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Alien invaders! Giant lizards from another age!
Flesh-eating zombies! Colossal insects! Mad
scientists! Blobs! Only you can defend humanity,
civilization, and the American Way from these
terrible horrors.

GURPS Atomic Horror contains everything you
need to roleplay the science-fiction and horror
movies of the 1950s. The campaign can be as
scary as The Thing, as dramatic as The Day the
Earth Stood Still, as strange as Little Shop of
Horrors or as goofy as Plan 9 From Outer Space
— the choice is yours. Characters can be
square-jawed scientists and military men, heroic
explorers, misunderstood teenagers, cold-war
spies, G-men, gangsters . . . or just ordinary folks
caught up in unearthly weirdness.

GURPS Atomic Horror contains:

&3 A comprehensive guide to *50s politics, society, and
attitudes suitable for any campaign — not just
science fiction/horror.

@ Five new alien races, completely described and
ready to invade the Earth. In fact, some of them are
already here!

&3 Guidelines for creating more than a dozen different
kinds of movie monsters, from gill-men to
carnivorous plants to living human brains in jars.

@ Alternate world campaign ideas, like a *50s where
the Nazis won World War II, or a futuristic ’50s
where our own flying saucers conquer space.

@ A detailed filmography listing dozens of ’50s
science horror films, from the classics to the turkeys.

A
ADY
/]
LR
n
/]
s
(]

STEVE JACKSON GAMES
WWW.Sjgames.com

—vvriien -0y rEaltil—r o
[ VYV T vy U CA =

11 ra
L {

a1 A Al ~erewe
S— Y A VA

cCubbin

1-by-Andrew-Hackard;

(@ +1
7 ) N

a0 R Ralnon-—rercZ

SECOND EDITION, FIRST PRINTING
PUBLISHED JuLy 2001

ISBN 1-55E34-533-X

||| 52295
9 "7181556"345333

Printed in the

SJG02295 6065 USA




Second Edition

Written by Paul Elliott and Chris McCubbin
Additional material by Kenneth Hite and Bob Huss
Second Edition edited by Andrew Hackard
First Edition edited by Susan Pinsonneault and Jeff Koke
Cover art by John Zeleznik
Cover design by Alex Fernandez
Mlustrated by Paul Daly, Zach Howard, and Ramo6n Pérez
Additional Illustrations by Pat Ortega and Dan Smith
Production by Remi Treuer with assistance by

Alex Fernandez, Jason Caton, and Philip Reed

GURPS System Design &a Steve Jackson
Managing Editor 4 Alain H. Dawson
GURPS Line Editor % Sean Punch
Production Manager 4 Gene Seabolt
Print Buyer 4 Paul Rickert

Art Director % Phil Reed

Errata Coordinator 4 Andy Vetromile
Sales Manager % Ross Jepson

Playtesters: Aaron Allston, Al Hattlestad, Kathy McClure,
Scott McClure, Laurel Schippers, Bob Schroeck,

Marlin Stout, Theresa Verity, Todd A. Woods,

Dustin Wright, Stephen Zieger, and the Illuminati BBS.

GURPS, Warehouse 23, and the all-seeing pyramid are registered trademarks of Steve Jackson Games Incorporated. Pyramid and the names of all
products published by Steve Jackson Games Incorporated are registered trademarks or trademarks of Steve Jackson Games Incorporated, or used under license.
GURPS Atomic Horror copyright © 1993, 2001 by Steve Jackson Games Incorporated. All rights reserved. Some art copyright www.arttoday.com.

ISBN 1-55634-533-X 12345678910

STEVE JACKSON GAMES




IntRodUCTION . . ... 3
About GURPS . ................. 3

1. Learnine 10 Love
THE Boma . . ... ¢

ROLEPLAYING THE FILMS OF THE 50s .. 5

THE “B” MOVIES .................. 5
Who Are the PCs? .............. 5
Camp . ..o 6
The Antihero ................... 6
Legendsofthe Bs ............... 6

ATTITUDES AND ILLUSIONS ........... 8
Invasion as a Metaphor . .......... 8
When Were the “Fifties”? ......... 8
Attitudes Toward Women ......... 8

SETTING THE SCENE .. .............. 9

“FuzzY” SCIENCE . ................ 10

SPACE . ..o 10
Early UFO Sightings ........... 12

2. CHARACTERS . . . 13

CHARACTER TEMPLATES ............ 14

ADVANTAGES, DISADVANTAGES, AND

SKILLS ..ot 21

SAMPLE CHARACTERS . ............. 24

PERSONAL EQUIPMENT ............. 25

TYPICAL VEHICLES ................ 27

Econowmics, JoBs, AND WEALTH .. ... 28

JOBTABLE ...................... 29

3. THE THEORETICAL SCIENCE
Foowvarron ... . 30

HISTORY .......... ... ... ... ..... 31
Fact vs. Fiction ................ 31
Ryan Oakland . ................ 31
Gene Driscoll ................. 32

