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The genre
Pulp science fiction magazines published on cheap wood pulp paper.

Their main market was schoolboys, teenage boys, and young men. This was the
genesis of the modern science fiction genre despite some good, bad, and awful
writing.

They had to publish works that parents in a conservative culture would
approve of, but this did not present much of a problem for the writers.
Adventure stories work just fine with heroic protagonists who do not
perpetrate depravity. Some other pulp fiction genres were marketed to adult
men and used a completely different standard (noir had lots of vice, but it was a
completely different genre).

The pulps thrived and grew from 1900 until the start of World War Two.
Newspaper comic strips, comic books, radio plays, films, and actual science
were added to the genre as time went on. The genre declined and changed
rapidly once the war started, and it vanished during the moon race. Wartime
and postwar storylines were different from the earlier ones this game is based
on.

Pulp magazines often had short stories and serialized stories, half a dozen
per monthly issue. The cheap paper let them publish without filling the issues
with advertisements.

The short-lived magazine titles popped up like mushrooms and
disappeared as vapors. The cheap pulp paper did not last long either. Amazing
Stories and Astounding Science Fiction were two of the longer-lived titles.

Surviving properties include Flash Gordon, Buck Rogers, Tom Corbett,
John Carter of Mars, and the works of H. P. Lovecraft. Pulp science fiction
influence on culture is pervasive through secondary effects: Science fiction
descended from it is now a mainstream genre that affects culture & technology.

Disclaimer
This is background information on the pulp science fiction genre. Many

people wrote many things over a 70-year period. For every generalization here
there was at least one example of the opposite.
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The golden years for pulp science fiction
Pulp science fiction started with Jules Verne in the 1890s, but did not get

rolling until the turn of the century. The space opera plots were similar to
westerns (think sheriffs in space with ray guns), and also ocean voyage stories
(called travel stories back in the day). The travel stories went to exotic locations
by sea and adventure happened. Substitute a space ship and you have a science
fiction story.

World War II and the red scare changed the plots for science fiction
stories completely. The adversaries were incredibly dangerous, and many good
men died opposing them. These adversaries put much effort into planting spies,
recruiting traitors, and deluding people to become turncoats. Post-1940 plots
often featured spies and traitors. Traitor stories do not fit well into this game
because the psychology of the audience in the golden years was different;
traitor stories did not sell well before Hitler and Stalin.

Pulp scifi stories predated space probes and took characters to all the
planets, moons, and asteroids in the solar system. Many of them were
inhabitable, and some of those had natives. This game takes the adventure
interstellar instead.

PG rated genre
Almost all pulp science fiction was PG rated. So keep your game and role-
playing PG-rated.

Book Covers
Many pulp science fiction book covers depicted a woman in tight,

skimpy, or torn clothing to sell more books. Half the time she was fainted,
being kidnapped, and/or being rescued. Oddly, the cover was much, much
racier than the book, where racy stories were not tolerated.

Characters can have artwork with skimpy or tight-fitting clothing to
show their rippling muscles or feminine curves. Just keep it PG rated.

Self-reliance
America still had a frontier culture when pulp science fiction got started,

so these people were self-reliant. When San Francisco was destroyed in 1906, the
inhabitants rebuilt it themselves. The only help they got from the government
was a tent camp that lasted a few months.

Britain was an empire at the time, and Englishmen out in the Empire were
expected to be resourceful, self-reliant, and show leadership.

Your characters are the same; they take charge, handle things themselves,
and only call for help when necessary.

A mans word was his bond and his reputation mattered
A mans word and reputation used to mean more than it does now. In fiction,
the hero kept his word even if it cost him. Some villains would even do this.
Hero and villain both cared about their reputation.
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Men, Emotions & Hugging
Men did not hug in Western culture a hundred years ago. They were raised to
not show any form of emotional vulnerability. Pulp science fiction reflected that.
Your male characters have emotions, but do not get emotional. They do not
hug other men. This is one of the defects in traditional culture.

Strong gender roles
The people 100 years ago lived in a society with strong gender roles,

and they wrote their fiction the same way. The self-reliant men were taught how
to fight, shoot, and ride horses. Running a household took a woman all day
and it was really hard work. So they specialized. Men did mens work and
women did womens work.

Women were more liberated in this genre. They could go on adventures
and were not expected to stay home.

Men treat women honorably in this genre. Also, the sight of a woman
being mistreated causes good male characters to get involved immediately. Men
risk their lives to protect women, children, and innocents. They sacrifice for the
comforts of those people.

Many teenage boys who read pulps got whipped with a belt if they hit a
girl or let a girl come to harm. The girls would be disciplined for disrespect
or disobedience. This attitude was reinforced in the stories they read.

