Agents (who can bring
things through Customs or ship things back to headquar-
ters without inspection) have a 15-point advantage.

Military Rank see p. B22
Characters with rank in the League Peace Force are

generally treated as if they possessed that rank in a
national army; a League Peace Force captain might find
himself in charge of a company of U.S. Marines rooting
out a rebel group in Nicaragua, for example. League
Peace Force ranks are the same as U.S. military ranks.

NEW ADVANTAGE

Gadgeteer 25 points
Characters in the world of Gernsback (especially

“native” scientists) may want to buy this advantage.
Gadgeteer characters have the ability to whip up
astounding technical devices in amazingly little time.
Gadgeteering is not cheap; a Gadgeteer must either buy
Wealth at 20 points or better or convince the WSC or an
eccentric millionaire to fund his research. For
Gadgeteering rules, see GURPS Time Travel, pp. 16-19,
or GURPS Compendium, pp. 121-127.
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DISADVANTAGES

Phobias see p. B35
Technophobia, the morbid fear of technology and

machinery, is a particularly unfortunate phobia to have in
Gernsback. -20/-40 points.

Nucleophobia, the fear of atomic energy, is one that
many Homeline visitors might have that will also cause
them no little distress in Gernsback. The omnipresent
cooling towers, the Atomic Kitchen chain of restaurants,
the oddly glowing sky – it could get to a sensitive person.
-10/-20 points.

Social Stigma see p. B27
Women, Catholics and southern Europeans (Italians,

Greeks, etc.) carry a Social Stigma worth -5 points in the
United States, British Empire and German Republic. It is
worth - 10 points to be a Black, homosexual, Asian, Jew
or obvious Luddite (person who protests against techno-
logical progress).

SKILLS

Electronics see p. B60
Electronics Operation see p. B58

Homeline characters will find advanced Tesla vacuum
tubes very tricky to deal with. Electronics will be at -5 for
Homeliners working with Gernsbackian equipment. For
Gernsback natives working with TL8 Homeline equipment
(“You call them things microchips, do ya?”), the penalty is
-10 or higher. Electronics Operation, less concerned with
the guts of the gadget, has a penalty of only -2 either way.

Nuclear Physics see p. B61
This skill is called Atomic Physics in Gernsback.

Vehicle Skills see p. B69
Piloting aircars, paragliders and zeppelins are all spe-

cialties that default to each other at -4, like normal Piloting
skills. Piloting (aircar) also defaults to Driving (automo-
bile) at -4, although Driving (automobile) defaults to
Piloting (aircar) at -6. Piloting (paraglider) and Parachuting
also default to each other at -4. Piloting (flivver) defaults to
either helicopter or single-engine plane at -4, and both
skills default to Piloting (flivver) at -6. Piloting (super-
wing) defaults to other multi-engine Piloting at -4, but
other pilots are at -6 to pilot
superwings due to their incredi-
ble complexity. As always,
Homeline characters are at an
extra -2 to pilot any
Gernsbackian craft due to dif-
ferences in TL and instrumenta-
tion (“Where’s the fuel
gauge?!?”).

NEW SKILLS

Electronic Brain Programming/TL (Mental/Hard) No Default
Prerequisite: Electronic Brain Operation

This is the ability to write programs for the Electronic
Brains, comparable to the Computer Programming skill
(see p. B60). Homeline Computer Programming is worse
than useless.

Electronic Brain Engineering/TL (Mental/Hard) Defaults to
Electronics (Gernsback) -6

This is the ability to design, repair and build
Electronic Brains. It does not convey any skill at program-
ming or operating them, although as a practical matter
most Electronic Brain engineers learn to do both.

Electronic Brain Operation/TL (Mental/Average) Defaults to IQ-5 
or Electronic Brain Engineering -3

This is the skill of operating the Electronic Brains of
Gernsback. This is not the same thing as programming,
although it does use many of the same conventions.
Homeliners start from the default on Gernsbackian
Electronic Brains.

