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ETHERSCOPE: PLUNGE INTO AN
ALTERNATE REALITY

therscope is a new roleplaying game of cyberpunk Victoriana from Goodman Games. This special
overview will help you underﬆand why reviewers are calling Etherscope “brilliantly original”
and “one of the moﬆ unique and compelling settings to come out of the d20 craze.”
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xperience a world where the paﬆ drives Victorian values into the
modern age. New ether-driven technology fuels zeppelins that
run through the shadows of towering buildings in enormous cities.
Gentlemen in top hats and canes ﬆride down the ﬆreets, accompanied by bodyguards with v-prop weaponry ﬆowed in the gleaming
brass of cybernaughtic arms. Revolutionary cells plot in squalid basements whilﬆ disenfranchised youth shout their rage to punk rock
crowds. And overlaying it all is Etherspace — an alien realm of miﬆs
where thought and skill craft worlds, where heroes attuned to its
myﬆeries move with superhuman ﬆrength and speed and shatter the
laws of physics.



THE YEAR IS 1984.
WELCOME TO THE
GREAT METROPOLIS.

T

he Great Metropolis: the pinnacle city of empire. The Great
Metropolis is not London, the glorious capital of the British
Empire; it is the northern monﬆer that has grown out of the industrial giants of Liverpool and Mancheﬆer. From its towering heights
to its scum-ridden ﬂoor and ﬆagnant waterways, here one hundred
million inhabitants ﬆruggle for survival.
Our “glorious” British Empire dominates the world, and all its
proﬁts are paid out into the great induﬆries of the North. The centre
of this induﬆry is the Great Metropolis, the world’s largeﬆ city and
the place that I call home.
You may ask how the Great Metropolis came to be. It is a good
queﬆion to ask.
I suppose it all began with Herbert Spencer, a philosopher and
friend of Darwin. Juﬆ as the world was ﬁnally abandoning Faraday’s
ether, the medium through which electromagnetism was believed
to wave, Spencer developed a groundbreaking new theory. Spencer combined the Law of Entropy and Plato’s
concept of the ﬁve elements that compose the
world: earth, air, ﬁre, water, and ether. Spencer
speculated that these concepts indicated the
interchangeable ﬆates occupied by the fabric
of the universe: energy, solids, gasses, and
liquids. Fire represents energy, water represents liquids, air represents gases, and
earth represents solid matter. If this were
the case, then ether could also be qualiﬁed
as the unknown quantity: entropy. Spencer’s theory changed the direction of

research into the nature of ether
and renewed funding at a time
when the scientiﬁc community
was beginning to believe that
ether was an archaic ﬁgment
of a Greek imagination, and
Faraday a radical for suggeﬆing
a scientiﬁc explanation.
The theory was intereﬆing, but
the scientiﬁc community would ﬆill
have abandoned the idea except for
one key discovery. In 1874, Harold Wallace discovered Etherspace. Through clever
manipulation of magnetic forces, Wallace opened
a portal into an alternative dimension of reality. This was Etherspace.
Great universities and inﬆitutions soon reproduced Wallace’s experiments. It is fair to say that Wallace’s accomplishment is the greateﬆ discovery of our hiﬆory, and its practical implementations have
changed the world.
Ether is the ﬁfth ﬆate. It is has properties that would be impossible to describe to a world that is without the boon of its discovery.
Etherspace allows the development of miniaturisation on a scale vaﬆly beyond anything silicon chips can manage. It can be vented into an
energy source that is both more powerful and more controllable than
any other known energy. It enables the forging of new alloys that are
ﬆronger and lighter than anything created before.
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THE ETHERSCOPE

T

he development of the Etherscope has single-handedly revolutionised the world. A new technological era of communications and automation has dawned. Scientiﬆs developed Scope points
shortly after the war, but the Etherscope has not achieved widespread
use, as an elite few retain control over it.
In the 1950s the Americans developed technology to transfer human consciousness into Etherspace. Once inside
Etherspace, they could form pathways and landscapes
that have huge potential for recreation, information, and interactivity. Ether, we discovered, is
the material of thought itself, and passing into
the Etherscope has become a common pastime amongﬆ the world’s elite.
The Americans diﬆributed their Scope
jacks for next to nothing. Riding the Etherscope soon became the leading recreational
activity. However, the British government,
seeing the potential the Etherscope has to
subvert and educate their loweﬆ classes,
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outlawed personal Scope jacks, inﬆead providing licenses to eﬆablishments that could
vendor time in the Scope to those whom
they considered responsible. However, the
counterculture always ﬁnds a way, and soon
Scope tabs appeared: drugs that temporarily transfer the user’s consciousness into
Etherspace. These are, as you can imagine,
highly illegal, popular, and tinged with the
usual dangers of recreational drugs.
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NEW DANGERS