Men who try to cook or think they can cook were an endless source of
comedy gold in this genre.

Gender and character backgrounds
The character backgrounds and their skill sets reflect the genre.
Most of the mens skills relate to flying space ships and beating up bad guys.
Most of the womens skills are more mundane sounding, but much more useful.

Womens rights
Women had limited legal rights. They were gradually granted voting and

property rights in the Western world during the time the pulps were printed.
Yet the pulp science fiction genre often showed women as equals in most ways.
It was quite progressive.

Even though women were depicted as equal, they still had female gender
roles. They were depicted as equal but different. Your characters believe that men
and women are different, but equal.

The readers liked seeing women treated with equality and respect; only
bad guys oppress women & minorities in this game.
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Women in pulp science fiction
Most women in this genre fell into three categories: women who were

there to be rescued (like the NPCs in this game), empowered women (like the
player-characters in this game), and female assistants who were empowered and
sometimes saved the day, but still needed rescuing sometimes.

The male characters were there to rescue damsels-in-distress and thump
the bad guys. The empowered women were there to figure out who the men
should thump.

Women were not usually in charge of men in pulp scifi stories, but game
masters are free to ignore this precedent if they prefer to play a mod game.

Skirts & dresses
Most women in the past wore skirts & dresses, while men wore pants. In

many parts of the world, they still do. And why is that? Ready access to
indoor plumbing is a recent development. Modern women frequently find why
women wear skirts when they go camping; there are few toilets in the bush, and
they have to pull their pants down several times a day. Sometimes they get seen.

Skirts give you freedom of movement like pants, but do not protect your
legs from brush. Dresses protect your legs, but you have to hike them up with
both hands to run. Wearing leggings under a skirt give you the advantages of
both. The problem is that leggings can either protect you or look good, but
not both.

Racism
Racism was an ugly reality a hundred years ago. Yet pulp science fiction

was usually progressive and had little overt racism. There was plenty of subtle
racism, though.

Books, comics, movies, and other media usually depicted most characters
the same race and nationality as the medias customers.

There were often subtle racist overtones. a hundred years ago, characters
were often nationalistic, imperialistic, and/or colonial. Earthmen frequently
encountered beings on other planets who lacked the technology and vigor to
reach the stars or perform heroic acts. Many of them needed Earthmen to
show up and solve their serious problems.

Your characters are not racist, and in this game Earth is neither
nationalistic, imperial, nor colonial. It does not need to be. Earth does have an
accidental empire, all the worlds who depend on it for protection. Sometimes
the aliens do need Earthmen to show up and solve their serious problems,
because that is what heroes do.

Readers liked equality in this genre; only bad guys are overt racists or
oppressors in this game.

Heroism
Earthmen are heroic and vigorous. Most aliens just keep to their own planet.
When the planets in Earth space need something amazing done, they look to
Earthmen to be heroes. Your characters are heroes and should act like heroes,
even if they are accidental heroes.
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The fainting stereotype
Women wore corsets up until 1920. Corsets were laced tight to give her

a better figure. This displaced some of her organs and restricted her
diaphragm. So women sometimes fainted under adverse conditions. Anything that
could cause a sudden increase in respiration could cause fainting. This included
sudden physical or emotional shock.

The fainting stereotype persisted in fiction for a generation after the
corsets came off. So female characters sometimes faint when something big
unexpectedly happens. This is not usually a problem in the game.

Women did not wear corsets after the 1920s, when pulp science fiction
films started showing up. Many films had the women scream instead of faint (it
was more dramatic in screen). This game does not have screaming rules because
it is less dramatic in a game and does not give the characters a bonus for
anything.

Respect & obedience
People a hundred years ago were much more respectful of parents and

authority than today. Women were even more respectful and obedient; they were
raised to do what they were told.

There were disrespectful, disobedient people a hundred years ago that
acted like people today. Nobody trusted or respected them.

Your characters are respectful and obedient to their supervisor and
other authority figures, and this goes double for female characters.
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Authority within marriage
Most families in the world have a chain of command. The children have to

respect and obey the parents. If he and she disagree, dad has the tiebreaker. It
was like this here a hundred years ago, and it is like that in the pulp science
fiction genre.

Nowadays it is different in Western culture. Many kids do not respect
their parents, and do not always obey. Mom and dad fight a lot, because
without an established chain of command, every decision is a power struggle.
Who will do the dishes? (Lets fight about it) Who gets the remote? (Let the
contest of wills begin). This is one of the reasons for our 80% divorce rate.

The husband is a dictator in many places in the world. It was not so
out-of-balance in last-century England & America, and definitely is not so in pulp
science fiction, where women are usually depicted as equal.