ORGANIZATION AND STRATEGY ... .... 33
Alien Artifacts ................. 33
Project Janus . .. ............... 34
Experimentation ............... 34

WORKING FOR THE TSF ............ 35
The FBI Campaign ............. 37

THE TSF CAMPAIGN . . ............. 39
Secrets of the Foundation ........ 40
Space Ark . ... . .. .. 40

4. Twe Reac History
oF EarTtt . . . . . 41

GURPS SPACE .. ................. 42
AlienPCs .................... 42
Timeline: The Real History of the

Earth ...................... 42

THE ARENDIANS . ................. 43
PCs Who Lose Their Minds . .. ... 45

THELOI ....... ... ... ... ... ..... 47
Lauranis ..................... 49
Flying Eyes . .................. 50

THE METARANS ... ...t . 52

v
ve2

CONTENTS

Metaran PCs . ................. 52
THE ALPHANS ... ..tvieenn . 53
GURPS Illuminati . ............ 54
THE VORTUN ............cciuu.n. 55
UFOS ... 56
UFO Behavior ................. 56
Mother Ships . ................. 57
Abductees .................... 57
Scout Ships ................... 58
The Biefeld-Brown Effect ........ 58
UFOCombat .................. 58
PREHISTORIC SURVIVORS . ........... 59
EARTH’S NEAR NEIGHBORS . . .. ...... 59

5. Enemies oF Freeoom
00000'.0006,

THE WORLD OF THE *50S ........... 62
The War’s Not Over ... ......... 62
Atomic Timeline ............... 62
Draft and Demobilization .. ... ... 62

THE COLDWAR .................. 63
The Power Blocs .. ............. 64
SPY VS. SPY + i 64
Intelligence Agencies ........... 66
Danger From Within ............ 67
The Hot War — WWIII .......... 68

THE FOURTHREICH ............... 69
Occupation and Extraction . ...... 69
Nazi Remnants ................ 70
Nazi Refuges .. ................ 70
The Holy Lance of Hapsburg . . . .. 70
NaziResearch ................. 70
Secret Nazi Projects ............ 71

WORLD OVERVIEW .. .............. 71

FINAL FRONTIERS ................. 73
Rocket Into Space! ............. 73
Space Hazards . ................ 74
UFO Technology ............... 75
The Briny Deep ............... 77
USS Prometheus ............... 78
Top Secret Bases . .............. 78

TECHNOLOGY IN THE "50S .. ......... 79
Atomic Power ................. 79
Radiation . .................... 79
Computers .................... 80
Land Travel ................... 80
AirTravel .................... 81
Products of the Decade . . . . . ... .. 81
Atomic Entertainment . .......... 82

THE SOCIAL UPHEAVAL . ............ 82
Major Personalities ............. 84

THE AMERICAN DREAM . ........... 87
Fashion ...................... 87
Housing ...................... 87

COPS AND ROBBERS . .............. 87
The Police Force ............... 88

6. Aromic Mownsiers
Y £ 4

The Sympathetic Monster . . ... ... 90
AMPHIBIANS .. .....viiniinnenn... 90

CONTENTS

BIGBUGS ....................... 91
BLOBS, SLIMES, AND GUNK . ........ 92
BUG-EYED MONSTERS . ............ 93
BRAINS ........ .. 93
DINOSAURS, SEA MONSTERS, AND

OTHER COLOSSI ... ...ovvvnn.. 94
THE ENEMY WITHIN . .............. 96
HUMAN ZOMBIES . ................ 97
KILLER CRITTERS . ..........c...... 97
MAN-MONSTERS . ..t oveeieianans 98
THE MISSING LINK . ............... 98
PLANT FooDp! ... ... L. 99
ROBOTS .. ... vt 99
SPACE MEN AND SPACE GIRLS . ..... 100
SURVIVORS ...t vii i 100
VICTIMS OF SCIENCE . ... ... ... .. 100

7. Aromic ADVENTURES
[ [ [} [ [ [ ] [ [} [ ’ 0’

CREATING THE ULTIMATE HORROR . .. 102
The Supernatural Smokescreen .. 102
Pollution and Mutants . ......... 102
Strange Energies . ............. 103

SETTINGS .. oot 103
The Big City ................. 103
Small-Town America .......... 103
Wild Places . ................. 103
Undersea .................... 104
Underground ................. 104
Outer Space .. ................ 104

