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t is June of 1897. Victoria, Regina and 
Imperatrix, Queen of England and Empress of 
India will celebrate her 60th year as monarch 
this weekend. Subjects from throughout the 

British Empire have flocked to London to witness 
the spectacle and wish their beloved ruler well. 
There is little land left on earth that is not affected 
in some way by Victoria’s mighty Empire, and 
tens of thousands of foreigners will also be 
present to pay their regards and witness the 
nineteenth century’s 
great going-away 
party for itself. The 
city of London has 
grown to twice its 
normal size in the 
past few weeks, but 
is bearing up with 
typical British 
fortitude as 
congenial English 
hosts welcome the 
assembled 
multitudes of the 
Empire, and the 
world. 

At the centre of 
it all is a remarkable 
woman, now old 
and dour in 
countenance, but 
still strong and 
resolute in 
character. For most 
Britons, knowing 
Victoria is on the 
throne has been the 
one constant in an 
era of amazing 
changes. Sixty years 
ago, steamships and locomotives were 
innovations, today, they are commonplace. 
Photography, now widespread, was still in its 
earliest infancy. The telegraph and electric power 
were merely dreams in the minds of scientists, yet 
now both are a reality. The world is still changing, 
faster than ever before. In Paris, fashionable 
citizens have been seen riding in “horseless” 
carriages, and inventors are now seriously 
studying the conquest of the air, an idea which 
would have labelled them as eccentric, if not mad, 

had they pursued it in the year Victoria took the 
throne. 

Banners of adoration celebrating this Queen 
and her reign bedeck all of London. The climax of 
the month-long celebration culminates outside of 
the city, however. Leaders and luminaries from 
around the globe have been invited to attend a 
weekend filled with festivity and ceremony as 
personal guests of the Queen at Windsor Castle. 
For three glorious days, the world’s most notable 

individuals will be 
gathered together in 
one place to celebrate. 

Beneath the 
surface, however, 
serious business is 
being conducted. 
Recent diplomatic 
incidents loom large 
in the minds of the 
attending heads of 
state. Scientists and 
inventors gather in the 
halls of Windsor to 
co-operate and 
compete in the realms 
of research and 
discovery. Authors 
rub elbows with 
socialites, sounding 
out ideas and looking 
for publishers. And of 
course, there is 
Parliament, meeting 
in special shortened 
session to resolve 
several issues of 
critical importance to 
the Empire. 

Forget where and 
who you normally are. For this weekend you will 
be a guest at Queen Victoria’s Diamond Jubilee. 
You will be part of this most remarkable 
gathering of individuals. For better or worse, 
history will be made this weekend, and you will 
be part of it… 

I
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The Idea Behind It 

A live-action role-playing game is a cross 
between a tabletop role-playing game and an 
improvised play. The Gamemasters (GMs) 
produce an exciting and interesting setting and a 
set of initial conditions— in this case, the 
celebration of Queen Victoria’s 60th year on the 
throne, being held at Windsor Castle in June of 
1897. The GMs then write a number of characters 
and distribute them, one character per player. 
Each player takes on the role of the character and 
“plays” the character to the best of his or her 
ability. Entertainment, rather than acting, is 
stressed. Players are not judged by their 
performances. All that is expected of anyone is to 
have a fun weekend. 

First, read the information in this game 
packet that describes your character. Your 
character has certain goals, some concrete, some 
abstract. You should try to achieve these goals by 
interacting with other players, many of whom 
have goals that relate to your own. Other players, 
of course, will have goals which are in opposition 
to yours. The GMs have created the situation and 
the characters, but it is up to you to make the 
game come alive. Involve yourself with the other 
players, play your character with enthusiasm, and 
you’ll have a good time, whether you achieve 
your goals or not. 

1897 has rules, but we’ve tried to keep them 
short and simple, so don’t be intimidated by the 
idea of playing a game whose rules are unfamiliar. 
Most of the game is conversation and negotiation, 
and there are no rules for that. It’s only when one 
player tries to coerce another such things as 
combat rules and ability cards come into play. The 
GMs have tried to make the ability cards self-
explanatory, but further information can be found 
in the section under “Special Abilities” within this 
guide. If during the game, you have any question 
regarding a rule or special ability, don’t hesitate to 
ask a GM. That’s what we’re here for. 

 
Basic Game Skills 

The most important skill required to play this 
game is the ability to socialise in character (e.g. 
introduce yourself in character to somebody you 
don’t know and then talk to them). Once you can 
do this, you pretty much know how to play the 
game; the rest is just icing on the cake. 