If your female character is married, she respects and obeys her husband.
If your male character is married, he respects the desires and opinions of his
wife, tries to please her, and sometimes overrules her for the good of the
family. Most pulp science fiction writers depicted the marriage relationship
something like this. It pleased both the male and female audience. This type of
relationship also fosters healthy real marriages.

Polite speech
Some men cursed a hundred years ago, but few women did. There was no

cursing whatsoever in most of the pulp science fiction genre, not even with
surrogate swear words. The closest they got was when Buck Rogers exclaimed
ROARING ROCKETS! LOOK AT THAT!

Your characters do not swear at all, not even with surrogate swear
words. Players should speak politely as well.

Some role-playing games have a statistic called LUCK. This game does not.
When the game master looks for the victim something bad happens to, he will
pick the player with the dirtiest or least respectful mouth. When he looks to
bestow something good on someone, he will pick the most polite player.

Blasphemy was socially unacceptable 100 years ago. There is a -1
experience penalty if you or your character blaspheme.
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Morals, the Bible, and your character
Most people went to Sunday school growing up a hundred years ago.

Most people went to church, and most people knew the Bible well. They quoted
scripture in schools, in government, and on the job. They used the Bible as a
moral compass and took it seriously. If the Bible said to do something, most
people would. If the Bible said not to do something, most people would not.

The pulp science fiction genre did not quote the Bible much, but the
heroes lived what it said. They also prayed to God when necessary. The heroes
exemplified what the readers perceived as good.

There were criminals and scoundrels a hundred years ago, but we have a
lot more. We have ten times the crime rate they did, and most of our people
use political correctness instead of the Bible as their moral compass.

So your Sunday school educated character may know the Bible better
than you do, and also live it. This can make good role-playing a challenge. For
a quick primer on what your character believes and lives, read the Ten
Commandments and the book of Matthew in the Bible.

Our forefathers got into trouble when their established culture
contradicted the Bible and they went with culture. For example, some of them
treated immigrants and other races poorly.

Mental powers
The people who read pulp science fiction a hundred years ago strongly

believed that there were two sources of paranormal power: God and His fallen
servant. Anything not of God is a trick. Therefore, there is no such thing as
white magic or mental powers, only misguided people creating trouble by
drawing from the wrong source. Your characters and the good people in this
genre believe the same. This viewpoint comes straight from the Bible.

Some of our forefathers visited spiritualists and mediums to talk to the
dead and be defrauded of their money, but most viewed this as something
perpetrated upon fools by shysters. Most of their pulp science fiction depicted
paranormal power as evil and/or extremely dangerous. This viewpoint started
softening in the 1950s and reversed in the 70s with the advent of the new age
movement and Star Wars.
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Families stuck together
Family was more important than you can imagine a hundred years ago.

Everyone lived close to each other. Multiple generations often lived in the same
house. Getting a babysitter was never hard because the grandparents were close.

There were exceptions. Some families had a black sheep who did not get
along and moved far away.

The grandparents lived close to their children, lived with one of them,
and were taken care of.

Parenting is hard. Grandparents used to teach their children how to
parent. Nowadays the grandparents are distant and the new parents are winging
it. More often than not the kids are raised by minimum wage daycare workers.
Our forefathers parented better than we do by this measure.

In pulp science fiction the protagonists got along great with their
parents. They plan to get married one day, move close to family, and raise kids.
Or if they find a really good planet, they will bring the whole family there to
settle. Some pulp science fiction writers made protagonists who were black
sheep, but they were uncommon outside of action/adventure.

Marriage and divorce
Divorce is one of the worst things that can happen to you and your

children. The divorce rate was 10% until the 1920s, when it shot up to 15% in
the feminist backlash from suppressing womens rights so long.

Our official divorce rate is 50%, but our marriage rate is also 50%. Half
of our couples are living together like married people and doing the things
married people do, so they are virtually married. Unfortunately, the failure rate
of these relationships approaches 100%. This gives us a real divorce rate of
80%. Our forefathers were doing something right, they had stable families.

Divorce, cohabitation, and couples fighting are unthinkable in pulp science
fiction. Your characters come from a world of stable families.

The fatherless rate
The fatherless rate was 3% until 1960. Yet more than half the criminals,

suicides, addicts, prostitutes, and gang members came from that 3%. They have
20 times the failure rate. Today the fatherless rate is 30% and all of these
problems are 10 times as big.

Our forefathers knew this well. There was an oft-repeated saying: As goes
the family, so goes the country. They were intolerant of fiction role models with
families they saw as dysfunctional.