THE SCENARIO . ................. 104
Stellar Catastrophes ........... 105
Global Calamities ............. 106
A-Bomb Tests ................ 106
Meddling Scientists ........... 107
Contactee Cults . .............. 107
Discoveries . ................. 107
Space Exploration . ............ 108

THE ALIEN INVADERS ............. 108
Cyber Implants ............... 108
UFO Literature ............... 109
Invaders in Control ............ 110
Panic and Martial Law . . .. ... .. 111

UNEXPLAINED PHENOMENA . ........ 112
LochNess ................... 112
Los Angeles NPCs . ............ 112
The Bermuda Triangle ......... 112
Nazcalines.................. 113
Other Unexplained Phenomena .. 113

LATE NIGHT FRIGHTS ............. 114
DOA ... ... ... 114
Island of the Crawling Terror . ... 116
Other Adventure Seeds ......... 118
Silly Seeds . .................. 118

OTHER CAMPAIGNS .. ............. 119

THE FRONTPAGE ................ 121
Wars of the Worlds . ........... 121
Building a Brighter Future . ... .. 121
Player Character Roles ......... 121

Foumocrarty . . .. 122

voex . ...... 128



INTRODUCTION -

Keep watching the skies!
— The Thing (From Another World!), 1951

Horror descends from the stars. It crawls from atomic test
sites and slithers from black ocean depths. In the 1950s, the
Earth came dangerously close to being overrun by alien enti-
ties. GURPS Atomic Horror recreates the science-horror
movies of the Fifties and puts the PCs in the unenviable posi-
tion of protecting the Earth from alien invasion. Besides the
fear of invasion from space, the people of ’50s Earth are
threatened by out-of-control experiments, primeval monsters,
and astronomical disasters. Not to mention fears of Commu-
nist subversion and atomic annihilation.

This campaign setting includes alien races, monstrous
menaces, and a plethora of adventure seeds and ideas. The
players can be a heroic team of scientists and soldiers, a ring
of steely-eyed cold-war espionage agents, or even a gang of
happy-go-lucky teens caught up in events beyond their under-
standing. GURPS Atomic Horror is fixed firmly in the USA,
but other parts of the world are not ignored.

An expanded filmography maps out the important
movies of the decade, and others that are still part of the genre
although they were released prior to, or following, the *50s
proper — both remakes of classic Fifties movies and new pic-
tures in the same spirit. On whatever level they’re appreciat-
ed, the films of the ’50s are just gloriously fun. GURPS
Atomic Horror seeks to capture this spirit and turn it into a
playable, exciting game.

-

Remember, “the price of freedom is eternal vigilance.”
They’re out there, and it’s up to freedom-loving humans like
you to keep our planet safe for democracy. Good luck, and
God bless.

— Paul Elliott & Chris McCubbin

Asour THE AUTHORS

Paul Elliott is an amateur game designer, with plenty of
works in progress and at least one roleplaying game published
on the Internet. After reading GURPS Illuminati he started
doing some major research and combined his fascination with
cults and secret societies with his B.A. in ancient history. Now
he writes books on fringe religions, cults, and terror groups for a
living. He moved to the east coast of Yorkshire, England, a few
years ago where he lives in satisfied seclusion with his wife,
Christine, son Bradley, and four carpet-hopping house rabbits.

Chris McCubbin is a Nebraska native and a non-graduate
of the University of Nebraska — Lincoln, in English. His other
books for SJ Games include GURPS Callahan’s Crosstime
Saloon, based on the award-winning science fiction classics
by Spider Robinson, and GURPS Fantasy Folk, winner of the
1991 Gamer’s Choice Award for best roleplaying supplement.
He’s into good movies, fun books, decent restaurants, alterna-
tive rock music, and BBSing. He lives in Austin with his wife,
Lynette Alcorn, and the two stereotypical cats, Polychrome
and Clipper.

Asouvr GURPS

Steve Jackson Games is committed to full support of the
GURPS system. Our address is SJ Games, Box 18957,
Austin, TX 78760. Please include a self-addressed, stamped
envelope (SASE) any time you write us! Resources include:

Pyramid (www.sjgames.com/pyramid/). Our online
magazine includes new GURPS rules and articles. It also cov-
ers Dungeons and Dragons, Traveller, World of Darkness,
Call of Cthulhu, and many more top games — and other Steve
Jackson Games releases like In Nomine, INWO, Car Wars,
Toon, Ogre Miniatures, and more. Pyramid subscribers also
have access to playtest files online!