Verbal interaction will enable you to identify 
which characters are potential allies and which are 
potential enemies. Be aware of what assets and 
abilities you have, and how they might be useful 
to others. Be alert for opportunities to make 
common cause with sympathetic characters. Be 
doubly alert for enemies out to make you reveal 
too much about yourself. 

 
What You Should Do First 

Once you arrive at the game on 22 February, 
you will receive a complete character packet, 
which includes your character sheet, items, 
abilities, a hard copy of this Player’s Guide and a 
copy of The Illustrated Journal. Read your goals 
thoroughly, and then look over the various cards 
and items in your game packet. 

The game starts in the Ballroom at 8pm with 
a briefing.  We recommend everybody arrives in 
costume at this, ready to play as soon as it ends. 
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The heart of 1897, as with any live-action 

role-playing game, is in-character interaction 
between the players. Other types of interactions 
exist as well. Below are detailed listings of the 
three principal types of in-game personal 
interaction: 

 
1. Player to Player 

This is the most common and the most 
enjoyable form of player interaction. Players may 
talk directly to each other, or leave messages for 
each other in a variety of ways (e.g., sending 
telegrams, secret messages, special abilities, and 
so on). Players may converse, discuss weighty 
issues, bargain, intrigue, trade, fish for 
information, mislead, and lie.  

A note about lying: in general, unless you are 
a villain, or a lie furthers your goals, you will find 
you will have a far more enjoyable (and dramatic) 
game if you avoid lying. If a special ability card 
forces you to reveal information, you must be 
truthful unless you have a “lie” special ability. 
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2. Player to Non-Player Character 
Occasionally, a GM may find it necessary to 

take the role of a minor character. A GM may 
represent a police officer, messenger, castle guard, 
or anyone else who might suddenly be needed. 
For example, you may need to speak to the head 
of the Queen’s wine cellar, and the GM may slip 
into the part of the servant in order to interact with 
you. Be aware that while 
normally, a GM will not 
lie to you, the “servant” 
may lie like a rug. If 
you’re not certain whether 
the GM is playing a part, 
just ask the GM if he or 
she is speaking to you as a 
GM or as a non-player 
character. 

 
3. Player to 
Gamemaster 

Gamemasters are 
available to answer any 
questions you may have 
about the rules, to referee 
combats, to help you do 
research, perform tasks of 
various sorts, and to 
answer questions 
regarding the world, your 
character, and your place 
in it (limited to 
information your character would know). If you 
don’t understand something, have a problem with 
the game, or are stuck in any way, talk to a GM 
and we’ll see what we can do. 

Gamemasters are also your link to the world 
outside of Windsor Castle. If you want to send a 
telegram to America, travel to downtown London, 
or wire your supporters amongst the Zulus and tell 
them to go to war again, talk to a GM. 

When a GM decides something, that decision 
is final game reality. The other GMs will back it 
up. Do not go from one GM to another with the 
same request hoping for a more favourable 
answer. That tends to make us upset, irritable, and 
likely to send Scotland Yard out with a general 
warrant for your arrest. 
 

Civilians 
These are people who are not playing in the 

game, nor are they GMs. You cannot have game 
interactions with them nor may you deputise them 
to help you (i.e. involve them in game activities, 
have them run game-related errands, spy for you, 
etc.) Don’t even think about it. 

 
Inactive Players 

You become an 
inactive player by 
removing your game 
badge. There is no 
possible interaction 
between active and 
inactive players. 
Inactive players may 
not fight, spy, or 
communicate with other 
players. They are 
immune to the effects of 
all game actions. 

If you happen to 
overhear game 
information while 
inactive, you are on 
your honour to forget it. 

 
The Faces Board 

Obviously, it is 
difficult to immerse 
yourself totally in a new 

character, with all of that character’s knowledge 
of who is who and what is what. One of the best 
ways to acquaint yourself with your fellow guests 
at the Jubilee is to take a look at the Faces Board, 
which is posted inside the main ballroom game 
location.  

The Faces Board is a list of every character 
known to be in the game (but not secret 
identities!). The board will include a picture of 
each character, a matching picture of the player 
portraying that character for the weekend, and a 
brief description of what would generally be 
known about the character to the average 
Victorian. You, the player, might not have the 
foggiest idea who Henry Irving is, but most 
Victorians would! We encourage the players to 
glance at the Faces Board whenever they have the 
opportunity to familiarise themselves with the 
other players’ characters. 

