
ATTENTION!
This section of Uchronia 1890 is intended for the use of the Chronicler.
As such it will inevitably discuss some of the Great Secrets of the game.

If you are not the Chronicler stop reading now. If you continue you are only spoiling things for yourself.

Uchronia 1890 would obviously never have come to be without the works of Jules Verne, Herbert George Wells and 
the other harbingers of "modern" science fiction. (The term "Scientific Romances" is generally applied to these early works 
of science fiction.) One of the objectives of Uchrona 1890 is to capture the mood and charm of these period accounts while 
simultaneously providing the Players with epic and astounding adventures that are filled with strange and unexpected 
events. The game endeavors to take a historical tone and mix it with varied elements to create a game in the "steampunk" 
fashion. In essence, to open the doors on a world simultaneously surprising and familiar to the Players, to show them a 
world where history may diverge at anytime, a world where anything is possible...

To succeed in bringing this "impossible past" alive the Chronicler has a number of tools, references and formulas at 
his disposal. Soon we will look further at those devices, but first we shall take a look at the four "Dimensions" of the game, 
that is the four key points which differentiate Uchronia 1890 from other, more traditional, role-playing games.

Uchonia 1890 is not only inspired by the themes found in the adventure tales of the late 19th century but also by their 
style, form and ambiance. This is why we use terms like Chronicler, Episode and Serial. We intend to lay the foundation 
from the very start that this is a game focusing on dynamic and lively narration favoring suspense and dramatic tension. The 
Serial Dimension is not only reflected in the tone created by the Chronicler but also in how the Players portray their Heroes, 
how the Episodes are constructed and how the Serial is developed. The Chronicler should not hesitate to make use of the 
same maxims and stratagems still employed by television and comic book scribes today: recurring adversaries, constant 
unexpected turns of events, blatantly theatrical flourishes, cliffhanger endings and other time-tested narrative elements. 
(These various "tricks" for setting scenes are examined in detail when we look at the Chronicler's roll as Director.)

Another characteristic typical of serialized story-telling is the spreading out of the Heroes' adventures over several 
years. This allows the Chronicler to bypass the mundane stretches of everyday life and focus on the occasions that are 
exciting or important to the story (with a little luck and work they will be both!), In the particular context of Uchronia 1890, 
where "end of the century" equals "end of the world", this aspect of the Serial Dimension makes it possible to progress 
steadily towards that fateful year of 1900 and the Great Invasion... The stories created for Uchronia 1890 will present 
accounts where terrible threats endanger the Earth and her inhabitants,  as such the Heroes do not just fight against the 
servants and machinations of the Prometheans they also fight against time! The clock is their enemy as sure as an unseen 
assassin, each passing day brings humanity inexorably closer to the moment when the Earth's ultimate fate will be judged. 

To ensure that the Serial Dimension of the game functions in the most optimal way the Chronicler must manage the 
dramatic crescendo of the story with care. As time progresses and the Serial gains momentum there will be a progressive 
rise in the level of danger and threats presented to the Heroes, correspondingly the repercussions of the Heroes victories 
and failures will also be more consequential and farther reaching. Which naturally brings us to the second Dimension of 
Uchronia 1890: the Heroic Dimension.

The logical follow-up to the Serial Dimension, the Heroic Dimension can be summarized in one sentence: 

What can, at first glance, seems a fairly obvious statement in fact implies a very particular approach to the game. An 
approach that is not always found in all role-playing games. Like their literary and cinematic prototypes the Heroes of 
Uchronia 1890 are exceptional individuals with capabilities markedly above average, the kind of people who often profit
from providential strokes of luck in the most critical situations. This does not mean they cannot fail, nor even lose their life. 
What it means is that the Heroes are not there to die stupidly or inconsequentially a the beginning of an Episode or 
following an unlucky roll of the dice. The rules of Combat guarantee the Heroes fairly good chances of survival, but the rules 
certainly do not prevent the Heroes from being put Out of Combat and thus captured, imprisoned, perhaps even tortured by 
their enemies (all in the purest tradition of the action/adventure genre).

This status as a Hero is not intended to give the character "perpetual survival insurance".
And don't forget there's another side to being a Hero: these are people bound to be swept into the tumult of the 

Secret War. The Heroes need to be bigger than life if they expect to persevere against all the challenges the Secret War will 
throw at them.

Additionally, The Chronicler is completely free to make things more "realistic" and brutal for Cast Members who 
portray themselves as petty, mean or stupid. Thus, a character who quickly abandons his companions in a perilous situation 
in order to save his own skin is clearly not a hero any longer. He deserves to loose those benefits that true Heroes enjoy 
and may look forward to an ignominious death. This is clearly contrary to other role-playing games where cynical and 
materialistic attitudes are the norm. This survive-at-any-cost logic may be perfectly suited for other games and stories but is 
in utter opposition to the Heroic Dimension of Uchronia 1890. 

Ideally this Dimension will also be illustrated by the destiny of the Heroes portrayed by the Players. As much as is 



possible the Chronicler will have to place the Heroes into increasingly important roles not only within the Club but also in 
the history of the world at large. When the Heroes succeed in performing decisive acts, when they celebrate grand 
successes, when their discoveries and inventions have real impact on the course of world events, then the world of 
Uchronia 1890 clearly becomes a world different than our own. As discussed in the Uchronic Dimension.

The universe of Uchronia 1890 is simultaneously "historical" (since the action takes place at the end of the 19th 
Century) and markedly fantastic. It is a world where Queen Victoria exists alongside Extraterrestrial Entities, Anachronistic 
Inventions and other bits of the bizarre. The game may start off resembling our history but the uchronic elements found in 
the story will seriously disrupt the normal course of "reality". This pseudo-historical aspect of Uchronia acts at the same time 
as pretext and as facade in game.