New supplements and adventures. GURPS continues to
grow, and we’ll be happy to let you know what’s new. A
current catalog is available for an SASE. Or check out our
website (below).

Errata. Everyone makes mistakes, including us — but we
do our best to fix our errors. Up-to-date errata sheets for all
GURPS releases, including this book, are available from SJ
Games; be sure to include an SASE. Or download them from
the Web — see below.

Gamer input. We value your comments, for new products
as well as updated printings of existing titles!

Internet. Visit us on the World Wide Web at
www.sjgames.com for an online catalog, errata, updates,

Q&A, and much more. GURPS has its own Usenet group,
too: rec.games.frp.gurps.

GURPSnet. This e-mail list hosts much of the online dis-
cussion of GURPS. To join, e-mail majordomo@io.com with
“subscribe GURPSnet-L.” in the body, or point your web
browser to gurpsnet.sjgames.com.

The GURPS Atomic Horror web page is at
www.sjgames.com/gurps/books/atomichorror;/.

— — s — — — .

Page References

Rules and statistics in this book are specifically for the
GURPS Basic Set, Third Edition. Any page reference that
begins with a B refers to the GURPS Basic Set —e.g., p. B102
means p. 102 of the GURPS Basic Set, Third Edition. Page
references that begin with CI indicate GURPS Compendium
I. Other references are AE for GURPS Alternate Earths, CII
for Compendium 11, HT for High-Tech, PM for Places of
Mystery, S for Space, UT for Ultra-Tech, WT for Ware-
house 23, WWi for Who’s Who 1, WWii for Who’s Who 2,
and Y for Y2K.

For a full list of abbreviations, see p. CI181 or the updat-
ed web list at www.sjgames.com/gurps/abbrevs.html.
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Main Level

Key to Flying
Saucer Deck Plan

Gravity elevator

Control room

Map table

Weapons station

Engineering station

Captain’s/pilot’s/navigator’s stations

View screens

Hibernation capsules

Double-occupancy cabin

Warp drive and antimatter pods

Medical room

Lounge with floor windows and tractor-

beam generator

13 Communications room (with psi-helmet if
Loi vessel) 0pper tevel

14 Library/museum of home and other worlds

15 Engine maintenance

16  Tool shop and equipment bay

17 Extendable ramp

18 Main thruster
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1 hex = 1 yard

Forward

into the air and stay there was a direct result of Loi sabotage ~ with a human using the Telesend skill. This allows them to

in retaliation for the White Sands incident. communicate on equal terms with the human race, but can
The Loi use remote-control flying probes (which often also be used to try to dupe it (“We come in peace to warn
appear as shining globes during the day or glowing fire- you of an imminent nuclear war,” etc.). No alien race

balls at night). These allow audio and visual recon-
naissance of places too sensitive to visit in person.
During World War II the Loi used these “flying
eyes” to monitor man’s advances in rocket and air-
craft technology without risking scout craft in war
zones.

yet discovered has the power to see into the future
(not even the Vortun, who only look into the
past) but the Loi may pretend that they do have
this power, to scare mankind. Innocent ‘““con-
tactees” can relay Loi messages to interested
witnesses.

The Loi will make great use of their ability to Even more useful for Loi intelligence-gath-
project thought waves through probes. Since the ering operations is the skill of Telereceive. Mind-
effective range is perhaps 200 miles, the saucer can land wipe will also come in handy when humans have
a probe near a target without exposing itself to human eyes. been aboard a flying saucer or have been taken to the Loi
Through the probe, the Loi can communicate telepathically =~ homeworld!
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INTELLIGENCE AGENCIES

BfV: The West German counter-espionage agency. Infil-
trated by Communist agents at an early date.

BND: The West German Federal intelligence agency. Its
ex-Nazi chief, Gehlen, approached the CIA after the war
with a mass of Soviet secrets. Gehlen was put in charge of
the BND and worked closely with the CIA to infiltrate agents
into East Germany and the Soviet Union. The BND had a
bad record in foreign operations, and it was believed to be
compromised early on. Many agents were ex-Nazi officers.
Gehlen was distrusted by the BfV, but he was, nevertheless,
the Americans’ chief weapon in the Cold War.

CIA: America’s Central Intelligence Agency is directed
by Allen Dulles (who took over from General Walter Bedell
Smith in 1953). The CIA is a civilian intelligence organiza-
tion that advises the National Security Council and collects
and evaluates intelligence relating to national security. It
handles foreign operations only. CIA HQ is a complex of
buildings at 2430 E Street in the Foggy Bottom section of
Washington. There are West Coast offices in L.A., San Fran-
cisco, Denver, and Seattle. Besides scanning foreign papers,
press releases, broadcasts, technological and scientific litera-
ture, and the reports of agents abroad, the CIA carries out
extensive espionage operations overseas. Separate regional
divisions concentrate on different parts of the globe.