Science! (Mental/Very Hard) No Default
Prerequisites: see below

Science! is a cinematic skill that may not be appropri-
ate for all campaigns. It represents the stereotypical scien-
tist of movies and pulp fiction who knows a little about
everything.

You have a general acquaintance with every branch of
laboratory and theoretical science. Science! will not allow
you to create anything new, but on a successful roll you
will know about any theory, invention or experiment that
anyone else has published, in any branch of science, and
be able to reconstruct it with the proper equipment. The
GM can allow this to be as much or as little of a deus ex
machina as desired.

In order to take Science!, you must first have
Research at 13 or higher. Then you must invest at least 2
points in each of at least two of the technical or “hard”
Scientific skills (but not liberal arts such as History). Your
skill in Science! can never be more than two less than
your skill in the lower prerequisite. For example, if your
prerequisite skills are Botany-14 and Physics-16, your
Science! can be no higher than 12.

Slipstick (Mental/Easy) Defaults to IQ-4
This is the skill of using a “slipstick” or slide rule to per-
form mathematical calculations. The slipstick is as com-
mon in Gernsback as the pocket calculator is in Homeline
– banks give them out for opening a new account, and
deluxe models are often school prizes.
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ECONOMICS, JOBS
AND WEALTH

CURRENCY AND PRICES
The U.S. dollar ($) is the currency the League of

Nations and the World Science Council use for their delib-
erations, League Tax calculations, etc. It is the de facto
world currency in much the same way that it was in the
Homeline 1960s. Prices are slightly lower than they were in
Homeline 1960s, due to the inflation-sensitive Bundesbank
and Federal Reserve’s influence on the League Financial
Secretariat. Average starting Wealth is $5,000, of which at
least 70% should be tied up in house, car, and other assets.

Colt .45 ACP $85
Mauser rifle $100
1965 Packard ground sedan $2,500
1965 Ford Pegasus aircar $7,000
1965 Chevy Firefly flivver $5,000
New York to LA blitzbahn (1st class) $35
Power tax, single family Usonian (year) $30
Hot dog, fries and a Coke $0.50
Steak, potatoes and iceberg salad $8
Cheap hotel, per night $5
Average hotel, per night $10
Technician’s cotton coverall $10
Business tunic and slacks $20
Formal suit $75
Battery $0.25
3-cell halogen flashlight $3
Electrician’s kit $95
Slipstick, cheap $1
Slipstick, deluxe $40
Swiss army knife $5
Combination wristwatch/compass $15
Popular Mechanics magazine $0.45

SOCIAL STATUS AND COST
OF LIVING

Monthly Cost
Level of Living
7 President, League secretary-general $5,000
6 WSC councilor, senator $3,000
5 Governor, general, corporate CEO $2,000
4 Atomic physicist, movie star $1,500
3 Millionaire $1,000
2 Doctor, mayor, professor, scientist, engineer $550
1 College graduate, policeman $300
0 Ordinary citizen $200
-1 Poor citizen $80
-2 Beggar $30

JOB TABLE
Job (prerequisites), Monthly Income Success Roll Critical Failure
Poor Jobs
Street cleaner (ST 8+, HT 7+), $85 HT-2 -1i/LJ
Farmhand (ST 9+), $80 + room and board 12 LJ

Struggling Jobs
Factory worker (ST 10+ or DX 10+), $200 PR LJ/3d
Author (Writing 12+), $40 × 1d PR -2i/-5i

Average Jobs
Clerk (Accounting 10+), $300 PR -1i/-1i, LJ
Electrician (Mechanic (electrical) 12+), $440 PR -1i/LJ, 3d
Mechanic (Mechanic (any) 11+), $380 PR -1i/LJ, 2d
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WEAPONRY
The German Landwehr and the U.S. Army are the two

most powerful armies in Gernsback, although the
Japanese Army has made great strides lately in improving
its weaponry and tactics. However, the League Peace
Forces (LPF), backed as they are by the immense WSC
research laboratories, are the best-equipped soldiers in the
world. Where Landwehr or U.S. Army infantrymen go
into battle with Schmeisser or Colt submachine guns, an
LPF trooper carries a Skoda autorifle which is lighter and
tougher than either. The LPF trooper wears an aramid-
fiber vest (PD 2, DR 5) compared to the much-heavier
flak jacket (PD 2, DR 4) of his American comrade. His
helmet is of resinated aramid (PD 4, DR 6) compared to
the steel helmets (PD 3, DR 4) of other soldiers. Needless
to say, his communications gear is far superior to that of
any other army, and he is usually cross-trained in paraglid-
er and jetpack attacks. 