When play starts history in the game has not diverged significantly enough to be discernibly different from the past 
that we know. As such when the Heroes are created they based on the normal conventions of the late 1800s. The fact the 
the Unchronic Dimension of the game manifests itself only at the very instant the game commences offers several 
advantages to game play and story telling and opens a rather unusual perspective for a role-playing game.

The first advantage is that ease of introduction: a person playing Uchronia 1890 does not have to digest a 
background that is too unfamiliar or alien before building his Hero or starting the Serial. If the player has no familiarity with 
the era a brief review of online resources would bring them up to speed and to get the understand appropriate "feel" of the 
game reading some Jules Verne or Arthur Conan Doyle should prove sufficient. All the details will be discovered during 
play, in the course of the Episodes. 

The second, not inconsiderable, advantage is that of surprise. If the game were truly historical the players would 
know that the actions of their Heroes would not be able to alter the course of history in any real, significant way. But in 
Uchronia 1890 anything can happen... Jack the Ripper can be identified and stopped, Paris can be destroyed by a rain of 
fireballs, Queen Victorian can be assassinated in front of Buckingham Palace! Consequently the Heroes will find
themselves presented with situations where their actions will an actual effect on history (they will be the ones to save Paris 
or Queen Victoria... or they will be the ones who fail to do so!). Their success or failure will not be predestined based on the 
history of the real world. This means that the Heroes will have a chance to (re)make history, a privilege seldom granted to 
characters in role-playing games. 

From the moment when the players realize that the world of Uchronia 1890 does not follow the same chronology as 
ours the impending Promethean Invasion takes on a very different, more real, dimension. The Invasion ceases to be a 
vague, far-off possibility and becomes a palpable threat with all of history at stake. 

The Uchronic Dimension of the game can open possibilities unimaginable in other role-playing games. Let us 
suppose, for example, that the Heroes manage to convince a top member of the French Government of the existence of the 
Secret War and the Promethean Conspiracy and the threat they pose to the whole of humanity. In a more traditional game 
"logic" and "realism" would ensure that the schemes of the villains would chip away at the efforts made by the Heroes until 
the results were inconsequential. But in Uchronia 1890 nothing prevents the Chronicler from deciding that the authorities 
take the Heroes and their warnings completely seriously, placing the country into a state of alert and entrusting the Heroes 
with the direction of a secret ministry intended to deal with the Promethean problem.

This wild, feverish side or the world of Uchronia 1890 is not limited to possible historical divergences. Reality hides 
many other surprises... which is the concern of the fourth dimension of the game:  Heterogeneous Dimension. 

The Heterogeneous Dimension is, both literally and figuratively, "Fourth Dimension" of Uchronia 1890. The tableau 
that is the universe of Uchronia 1890 integrates a variety of apparently disparate elements: Extraterrestrial Invasion, 
Alternate History, Extraordinary Inventions, Secret Societies... but that's just the beginning. There are also Paranormal 
Powers, Lost Civilizations, Micro-Universes and other bits of strangeness all wrapped up in Word-Spanning Adventure. 

Carefully meted out these elements make it possible for the Chronicler to create a sense of surprise, mystery and 
wonder. This will help keep the players curious and excited about the world and provide the Chronicler the widest possible 
canvas to create the game on. The Chronicler must be careful, though. If handled poorly, or without thought to the story as a 
whole, these elements may contrarily give the impression of a free-for-all setting without true cohesion and coherence. A 
place where the actions of the Heroes are likely to be drown in the random strangeness of the world. 

Of the Four Dimension of Uchronia 1890, the Heterogeneous Dimension is undoubtedly the most difficult to 
comprehend and implement on a practical level. The Chronicler should not regard the mysteries of the world of Uchronia as 
something the players must digest immediately so that the game may race on to the "big issues" (thwart the enemy plot, stop 
the invasion, save the world). On the contrary, the secrets of the setting must be carefully disseminated with in the thread of 
the Episodes and only when their discovery brings something interesting to the story.

It is perfectly possible to play a dozen or more Episodes before the existence of the Selkies is mentioned. It is 
completely acceptable to play several preliminary Episodes before introducing the Club or revealing to the Heroes the 
threat of the Prometheans. 

As a Chronicler it is your responsibility to manage the flow of the story and to judge the interests of the players so that 
you know what elements to introduce and when to introduce them. You may choose to heavily stress certain aspects of the 
setting over others... you may even leave aside certain elements (provided they do not fit your game's style or don't help 
create an interesting story). Thus, if the Selkies and Lost Atlantis do not fit in with your style or the story you want to tell there 
is nothing preventing you from writing them out of the script... or simply ignoring them until you run Uchronia 1890 for a 



different group of players. Similarly there is nothing preventing you from side stepping the Secret War and focusing your 
Serial on a more lyrical form of the game focusing instead on one of the "secondary" motifs like the magic of the Adepts or 
the search for Atlantean Artifacts. You may even want to add your own concepts and themes to the setting...



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /SyntheticBoldness 1.00
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile (None)
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck true
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /JPN <FEFF3053306e8a2d5b9a306f30019ad889e350cf5ea6753b50cf3092542b308030d730ea30d730ec30b9537052377528306e00200050004400460020658766f830924f5c62103059308b3068304d306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103057305f00200050004400460020658766f8306f0020004100630072006f0062006100740020304a30883073002000520065006100640065007200200035002e003000204ee5964d30678868793a3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /FRA <>
    /DEU <>
    /PTB <>
    /DAN <>
    /NLD <>
    /ESP <>
    /SUO <>
    /ITA <>
    /NOR <>
    /SVE <>
    /ENU <>
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