KGB: The Ministry of State Security of the Soviet Union,
in charge of espionage against the West. Its tasks are similar to
those of the CIA, but the KGB places much more emphasis on
spy networks. The First Directorate actually carries out these
espionage operations. The Second Directorate coordinates
with Communists abroad (and maintains Fifth Column opera-
tions), monitors the loyalty of Soviet citizens, and assassinates
or kidnaps opponents at home and abroad. Assassination is the
job of the Ninth Section for Terror and Diversion, known as
SMERSH. Assassins are always monitored by other agents.

MfS: The East German espionage and intelligence
agency. Obstructing the West German armed forces and gov-
ernment defense policy is a paramount goal, mainly accom-
plished through counterfeiting information and documents.
Other operations include penetrating important ministries
and public bodies in West Germany and Europe. The MfS
has offices in East Berlin and is probably the main tool of
Communism in that city.

MI5: Britain’s counter-espionage organization, also
known as the Security Service. It cannot arrest, and delegates
that task to the police Special Branch.

M1I6: The British Secret Intelligence Service (SIS) is the
espionage agency of the government. Its head is called “C”
(not “M™!). SIS was accused of being a tool of the Foreign
Office, and also of having been infiltrated by the Soviets in
the early *50s. Absolute secrecy is always maintained; MI6
is easily the most secret intelligence organization in the
world. All electronic espionage is handled by GCHQ at
Cheltenham in cooperation with the NSA. Most agents are
ex-military; the “MI” stands for military intelligence.

Mossad: Set up in 1950, the small, overseas intelligence
and espionage section of the Israeli intelligence service is
perhaps the best known. Agents have been placed in all hos-
tile Arab countries. Mossad was responsible for kidnapping
the Nazi war criminal Adolf Eichmann, and for discovering
the presence of Nazi rocket experts in Egypt after the Suez
Crisis in 1956. Virtually all agents are Israeli nationals.

NSA: The U.S. National Security Agency, created in
1953 as a communications and electronic surveillance organ-
ization, is controlled by the Secretary of Defense and is the
President’s prime source of intelligence and foreign-policy
advice.

SDECE: A French secret service that conducts espi-
onage abroad.

1954 to 71956

The atomic scientist
Robert Oppenheimer is

1955

George Grivas” EOKA begins terrorist
activities in Cyprus.

declared to be a security
risk.

The U.S. tests another
H-bomb at Bikini atoll.

Sen. McCarthy car-
ries his hunt for subver-
sion into the U.S. Army.
The Senate eventually votes to “condemn’ his
activities.

Both the European Defense Community
and the European Political Community collapse
as cooperative organizations.

Khrushchev returns from talks with Mao
Tse-tung and declares, “Conflict with China is
inevitable.”

James W. McLamore and David Edgerton
create Burger King of Miami, later to go
nationwide.

w66

In the Soviet Union, Bulganin and
Khrushchev succeed Malenkov.

Albert Einstein dies.

Eden succeeds Churchill in Britain.

A 14-year-old black boy is lynched in
Mississippi.

Blacks begin a city bus boycott in Mont-
gomery, Alabama.

A conference on the reunification of Ger-
many begins in Geneva.

The European Parliament first meets in
Strasbourg.

Juan Peron resigns as Argentina’s president.

Commercial TV begins in Britain.

The hanging of Ruth Ellis fuels the anti-cap-
ital punishment movement in Britain.

The Austrian Peace Treaty is signed and
Russian troops leave the country.

ENEMIES OF FREEDOM

Atomic power is first used at Schenectady,
New York.

Ray Kroc opens the McDonald’s restaurant
in Des Plaines, Illinois, earning $366.12 on the
first day.

Bill Haley and the Comets’ “Rock Around
the Clock™ becomes the first rock 'n’ roll hit.

Supermarkets account for 60% of American
grocery sales. Seven companies join forces to
create the Top Value Stamp Co.

1956

Khrushchev begins the “de-Stalinization” of
Russia and visits Britain with Bulganin.

Grace Kelly marries Prince Rainier of
Monaco.

Trans-Atlantic telephone links are established.
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Strange and exotic variants are possible — for example,
lightning bugs that emit hard radiation! Victims take 200 rads
every minute spent within a 10-hex radius of one of the bugs.

The giant insect — mutated by mysterious chemicals or

. . ) , . . . See pp. CII145-148 for the effects of radiation.
atomic radiation — is a staple of *50s science-fiction movies.