A

s you see me before you, speaking in
plain English, tinged by my Mancunian accent, you think me human. You
see the pale tone of my skin and think it is
because of my poor health from living in
the downs of the Great Metropolis. You see
the ﬆrange colour of my eyes and think it
caused by pollution and smog. However, I
should tell you that I am not human — not
as you know it. I am of an older species.
Ours is the loﬆ civilisation of Lemuria,
which our hubris deﬆroyed long ago, and
now you have discovered the same force that
brought about our downfall. The realm that
you call Etherspace is Hell. It holds horrors
that have lain dormant for years. You use
their rage to fuel your zeppelins and your
dreadnaughts; you forge your landscapes
from their ﬂesh and torture them with your
ﬆrange devices and technologies. They will
not sleep for long, and when they awake
they will tear down the world once more.
We are the fey, the loﬆ children of Lemuria, and we know that our anceﬆors
sealed the realm you know as Etherspace
and sank our civilisation to the bottom
of the ocean for a reason: that the secrets
might never be discovered again.


ENTER

ETHERSCOPE

E

therscope allows you to explore a world
where conspiracy, horror, and heroism
await. It is a roleplaying game of imperialism, intrigue, and induﬆry in an alternative
version of our own world. It is a world where
the ﬆrange, even demonic dimension of
Etherspace dominates the technology; it has
altered the nature of society and the course
of hiﬆory. In Etherscope, you have the
chance to become one of the intrepid individuals who faces Etherspace’s dark secrets.
You and your friends are the heroes. The
world of Etherscope is a dangerous place
to be. The myﬆeries of the Etherscope, the
demonic forces that lurk within it, and the
corruption of imperialiﬆ societies are yours
to unravel.
As in many roleplaying games, in Etherscope you play the part of a team, whether soldiers ﬁghting for empire, explorers

searching for loﬆ Lemurian artefacts, or
Scope riders ﬁghting for survival on the
mean ﬆreets of the Great Metropolis whilﬆ
combating the evil induﬆrialiﬆs in the
Scope. Some of you have special skills at
uncovering clues or hacking into the Scope’s
induﬆrial domains. Others risk life and
limb to defend your team from your enemies
— demons, Syﬆem agents, and rival nations
— utilising personal arsenals of weaponry.
Yet others secretly tap the powers of Lemuria’s occult myﬆeries or are skilled at crafting the illegal Scope tabs your team needs to
get into the Etherscope.
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THE WORLD OF
ETHERSCOPE

E

therscope combines elements of cyberpunk, Victoriana, and horror genres to
create a unique gaming experience. Etherscope transports you to a new and detailed
world where empire and induﬆry control the
world, and poverty and rebellion seek haven
in the Etherscope’s shadows.The heroes you
play will encounter the imperialism and
dark horror of the Etherscope world.
The dominating factor of the Etherscope
world is the Etherscope. This parallel dimension allows a person to ﬂing his consciousness into artiﬁcially conﬆructed cities and
domains built for entertainment. The military
and induﬆry also use the Etherscope to ﬆore
and manage vaﬆ quantities of information
in dark and oppressive processing domains.
The Etherscope is a tool and plaything for
the rich and powerful. Outside of the upper
class elite, only clerks are provided limited
Scope access, so that they may perform their
duties. The true power of the information age