Heavy Weaponry
All armies in Gernsback are backed up with light (.30-

caliber) and heavy (.50-caliber) machine guns, and the
German, U.S., British and Japanese Armies carry
flamethrowers and rocket-launchers. LPF troopers carry
shaped-charge rockets, both teleguided and fired from
launchers. LPF support vehicles usually have a number of
teleguided rocket carriers in their midst, while most other
armies still rely on mortars and recoilless rifles for light
artillery support.

Most fighting vehicles, including tanks, halftracks and
jets, carry a variety of weapons from Gatling guns to
teleguided rockets. One of the “superweapons” developed
for the Soviet War was the particle-beam cannon. Usually
mounted on a tank, the cannon fires a stream of charged
particles which cause surface explosions on the target. A
variant type of beam artillery is the microwave cannon,

which uses high-powered resonant-pulsed microwaves to
literally explode the cells of the target. It works through
cloth or flak jackets, but metal armor dissipates the beam
in a spectacular electrical discharge. On many modern
tanks, both particle-beam and microwave cannon are
mounted, and fire in tandem – the particle beam blowing
holes in any metal armor before the microwaves kill the
people inside. The cannons are powered by powercasts, as
are the drive trains of the tank treads. Since beamtanks
need to carry no ammunition and little fuel, they can carry
more armor and move faster than the outdated gasoline-
driven, slugthrowing tanks they fought in Russia. WSC
physicists are experimenting with stimulated amplified
light beam (SAL beam) weapons, which also show great
promise.

Rayguns
Man-portable versions of the particle-beam and

microwave weapons have been manufactured, but are
restricted to WSC agents only. So far, their success has been
mixed. The beams are powered by supercapacitors, which
weigh 5 lbs. and can power 12 shots before giving out (pow-
ercast receivers are still far too heavy to power handheld
tools, or even to fit on a backpack). This makes the guns too
bulky, temperamental and short-lived to serve as adequate
military small arms. However, Special Tasks units of the
WSC use man-portable rayguns in a variety of situations.
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Job (prerequisites), Monthly Income Success Roll Critical Failure
Comfortable Jobs
Architect* (Architecture 13+), $725 PR -2i/-5i
Engineer (Engineering 12+), $900 PR -1i/-1i, LJ, 2d
Radio/televisor personality (Bard 12+ or Acting 11+, PR -1i/-2i, LJ

Voice or Attractive or better Appearance), $750
Science professor (Scientific Skill 14+, Teaching 12+), $800 IQ -2i

Wealthy Jobs
Banker (Economics 12+, Admin 12+, Status 2+), $2,000 Admin -3i/LJ
Atomic physicist (Atomic Physics 15+), $1,800 PR -1i/LJ

WEAPONS TABLE

Weapon Malf Type Damage SS Acc 1/2D Max Wt. RoF Shots ST Rcl Cost LC
LPF Skoda 5.71mm autorifle crit. cr 5d+1 12 9 400 3,000 9 10* 30 10 -1 $150 3
WSC particle-beam rifle 14 imp 12d 15 10 150 450 17 1 12 12 -1 $3,000 0
WSC microwave-rifle 13 spcl 6d 15 10 180 500 15 1 12 12 0 $3,200 0
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By far the best bibliography of alternate histories is
maintained on the Internet by Robert B. Schmunk. At last
glance, it could be found on the World Wide Web at:

http://www.panix.com/~rbs/AH/

ALTERNATE HISTORIES
Alternate Histories (AH) that do not relate directly to

any of the ones in this sourcebook, but that the authors
respect and admire, include:

Anderson, Poul, Time Patrol (Tor 1994). A collection
of some of the finest time-travel stories ever written; only
one or two are “pure” AH, but they are all invaluable.