They could be spiders, ants, scorpions — or whatever. With Big Bug

wings they could be giant moths, bees, or flying ants. For con- ST: 2 Move/Dodge: 5/9 (Fliers move 10)
venience they are divided into three categories: “big bugs” DX.' 14 PD/DR: 2/1 ) Size: <1
average about the size of a watermelon or cocker spaniel, IQ'.2 Damag;e' 1425 cut® Wit N 595 bs
“great big bugs” are approximately the size of a human, and HT 1473 Reach: C h '

“giant bugs” are the size of a Buick or bigger.

Besides biting or clawing for cutting damage, an insect
might have a special attack. A big ant’s formic acid squirt
attack does 1d-3 points of damage for 1d turns. Squirt attacks
have a range of about 3 hexes, depending on the size of the ant.

*See special damage above.

Great Big Bug
ST: 13 Move/Dodge: 10/9 (Fliers move 15)

A spider’s venom is injected after a successful bite. If the DX: 12 PD/DR: 2/2 Size: |
. . . . 1Q: 2 Damage: 1d+2 cut®*  Wt.: 100+ Ibs.
victim fails a HT roll, he suffers 2d-1 points of damage and is HT: 13 Reach: |

paralyzed for 2d hours. Even if he succeeds, he suffers 1d

points of damage and partial paralysis (-3 DX). Scorpion *See special damage above.

venom can be deadly, but a sting causes 1d+2 points of impal- Giant Bu g

ing damage even before the venom takes effect! On a failed )

HT roll, the target takes 5d points of damage; even on a suc- ST: 60 Move/Dodge: 14/ (Fher's move 20)

cessful roll he still takes 3d points of damage. Most “giant” DX: 13 PD/DR: 3/6 Size: 9+

venoms take effect within 1d turns. 1Q: 2 Damage: 3d cut* Wt.: 1,000+ Ibs.
HT: 15/30 Reach: 3

*See special damage above.

————/’—i
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A-bombs, see Atomic Bombs.

Abductees, 57.

Academics, 14.

Acceleration Tolerance
advantage, 21.

Administrative Rank advantage,
21.

Airplanes, 28; see also Travel.

Aliens, 5, 8, 11, 33-35, 42-57,
69, 108-111; bases, 59;
doppelgangers, 96; invaders,
68, 108-111; as PCs, 42, 45;
possession, 96; races, 97.

Alphans, 40, 48, 53-55, 59, 111;
as PCs, 53.

Amphibians, 90.

Animals, giant, 94.

Antiheroes, 6.

Appearance advantage, 21.

Aqualung, 77.

Arendians, 43-47; as PCs, 44.

Artificial intelligence, 80.

Asimov, Isaac, 11.

Astronomical dangers, 40, 105.

Atalan, 48.

Atlantis, 42, 48, 59, 98, 113; see
also GURPS Atlantis.

Atomic bombs, 5, 79; tests, 106-
107.

Atomic Energy Commission
(AEC), 36, 68.

Atomic energy, 7, 79.

Automobiles, 27-28; see also
Travel.

Bathyscaphs, 77, 104.

Bathyspheres, 77.

Beat Generation, 84.

Beebe, William, 77, 84.

Bermuda Triangle, 55, 112-113.

Biefeld-Brown effect, 58.

Bigfoot, 98, 100.

Biology lab, 26.

Blobs, 92.

Bloodlust disadvantage, 22.

Bombs, 62, 81-82; see also
Atomic bombs.

Bradbury, Ray, 11.

Brains, 93.

Brawling skill, 23.

Bug-eyed monsters (BEMs), 93.

“Camp,” 6.

Campbell, John W., 11.

Carradine, John, 7.

Castro, Fidel, 73.

Charisma advantage, 21.

Chemistry lab, 26.

Chiang Kai-shek, 71.

Children, 17, 82-84.

China, 67, 71; see also Taiwan.

Churchill, Sir Winston, 63, 84.

CIA, 12, 32, 66, 108.

Cities, 103; sunken, 113.

Clothing, prices, 25.

Coercion guns, 53, 57.

Cold rooms, 34-35.

Cold War, 63-64.

Colossus, 94.

Comets, 105; Arend-Roland, 43,
45, 48.

Communications, 50; prices, 25.

Communism, 5, 8, 64, 67-68,
71-72.

Computers, 80, 118.

Contactees, 107.

Cops, 15; see also Police.

Corman, Roger, 6.

v /28

Corporations, 37.

Cousteau, Jacques, 77.

Criminals, see Gangsters,
Mafia, Mobsters, Tongs.

Cuba, 73.