 

GM  DECISIONS ARE BASED ON TWO MAIN 

CRITERIA : 

1. What would be fun? We judge our success by 
how much fun the players have. As a player, 
you’re here to have fun, and we’re here to help 
you do fun things, so long as they don’t 
interfere too much with criterion #2, which is: 

2. What would be consistent with the reality of 
the game setting? Everyone’s enjoyment 
depends on maintaining the “reality 
consensus” of where and when you are. The 
GMs will discourage actions that are out of 
character for the game’s place or time. 

THE GMS APPROVE OF: 

Dramatic Actions: Fortune and GMs favour the 
bold. 

THE GMS DISAPPROVE OF: 

Twisting the rules to violate the spirit of the game. 
Parsing the rules to obtain a favourable decision 
will not be tolerated. 
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Obviously, 1897: Queen Victoria’s Diamond 

Jubilee could not actually be held at Windsor 
Castle. For starters, we would have to charge you 
a prohibitively expensive game fee, and Prince 
Edward might insist on playing and would be hard 
to cast. Instead, for the weekend, this hotel 
becomes Windsor Castle. Within the confines of 
our “Windsor,” events occur in real time and real 
space. To elaborate:  

 
Real Time: Events happen here and now for the 
duration of the game. There is no time 
compression. Something that took place an hour 
ago happened an hour ago in the game. Ten real 
minutes are ten game minutes. 

 
Real Space: The convention area is considered to 
be the real space of Windsor Castle. For game 
effects, that means if you can’t see somebody then 
they are out-of-view. Likewise, if somebody is 
standing next to you, then they are actually 
standing next to you. If someone overhears 
something you didn’t want overheard, well that’s 
a spot of tough luck for you, eh? Note: Game 
activities are limited to designated game spaces 
and the hallways that connect them.  You are also 
welcome to remain in character whilst in the bar, 
but may not use abilities or start combat there. 

The only exception to “real time, real space” 
are areas outside of Windsor Castle. There, time 
and space will be compressed by the GMs for 
game purposes. For example, if your character 
needs to travel to central London on an important 
errand, we won’t make you simulate this by 
leaving the hotel, hailing a cab, and driving off, 
only to return two hours hence. Simply see a GM 
and inform them that you wish to go to London to 
accomplish “X”. The GM will then let you know 
how long you will need to go inactive. Travelling 
from Windsor to London and back in the 
Victorian era would be an all-day proposition, but 
in order for characters to run necessary errands 
and not miss half the game, a GM may only make 
your character “miss” half-an-hour at Windsor 
while he or she conducts necessary business 
downtown. 

 

Game Locations  
Several areas of the Game Space represent 

specific locations within Windsor Castle, and will 
remain as the same location throughout the 
duration of the game. There are four locations that 
will be staffed with GMs during game hours: 

 
Ballroom:  This is the main function space. It 
represents the Grand Ballroom of Windsor Castle, 
which also leads into Victoria’s Throne Room. 
Most public presentations, ceremonies, and events 
will occur here. Gamemasters here will handle all 
activity relating to Windsor Castle itself. Note: 
Character packets will also be handed out here on 
Friday night. 

 
The Waterloo Chamber: This large, lavishly 
decorated room is being used as a meeting hall for 
the duration of the Jubilee. It is here that the 
Council of Europe will meet, and Parliament shall 
convene in shortened session. Declarations of War 
and troop manoeuvres will be made at this 
location. Gamemasters will be here to handle 
political matters and matters relating to 
international affairs. The causus belli board and 
Parliament voting board will be located here as 
well. 

 
Castle Gate: This is where you go to get out of 
the Castle and enter the outside world. London is 
a relatively short trip away, and there is also the 
charming town of Windsor just outside. If you 
wish to leave or re-enter the castle, you must 
come to this location and inform the GMs. An 
envelope representing your character’s room will 
be located here. You may place items here, in 
your “room” if you do not wish to carry them 
around, or leave messages for other players. 
Check your room every once in a while: you 
never know what you will find. Also, this is 
“Game Central” ‘(after Friday night) and is where 
you should go with questions regarding obtaining 
items and receiving new characters (should your 
old character accidentally become deceased.) 