Benford, Gregory and Martin H. Greenberg, eds., What
Might Have Been? Volumes I-IV (Bantam 1989-1992).

Squire, J.C., ed., If It Had Happened Otherwise:
Lapses Into Imaginary History (Longmans, Green 1931).
Includes stories by Hilaire Belloc, Winston Churchill and
G.K. Chesterton! The classic AH book.

Stirling, S.M., Marching Through Georgia (Baen
1988), Under the Yoke (Baen 1989), The Stone Dogs (Baen
1990). This trilogy of AH novels includes an impressively
detailed AH background. The most recent addition,
Drakon (Baen 1996) is only marginal AH.

Turtledove, Harry, Agent of Byzantium (Baen 1994), A
Different Flesh (Baen 1994), Kaleidoscope (Ballantine
1990), Departures (Ballantine 1993).

Waugh, Charles G. and Martin H. Greenberg, eds.,
Alternative Histories (Garland 1986). Includes a number of
classics and a starter bibliography, with an essay on AH
construction.

ACTUAL HISTORY
To build a convincing alternate history, real history is a

necessary foundation. The following sources highlight
important aspects of real history or are just plain excellent.

Crosby, Alfred, Ecological Imperialism: The
Biological Expansion of Europe 900-1900 (Cambridge
Univ Press 1986). The consequences of the spread of
European ecosystems into the New World and Australia.

Lamb, H. H., Climate, History and the Modern World
(Methuen 1982). A good overview of the history of climate
and its impact on a surprisingly wide range of develop-
ments.

Langer, William L., An Encyclopedia of World History
(Houghton Mifflin 1972). One volume, no waiting, all the
pestiferous details you could look for in fifty other places
right here at your fingertips.

McNeill, William H., Plagues and Peoples (Doubleday
1976). How diseases shape historical development.

McNeill, William H., The Rise of the West rev. ed.
(University of Chicago 1991). Still the best one-volume
world history.

Toynbee, Arnold, A Study of History (Oxford Univ
Press 1934). Skim it for its scope, but check out the three
AHs in the appendices to Volume II.

Trevor-Roper, Sir Hugh, “History and Imagination”
(Clarendon 1980). A great historian on the necessity for
historical imagination.

DIXIE
Moore, Ward, Bring the Jubilee (Farrar Straus 1953).

The classic “South Wins” AH.
Poyer, David C., The Shiloh Project (Avon 1981).

Nuclear thriller in the Confederacy.
Thomas, Emory, The Confederate Nation 1861-1865

(Harper & Row 1979). Excellent one-volume study of the
CSA as a nation.

Turtledove, Harry, Guns of the South (Ballantine
1992). Time-traveling AH; Robert E. Lee with AK-47s.

Wilson, Charles Reagan and William Ferris, eds., The
Encyclopedia of Southern Culture (Univ of North Carolina
1989). A handy source for what it means to be a Southron.

REICH-5
Benford, Gregory and Martin H. Greenberg, eds.,

Hitler Victorious (Berkley 1987). Anthology of AHs about
German victory in WWII.

Dick, Philip K., The Man in the High Castle (Putnam’s
1962). Axis victory in the absolute best AH novel ever.

Harris, Robert, Fatherland (Harper 1992). A solidly
written AH about the biggest murder investigation of all
time.

Linaweaver, Brad, Moon of Ice (Tor 1993). A slightly
more bizarre AH, expanded from the short story in Hitler
Victorious.

Speer, Albert, Inside the Third Reich (Macmillan
1970). War criminal tells all.

Taylor, James and Warren Shaw, The Third Reich
Almanac (Grafton 1987). A decent one-stop encyclopedia
of the Third Reich.