Cybernetic implants, 97, 108.

Dean, James, 84-85.

Delusions disadvantage, 22.

Department of Defense (DoD),
38, 118.

Dependents disadvantage, 23.

Dinosaurs, 5, 59, 94-95.

Driscoll, Gene, 32-33, 40.

Earthquakes, 106.

Einstein, Albert, 85.

Eisenhower, President Dwight
D., 64, 85.

Engineer (Rockets) skill, 23.

Entertainment, 82.

Equipment, prices, 25.

Espionage, 119.

Europe, 7, 72.

Explorer, 15-16.

Fallout, 79.

Fashion, 87.

FBI, 37, 110.

Federal agents, 15, 37.

Femme fatale, 20.

Feminists, 9.

Firearms, 27.

Flying eyes, 50.

Flying saucers, 12, 32, 34, 47,
75; deck plan, 51; see also
Unidentified Flying Objects.

Foreign Technology Division
(FTD), 31.

Fort Streeter, 78.

Forward Observer skill, 23.

Fuchs, Dr. Klaus, 64-65.

Fuzzy science, 10.

G-men, see Federal agents.

Gadgeteer advantage, 21.

Gangsters, 18, 88, 120; see also
Mafia, Mobsters, Tongs.

Geiger counters, 26.

Gesture skill, 23.

GURPS Alternate Earths, 121.

GURPS Atlantis, 77, 104.

GURPS Black Ops, 120.

GURPS Cops, 88.

GURPS Dinosaurs, 59.

GURPS High-Tech, 82.

GURPS Ice Age, 59, 100, 107.

GURPS Illuminati, 54.

GURPS Low-Tech, 100.

GURPS Psionics, 48.

GURPS Robots, 99.

GURPS Space, 40, 42.

GURPS Supers, 48, 100.

GURPS Technomancer, 120.

GURPS Time Travel, 34, 56,
120.

GURPS Warehouse 23, 120.

Hammarskjold, Dag, 85.

Heinlein, Robert A., 11, 70.

High Pain Threshold advantage,

97.

High Technology advantage, 21.

Hollow Earth, 104.
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Hollywood, 82, 118.

Holy Lance of Hapsburg, 70.

Hoover, J. Edgar, 37, 68, 85.

House of Representatives
Committee on UnAmerican
Activities (House UnAmerican
Activities Committee), 67-68;
see also Communism.

Housing, 87.

Hughes, Howard, 85.

Humans, giant, 94.

Hurricanes, 106.

Hybrids, human/animal, 100.

ICBMs, 5, 106.

Ice Age, 43, 48, 105.

Immunity to Disease advantage,
21.

Industrialists, 16.

Insects, giant, 91.

Intelligence agencies, 38, 66.

Intolerance disadvantage, 23.

Invasion, 8; covert alien, 108-
110; overt alien, 110-111.

Irinda, 59-60.

Iron Curtain, 63.

Jazz, 9, 84; see also Beat
generation, Music.

Jeeps, 80.

Jets, 28, 81.

Job table, 29.

Johnson, Tor, 7.

Journalists, 16.

Judo skill, 23.

Juvenile delinquents, 17, 83.

Karloff, Boris, 7.

KGB, 66.

Khrushchev, Nikita, 73, 85.

Kids, see Children.

Killer critters, 97-98.

King, Martin Luther, Jr., 86.

Korea, 67, 72.

Korean War, 64, 71.

Lauranis, 40, 48-49, 59-60.

Library, 26.

Loch Ness monster, 112.

Loi, 34, 37, 43, 47-51, 54, 59,
99; Alliance, 40, 47; mutants,
40, 48, 59, 98, 113; as PCs,
48

Loi-Alphan War, 47, 54.

Loners, 17.

Luck advantage, 22.

Lugosi, Bela, 7.

MacArthur, General Douglas,
72, 86.

Mafia, 87; see also Gangsters,
Mobsters, Tongs.

Majestic Twelve (MJ-12), 31,
78.

Man-monsters, 98.

Mao Tse-tung, 67, 71.

Mars, 59.

Marshall Plan, 72.

Martial law, 111.

Martians, 59.

May, Alan Nunn, 64-65.

McCarthy, Joseph, 67-68, 86.

Men in black, 111.

Mermen, 90.

Metarans, 52-53, 111; as PCs,
52.

Military men, 18.

Military Rank advantage, 22.

Mobsters, 18; see also
Gangsters, Mafia, Tongs.

Monroe, Marilyn, 86.

Moon, 59, 69.

Mother ships, 50, 54, 57; see
also Flying saucers, UFOs.

Multiscanners, 42.

