


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.
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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;/.
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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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