ROMA AETERNA
Livy, Rome and Italy (Penguin 1982). Contains Books

VI-X of Livy’s History of Rome; on pp. 238-245 of this
edition (IX.17-19) is the first ever AH: what if Alexander
the Great had made war on Rome?

Mitchell, Kirk, Procurator (Ace 1984), New
Barbarians (Ace 1986), Cry Republic (Ace 1989). Better-
than-average “Rome survives” AH.

Scullard, H.H., From the Gracchi to Nero (Methuen
1982)

Suetonius, The Twelve Caesars (Penguin 1957)
Tacitus, The Annals of Imperial Rome (Penguin 1956)

SHIKAKU-MON
Arendt, Hannah, The Origins of Totalitarianism

(Harcourt Brace Jovanovich 1973). Indispensable study
used for designing synarchism.

Elison, George, Deus Destroyed: the Image of
Christianity in Early Modern Japan (Harvard Univ Press
1973). Standard recent work on Christianity in Japan and
why it failed.

Roberts, Michael, From Oxenstierna to Charles XII
(Cambridge Univ Press 1991). This book and Roberts’
biography of Gustavus Adolphus give historical back-
ground on Sweden’s Age of Greatness.

Ross, Andrew C., A Vision Betrayed: The Jesuits in
Japan and China 1542-1742 (Edinburgh Univ Press
1994). More sympathetic to the Jesuits than Elison.

EZCALLI
Crosby, Alfred, The Columbian Exchange

(Greenwood 1972). Detailed results of the meeting of the
Old and New Worlds.

Diaz, Bernal, The Conquest of New Spain (Penguin
1963). Eyewitness history of Cortez’ defeat of the Aztecs.

Reynolds, Mack and Dean Ing, The Other Time (Baen
1984). Time-traveling archaeologist beats Cortez to Aztec
Mexico by a couple of days.

Roberts, John Maddox, King of the Wood (Doubleday
1983). Slam-bang alternate America with Aztecs, Arabs,
Mongols, and two (count ’em!) kinds of Vikings.

Silverberg, Robert, The Gate of Worlds (Holt,
Rinehart and Winston 1967). Aztec-survival AH.

GERNSBACK
Cheney, Margaret, Tesla: Man Out Of Time (Laurel

1981). The standard hagiography.
Gelertner, David, 1939: The Lost World of the Fair

(Free Press 1995). A historical look at the Thirties through
the prism of the great New York World’s Fair of 1939.

Gibson, William, “The Gernsback Continuum.” The
inspirational short story, not AH but excellent fantasy.

Kipling, Rudyard, “With the Night Mail” and “As
Easy as ABC.” Other inspirational short stories, not AH
but Future History.

Leiber, Fritz, “Catch That Zeppelin!” Yet another
inspirational short story, the only AH in the bunch.

FILM AND TV
There have been precious few good AH treatments in

film or TV; the selections that follow did something to
pique the authors’ interest or irritation.

Back to the Future 2 (1989). Freakishly enough, the
best AH movie so far.

Fatherland (1994). HBO movie based on the better
novel of the same name; Rutger Hauer does make a con-
vincing SS officer, though.

“Mirror, Mirror” (Star Trek) and “Yesterday’s
Enterprise” (Star Trek: TNG). Two of the best Trek
episodes; also two of the best AH treatments on TV.

Philadelphia Experiment 2. Straight-to-video
“Naziworld” sequel to the not bad (and not AH) 1984
Michael Pare thriller.

Sliders. Justifiably cancelled (though currently
revived), this miserable Fox TV series was the first all-
AH, all-the-time TV show.

Things To Come (1936). Not AH but Future History; a
good source for Gernsback.