Multisensors, 33.

Music, 9, 83-84; see also Beat
generation, Jazz, Rock 'n’
roll.

Musical Ability advantage, 17,
22.

Mutations, 33, 94, 102-103.
National Advisory Committee
on Aeronautics (NACA),

38-39.

National Guard, 111.

Navy, 39.

Nazca lines, 113.

Nazis, 69-71, 121; rockets, 75.

NBC (Nuclear-Biological-
Chemical) suits, 36.

Nommos, 90, 104, 112.

North Atlantic Treaty
Organization (NATO), 64,
72.

Nuclear Physics skill, 23.

Oakland, Ryan, 31-32.

Ocean, 77, 104.

Oppenheimer, Dr. J. Robert, 68,
86.

Outer space, 10, 104; see also
Space.

Paranoia disadvantage, 23.

Patron advantage, 22.

Pauling, Linus, 86.
Peenemiinde, 73, 75; scientists,
31; see also Rockets, von

Braun.

Piccard, Auguste, 77, 86.

Piloting (Rockets) skill, 24.

Plants, carnivorous, 99.

Plesiosaurs, 95, 112.

Police, 39, 88; see also Cops.

Pollution, 102-103.

Prehistoric creatures, 59,
100.2Presley, Elvis, 63, 83.

Primordial entities, 95-96.

Private detectives, 19, 120.

Project Blue Book, 12, 32, 78.

Project Grudge, 12, 78.

Project Janus, 34.

Project Sign, 12, 78.

Projekt Saucer, 70, 76.

Protection factors (PF), 79.

Prototypes, rocket, 76.

Psionics, 22.

Pyramids, 43, 48.

Radiation, 79, 103; suits, 26.

Reporters, see Journalists.

Robertson Panel, 12.

Robots, 50, 56, 99.

Rock 'n’ roll, 9, 83.

Rockets, 73-76.

Russia, see USSR.

Salk, Jonas, 86-87.

Science fiction, 11; see also
Asimov, Bradbury, Campbell,
Heinlein.

Science! skill, 24.

Scientific Advisory Agency
(SAA), 37; see also FBI.

Scientists, 7, 14-15, 34, 107,
mad, 7, 14, 100.

Scout ships, 50, 54, 58, 111; see
also Flying saucers, UFOs.

Sea monsters, 95.

Service prices, 25.

Skyfalls, 55, 96-97.

Slapstick, 120.

Social Stigma disadvantage, 23.

Soviet Bloc, 64.

Soviet Union, see USSR.

Space, 10; arks, 39-40;
exploration, 73-74, 108;
hazards, 74; men and women

from, 100.
Spies, 20, 37, 119.
Sports figures, 20.

Sputniks, 73.

Stalin, Joseph, 63-64, 72.

Status advantage, 22.

Stealth technology, 49, 53-54,
75.

Strategic Air Command (SAC),
63.

Submarines, 77.

Superpowers, 22, 100.

Taiwan, 71; see also China.

Teen-agers, 17, 82; see also
Children.

Time travel, 34.

Timeline, actual, 62-69;
alternate, 42-47.

Titan, 60.

Tongs, 88; see also Gangsters,
Mafia, Mobsters.

Toon, 120.

Towns, small, 103; see also
Cities.

Transportation, 25; see also
Travel.

Travel, air, 81-82; land, 80.

Trieste, 77, 107.

Troglodytes, 100.

Truman, President Harry, 72.

Tyrannosaurs, 95.

Unidentified Flying Objects
(UFOs), 12, 31-32, 56-58,
75, 76, 108; literature, 109,
see also Flying Saucers.

Unidentified Submarine Objects
(USOs), 113.

United Nations (U.N.), 39.

Universities, 39.

Unusual Background (Alien)
advantage, 22.

USS Cyclops, 55, 112.

USS Prometheus, 78.

USSR, 62-65, 72-73.

Vehicles, 27-28; see also
Transportation, Travel.

Venus, 59-60.

Voice advantage, 21.

Volcanoes, 106.

Von Braun, Wernher, 31, 73, 75.

Vortex Tunnel, 55.

Vortun, 55-56.

Warp drive, 33, 50, 58; see also
Biefeld-Brown effect, Flying
saucers.

Wayne, John, 67.

Weapons, prices, 25; table, 27.

‘Welles, Orson, 87.

Western Bloc, 64.

‘Women, 8-9.

Wood, Ed, 6-7.

World War 111, 68-69.

‘Wright-Patterson AFB, 78.

X-planes, 75.

Yeti, 98-100.

Yokels, 21.

Youth disadvantage, 17, 23.

Zombies, 97.
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