If your character wants to be a Space Cadet, Space Ranger, or anything
similar, they must come from a healthy family with a father and mother who do
not fight. Dad came home every night, mom was always there when the
character came home from school, and everybody ate dinner together.
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Dating
Even though men and women take long voyages in small spacecraft, your

characters would never even contemplate an illicit relationship. Romantic tension
can happen, though.

Pulp science fiction mostly sticks to the moral ideal of the day: The only
reasons to date are to have fun with a mixed group of friends or to find a
spouse. The farthest a relationship can ever get is a kiss, and once that happens
you know the characters are going to get married.

Our forefathers understood that premarital sex causes you to fall in love
with someone you picked for the wrong reason (a major cause of our high
divorce rate). They also understood that waiting until marriage and dumping
everyone you decide you would not marry usually leads to solid marriages
(hence their low divorce rate). Our forefathers had hormones and emotions, so
not everyone did it this way, but they still had an 80-90% marriage success
rate.

In pulp science fiction, nobody goes beyond kissing. The goal of dating
is to find a spouse. When characters get married, they stay married and live
happily ever after without fighting. That is the way the pulp-buying customers
wanted it, so that is the way the writers wrote it. Also, women buyers liked
happily-ever-after and men liked to see the hero get the pretty girl.

Any character that divorces or has sex outside of marriage becomes
property of the game master. Immediately, no exceptions. Fortunately, the captain
of a space ship can perform marriages.

Credit & loans
Most people did not take loans unless they had to a hundred years ago.

Not only was it cultural, they understood what would happen if a family had a
financial reversal when they already owed money.

There are too many people today who are on a treadmill of debt. They
pay interest every month and have no assets. And some people think this is
normal.

The people a hundred years ago would never put up with a fiction role
model who was in debt. Your character is not in debt, does not borrow
money if there is a way to avoid it, and sees making payments as being in debt.

A hundred years ago home loans were for 7 years and it was not seen
as shameful because it was a secured loan: The loan was against a house that was
worth more than the loan. Layaway plans were also acceptable.

Small government
The people a hundred years ago had a saying: The government that

governs least governs best. They liked their government small and did not want
it to interfere in their business. Most pulp writers depicted such governments.

Our modern concept of large government came about through 80 years
of fear and trouble. The Great Depression devastated the world economy and
made many homeless in the thirties. World War two and the post-war depression
took up the forties. The cold war threatened nuclear annihilation until 1990.
After 2000 economic problems began. People looked to a bigger and bigger
government to solve these problems again and again.

It would be unthinkable to someone a hundred years ago for the
government to have this much control over our lives. The governments in pulp
science fiction were mostly projections of what the writers knew.
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The Earth Government in this game is a hands-off government that
provides military & police services, regulates when necessary so the big
corporations do not get out of hand, and tries to keep commerce happening.
Your characters see their duty to uphold the Earth government even if they do
not work for it.

Colonies
There are lots of resource-rich planets without intelligent natives. Earth

has colonies on some of them. Colonies close to earth will have inhabitants
who were there for generations. Colonies on the frontier will be small and have
few services.

Earth does not colonize inhabited planets. They do not have to. The
natives usually need Earth to provide security (to keep the pirates and evil
empires away), and solve their hard problems. In return they pay tribute
(whatever is cheap for them and expensive for Earth). They must allow their
citizens to volunteer for Earths Alien Legion. They may also host a base.

Earth permits alien laborers on their colonies, but does not permit aliens
to be a majority. Aliens have no voting rights in Earth colonies, so the law
protects them from oppression.

Few planets in Earths sphere of influence have alien colonies. Most aliens
are not interstellar, and most of the ones who are stick to their own planet.

Earth has an explorer/pioneer culture and is a benevolent de-facto
accidental empire. It is not an oppressive colonial overlord, nor is it bent on
conquest. Most of its corporations are captained by men who want to do
good and make a profit doing it. There are evil men who see things differently,
and it is the characterÕs job to arrest them for their malfeasance.
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Source material
• First and foremost, uncountable short stories using the space ranger /

lawman in space subgenre between 1890 and 1960.
• Buck Rogers in the 25th century
• Flash Gordon
• Tom Corbett, Space Cadet
• Rod Hathway, Space Detective (and Teena!)
• Buzz Corry and the Space Patrol
• Captain Hawkins of the Perimeter Patrol
• Dave Kenton of the Star Patrol
• Captain Quick and the Space Scouts
• Gale Allen and the Girl Squadron
• Rocky Jones, Space Ranger
• Meteor Martin by Basil Wolverton
• Spacehawk by Basil Wolverton (the pre-war stories)
• Space Patrol by Basil Wolverton