THE SOURCE OF ALL
WISDOM AND KNOWLEDGE

Encyclopedia Britannica, 13th ed. (Britannica 1926).
Contains the complete 11th edition (1910) with four sup-
plemental volumes and a general index.
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Addiction disadvantage, 29, 49, 86.
Advantages, 29, 48-49, 66, 86, 103,

122; new, 122.
Aereii, 57, 58, 64.
Africa, 21, 59, 61, 73, 79, 96-97, 113.
Agronomy skill, 30.
Aircars, 114, 118.
Ally Group advantage, 103.
America, 75-76.
Animal Empathy advantage, 29.
Anthropology (Sociodynamics) skill, 87.
Anti-semitism, 34, 78.
Aoteara: see New Zealand.
Apaches (Deneh, Dineii), 59, 92, 93.
Arcologies, 74-75, 78.
Armor, 32, 51, 69, 89.
Asia, 79, 113.
Assassinations, 35, 78, 85.
Atomic bombs, 14, 35, 73, 109.
Atomic power: see Power.
Australia, 13, 39, 76.
Autos, 22, 24, 42; electric, 22.
Autosteamers, 22, 62-63.
Ayotololohtli (steam cars), 95, 98.
Aztecs, 91, 93, 100; see also Tenochca

Empire
Bard skill, 67.
Blacks, deportation of, 38, 39, 44.
Brazil, 73, 77.
Britain, 13, 19, 54, 111.
Britannic War, 73, 78.
Burgundy, 37, 41.
Campaigning, crossover, 6-8; cross-

world, 6, 8; Dixie, 27; Ezcalli, 101;
Gernsback, 119-120; Reich-5, 47;
Shikaku-mon, 84; Infinite Worlds, 6.

Camps, prison, 23; slave labor, 38.
Cartels, 42, 43.
Carthage, 91, 96.
CEM, the, 73, 78, 80.
Centrum, 6, 24, 61, 62, 64, 81, 82, 99,

101, 117, 119.
Character types, 28-29, 48, 65-66, 85,

102, 121-122.
Characters, 28-30, 48-50, 65-67, 85-86,

102-104, 121-123; non-player, 48.
China, 20, 39, 58, 61, 72, 113, 119; see

also “Serica.”
Christianity, 58, 75, 91, 97, 118.
Cities, in Dixie, 17, 19; in Roma Aeterna,

59; in Shikaku-mon, 76.
Clerical Investment advantage, 86, 103.
Code of Honor disadvantage, 29-30, 49,

67, 87, 103.
Communications, 115.
Computer Hacking skill, 49, 87.
Computer Operation skill, 30, 49, 87.
Computer Programming skill, 30, 49,

87.
Computers, 23, 24, 43-44, 77-78, 79,

80, 82, 113, 120.
“Conditionally manumitted” (CMs), 15.
Confederate States of America (CSA),

12, 15-16.
Control Ratings, 45, 74, 75, 76, 77, 78,

89.
Cowardice disadvantage, 103.
Currency, 22, 50, 67-68, 88, 104, 124.
Cyber-rejection disadvantage, 87.
Cybernetics, 81; enhancements, 86.
Dataweaves: see Networks.
Dating: Ezcalli, 98; Roman, 53.

Diathermy, 108, 113, 116.
Dirigibles: see Zeppelins.
Disadvantages, 29-30, 49, 67, 86, 103-

10, 123; new, 87.
Driving (Autosteamer) skill, 67.
Driving (Steamcar) skill, 104.
Electronic Brains, 110, 114, 117.
Electronic Brain Engineering skill, 123.
Electronic Brain Operation skill, 123.
Electronic Brain Programming skill,

123.
Electronics skill, 123.
Electronics Operation skill, 123.
Entertainment, 82; see also Games.
Europe, 78-79; eastern, 20.
Fascism, 20, 34, 35, 41, 45, 109, 112.
Flivvers, 111, 114, 115.
France, 13, 18, 41, 71-72, 73, 77-78,

111, 112.
Gadgeteer advantage, 122.
Games, 19, 82, 87, 94, 104.
Genetics, 23, 44, 109, 117.
Germany, 12, 13, 18, 38, 79, 109, 111.
Gestapo, 37, 43, 44, 48.
Heracliopolis, 54, 56.
Heronians, 65; academies, 53, 54, 56-

57.
Hesperia, 59, 60; food, 56; Hesperians,

54, 57, 58, 69.
Hesperides, the, 53, 54, 56.
History, Gernsback, 108-110.
History: Dixie, 13-14; Ezcalli, 91-93;

Reich-5, 34-35; Roma Aeterna, 53-
55; Shikaku-mon, 71-73.