is reserved for the wealthy.
Etherscope includes a detailed political world, with three great superpowers
— Britain, the United States, and the
German-led New Reich — attempting to
undermine each other’s inﬂuence. This leads
to a dramatic social ﬆruggle, where upper
and middle classes live comfortable lives in
sheltered houses and mansions, whilﬆ the
workers prop up the vaﬆ induﬆrial machine
on slave wages, ﬆruggling to eat from one
day to the next. This class ﬆruggle leads to
a rise in rebellious thoughts, with republican, nationaliﬆ, and socialiﬆ revolutionaries
never hard to ﬁnd. Nowhere is this rebellious
tension better felt than in the Etherscope.
The downtrodden have discovered Scope
tabs, and a drug-based counterculture of
Scope riders has sprung up, looking to hack
into military and induﬆrialiﬆ domains and
crash the ariﬆocracy’s parties.
However, much more of
the Etherscope world is
there for players to explore
outside of the great cities and the Scope. Many
wild, uncharted regions
remain, and characters
with the time and inclination can ﬁnd plenty of
excuses for adventure. In
the Etherscope world
the legacy of Lemuria
provides forgotten technologies and artefacts
— treasures waiting to
be found by those with the spirit and resources to hunt them. The lands of South America
are as wild as America’s Old Weﬆ and have
their own legendary gunslingers, many augmented by cybernaughtic targeting syﬆems
and modern weaponry.
Underlying all of this, Etherscope is a
game of horror. The truth is that Etherspace
is a hell dimension, inhabited by many powerful demons that have lain dormant for
millennia. As mankind blunders through
the Scope, it can only be so long before the
demons awake and wreak havoc upon the
world. Many dark, occult secrets wait to be
uncovered, and many demons and myﬆical
enemies will challenge your characters in
the process.
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characters can be soldiers or oﬃcers of a
military unit, explorers searching the wilds,
ﬆreet scallies ﬆriking at the cruelty of
greedy induﬆrialiﬆs and a careless government, or Scope riders lurking in the bowels
of the cities and living their heroic lives in
the Etherscope. They could be gunslingers
of the Savage South, occult inveﬆigators
tracking down demonic inﬂuences, or powerful induﬆrialiﬆs out to make their own
names through their skills and ingenuity.
Etherscope is a rich game world with many
diﬀerent avenues for adventure and many
myﬆeries to uncover.
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WHAT´S NEW IN
ETHERSCOPE

E

therscope is based on the Open Game
License, which uses a popular die called
a d20. Many other games out there also use
d20s (and moﬆ say so on the cover somewhere), so you might be familiar with the
syﬆem. If you are familiar with fantasy roleplaying games that use d20s (such as those
involving dragons), you already know a lot
about the syﬆem.

New Elements in
Etherscope

T

he following aspects are unique to
Etherscope. Whether or not you are
familiar with other modern-era games,
these are new.
Values and Allegiances: Etherscope
does not use traditional alignments. Inﬆead
it uses the combination of values and allegiance to determine a person’s moral code.
Values: Choose one virtue and one vice.
The virtues and vices come from the same
liﬆ of Victorian values, but taking a value
as a virtue or a vice means something diﬀer-

ent. The liﬆ includes: bravery, detachment,
enthusiasm, honeﬆy, loyalty, patriotism,
progress, and tenacity.
AL (Allegiances): Choose one major
allegiance. You may also choose one minor
allegiance. Allegiances include, but are not
limited to, a person or group, an organization, a nation, or a belief syﬆem. You choose
the particulars of an allegiance. The DM
may grant you a +2 circumﬆance bonus on
Charisma-based checks when dealing with
someone who has the same allegiance, but
the main purpose of allegiances is as tools
for roleplaying. Where do your character’s
loyalties lie?
Excellence Points: You can spend an
excellence point to re-roll a single die roll,
“max out” a roll (automatically get the higheﬆ possible number) before the roll is made,
or activate an ability that requires an excellence point. Moﬆ characters gain 3 excellence points at 1ﬆ level and an additional
point every odd level, and you can use each
point once per adventure. These points represent the amazing powers of the human
spirit and only player characters and special
GM characters get them.
Social Template: Your social template
represents your background and social
ﬆanding.
Wealth: Purchasing items does not lower your wealth unless you take 20. In the
Etherscope setting it is diﬃcult to raise or
lower your wealth. There is little room for
climbing the social ladder.
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Want to learn more? Look for Etherscope at your local game ﬆore. These titles are available or coming soon:
™

™

™

ETHERSPACE ADVENTURES
IN AN AGE OF INDUSTRY,
INTRIGUE, AND IMPERIALISM

All-new
adventure!

Only $3!

PLAYING THE
GAME

A

s a player in Etherscope, you take on
the role of one of the brave few who
seek, or are drawn into, adventure. Depending upon the ﬆyle of game you wish to play,

A COMPLETE ROLE PLAYING GAME
Created by Nigel McClelland and Ben Redmond

?nb_lm]ij_=il_Lof_\iie
Available now

AN ETHERSCOPE
ADVENTURE FOR LEVELS 13

Domn[>_fcp_ls
Available February

A SETTING SOURCEBOOK
Created by
Nigel McClelland and Ben Redmond

Nb_Al_[nG_nlijifcm
Available February