Holidays, 16, 59.
Homeline, 24; national governments

and interference, 25, 45, 118.
Hotinohsavannih League, 93, 94-95,

96, 97, 101; military, 105-106;
money, 104; transportation, 98.

How to be: Gernsbackian, 111; Roman,
55; Southern, 15; Shikaku-mon
Japanese, 74-75; Tenochca, 94;
Yankee, 17.

Huaraca, 59, 61, 69.
I-Cops, 6, 24, 34, 45, 48, 62, 64, 82,

117-118, 118, 119.
India, 19-20, 24, 57, 58, 72, 111, 114;

Republic, 12; Rim, 12, 21.
Indochina, German, 12, 21.
Infinity Patrol: see I-Cops.
Infinity Unlimited, 6, 45, 99, 119.
Interrogation, Kempei Tai, 43; Nazi, 43.
Intolerance disadvantage, 30, 49.
Italy, 20, 24, 41, 79, 111, 112.
Jactavolantes, 60, 62, 69.
Japan, 13, 20, 38, 42, 71, 72, 74-76,

111, 112, 113, 119.
Jetpacks, 111, 116.
Jews, 58, 78, 109.
Job table, 31, 51, 68, 88-89, 105, 124-

125.
Kempei Tai, 39, 43, 44, 48.
Knights, 15, 75, 92, 101, 102, 103, 106.
Language skill, 67, 87, 104.
League Peace Forces (LPF), 110, 111,

116, 119; as characters, 121.
League of Nations, 108, 109, 110, 113;

televisor broadcasts, 116.
Legal Enforcement Powers advantage,

29, 48, 86, 122.
Legal Immunity advantage, 122.

Literacy advantage, 29, 66, 103.
Locales: Dixie, 15-21; Ezcalli, 93;

Gernsback, 110-112; Reich-5, 36-
41; Roma Aeterna, 55-59; Shikaku-
mon, 74-79.

Macuitls, 99, 106.
Magic, 8, 57.
Manannán, 96, 101.
Marginality, 8, 9, 10.
Martial arts skills, 67, 88.
Maya, 92, 93, 97.
Medicine, 23, 44, 61, 79, 81, 97, 98,

113, 116-117.
Middle East, 19, 113.
Military Rank advantage, 29,49, 66,

122.
Mining, 6, 23, 41, 77.
Mongol Khaghanate, 92, 93, 95-96,

101, 106; technology, 97.
Mongols, 54; money, 104.
National Bureau of State Security

(NBSS), 40, 44, 48.
Nazi Party, 36, 38.
Networks, 23, 43-44, 78, 80, 80-81, 81,

82.
New Atlantis, 112, 115, 119.
New Zealand, 39, 75, 111.
Nuclear Physics skill, 123.
Occultism (Aryan) skill, 50.
Ocean-thermal electric conversion

(OTEC), 108, 115.
Orieux, Jeanne, 47, 118.
OTEC: see Ocean-thermal Electric

Conversion.
Outtime penetration, 24, 45, 61-62, 81-

82, 99, 117-118.
Overseer skill, 30.
Parachronics, 6, 7, 8, 71, 81.
Parallels, 9; Dixie, 12; Reich-5, 34;

Roman, 53.
Patron advantage, 66, 86.
Pelley, William Dudley, 34, 35; gov-

ernment of, 38.
Phobia (squeamishness) disadvantage,

103.
Phobia disadvantage, 123.
Piloting (Jactavolans) skill, 67.
Pochtecas,  93, 94, 95, 98, 101, 102,

103, 104.
Power, 79, 97, 108, 110; atomic, 109,

110, 112, 113; broadcast, 108, 112,
113-114, 114, 115, 117; OTEC,
112, 113, 115; solar, 79; steam, 60,
61.

Prices table, 30, 50, 68, 88, 104, 124.
Primitive disadvantage, 103.
Quechua Empire, 95; civil war, 92, 95.
Racism, 26, 77, 109, 118.
Rank advantage, 103.
“Red Tuesday,” 73, 75, 77.
Rejection Syndrome disadvantage, 87.
Religions, 24, 53, 58, 62, 75, 79, 82,

92, 93, 94, 95, 96, 97, 100, 118.
Reputation advantage, 66.
Resistance, 40-41, 51.
Roads, Hesperian, 56; Roman, 61.
Roma, 54, 56.
Roman Empire, 55-58.
Russia, 13, 18, 79, 112, 114.
Science! skill, 123.
“Scientists’ Revolt,” 109, 115.
Secret (Jewishness) disadvantage, 49.

Secret societies, 60, 62.
“Serica,” 58, 59; see also China.
Sexism, 26, 77, 78.
Skills, 30, 49-50, 67, 87-88, 104, 123;

new, 30, 123.
Slavery, 12, 15, 16, 41, 44, 55, 93, 94;,

as characters, 28-29, 66.
Slipstick skill, 123.
Smugglers, 6, 7, 8, 24, 29, 122.
Social Status and Cost of Living table,

31, 50, 68, 88, 105, 124.
Social Stigma disadvantage, 30, 49, 67,

87, 103, 123.
Songhay, 92, 96-97, 98, 101.
South America, 19, 41, 113.
Space, 15, 18, 22-23, 39, 41-42, 42-43,

71, 73, 77, 78, 80, 81.
Sports (Ball Game) skill, 104.
SS (Schutzstaffel), 36-37, 41.
Stalin, Josef, 108, 109.
Steam, 60, 61, 94, 98; cars, 98; ships,

98.
Strong Will advantage, 103.
Surveillance, 45, 81, 85-86.
Sweden, 71, 73, 76-77, 78, 82.
Synarchism, 72, 73, 77, 82.
Tapestry: see Networks.
Technology, 21-23, 41-44, 59-61, 79-

81, 97-99, 113-117.
Tenochca Empire, 92, 93-94, 94, 95,

96, 97, 98, 100; military, 105-106;
money, 104.

Tesla, Nikola, 108, 118, 119, 120.
Theology (Tenochca Cosmology) skill,

104.
Thinking, in Dixie, 26; in Ezcalli, 99; in

Gernsback, 118; in Reich-5, 46; in
Roma Aeterna, 64; in Shikaku-mon,
83.

Timeline, Dixie, 25-27; Ezcalli, 99-101;
Gernsback, 118-120; Reich-5, 46-
47; Roma Aeterna, 62-64.

Tlingit Confederacy, 95; transportation
in, 98.

Tournament Law (Schlägerspiel) skill,
30.

Trade, 6, 60, 94, 95; triangular, 7.
Trains, 21, 26; blitzbahnen (lightning),

111, 114; bullet, 42; light, 80;
maglev, 38; monorail, 111, 114.

Transportation, 21-22, 42, 60-61, 80,
98, 114-115; Resistance, 42.

United States of America, 16, 39-41,
111.

Unusual Background advantage, 29, 86.
Uprising of ’76, 35, 39, 44.
Vehicle skills, 123.
Virtual reality, 75, 82.
Wealth advantage, 66.
Weaponry, 32, 51, 69, 89, 97, 99, 105-

106, 125; biological, 42; chemical,
69.

White Star Trading, 24, 99, 118.
Women, 15, 17, 30, 49, 55, 56 64, 75,

78, 94, 109, 112, 117, 118, 122,
123.

World Science Council (WSC), 108,
109, 112, 113, 119, 120; headquar-
ters, 111, 112; Special Tasks
Agents, 112, 119; as characters,
122.

Zeppelins, 12, 21, 22, 111, 114-115, 118.