 
Telegraph Office: For the still larger world, go to 
the Windsor’s own telegraph office. From there 
you can telegraph other countries, banks, contacts, 
etc. It is here that you may use Influence points 
(explained later). Questions regarding science, 
invention, and literary works are also handled 
here.  
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You are encouraged to act out your roles with 

enthusiasm, but remember that the hotel will 
contain “civilians” who are not playing the game. 
Please do not bother or inconvenience civilians. 
Do not try to involve them in the game. Most 
importantly, do nothing that might alarm a 
civilian or be misinterpreted as dangerous. These 
folks may not realise that a game is being played 
here, so a few rules apply: 

 

 
·  Do not run 
·  Do not shout (especially for help!) 
·  Do not act out combats or snarl death-threats at 

each other when civilians are nearby 

 
Just remember: Enjoy yourself, but exercise 

some judgement and restraint. Remember, 
alarming or bothering a civilian is sufficient cause 
for ejection from the game. 

 
Just to be on the safe side, we ought to point 

out right now that playing in a game does not give 
one the right to break real world laws. Breaking 
into hotel rooms, theft of personal possessions, 
and actual abductions are all prohibited by law. 
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6pm Characters packets will become available to the players in the Grand Ballroom 
8pm Game Begins with rules briefing in the Grand Ballroom to be followed immediately by 

Royal Processional announcing the start of the Jubilee 
10pm Meeting of Parliament in Shortened Session in The Waterloo Chamber 
 

%*�53�*4 �
 
Noon Meeting of Parliament in Shortened Session in The Waterloo Chamber 
2pm Council of Europe (World Leaders) meets in The Waterloo Chamber 
5pm Meeting of Parliament (Shortened Session) in The Waterloo Chamber 
6pm Dinner Break 
8pm Dramatic Entertainment & Festival in Grand Ballroom (contact Mr. Bram Stoker if 

interested) 
9pm Grand Ball in Grand Ballroom  
10pm Ballroom entertainment. A competition To Be Announced courtesy of Mr. Phileas Fogg 

and Miss Nellie Bly 
11pm Opening ceremony for the British Museum Egyptology exhibit (presided over by Mr . 

Wallis Budge) 
 

%56�*4 �
 
10am Meeting of Parliament (Shortened Session) in The Waterloo Chamber 
  
Noon Diamond Presentation Ceremony (Grand Ballroom) followed by game wrap-up 

 
 

) ,,2�2*#� 7� 208� � 832)�% 9�),��&8� � *08�*38 ��
 

·  Friday Night Game start until 1am 
·  Saturday Morning 9am until 1pm 
·  Saturday Afternoon 1pm until 6pm 
·  Saturday Evening  8pm until 1am 
·  Sunday Morning  9am until game close 

 
GMs will be available at all times save 1am to 9am Friday and Saturday night, and between 6pm 
and 8pm Saturday evening. All GMs can be recognised by the natty royal-purple sashes they wear. 
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All of the information you need to begin 

playing your character is included in your 
character packet, which you may obtain from the 
Grand Ballroom GMs upon arriving at the game. 
This character packet should contain: 

*  Your Character Badge 
*  Your Character Background & Goals 

Sheets 
*  A 6-sided die 
*  A hardy copy of this rulebook 
*  A copy of The Illustrated Journal 
*  Item Cards  
*  Special Ability Cards 
*  Contingency Envelopes, if any 

 
These shall now be explained in greater detail: 

 
Name Badges 

Name Badges must be worn by every player 
currently active in the game. The name badge 
contains your character’s name, character number, 
a character portrait, and specific information 
about the character. The badge must be worn in a 
prominent location on the front between waist and 
shoulder level, so as to make it easy for your 
fellow players to know what character you are 
portraying at any time. 

You can only interact with those players who 
are wearing 1897 name badges. Players who are 
not wearing their badges are “inactive” and you 
cannot interact with them in any way. Pretend 
they are not there. If you wish to leave the game 
for awhile, you can go “inactive” by removing 
your badge. Remember, though, if you are 
inactive, you can’t use this status to gain any 
advantage in the game (listening in on secret 
conversations, tailing other players, etc.). 

Please note that some players may be playing 
more than one character, so don’t be surprised if 
you meet somebody who is wearing a different 
badge than the last time you saw him or her. Treat 
that player as the character named on the badge 
currently worn. 

 

Character Background and Goals 
Sheets 

Your character sheets describe your 
character’s history, personality, goals, loyalty, 
acquaintances, abilities, and any information or 
items he or she may possess. It is written from the 
point of view of your character, and contains the 
truth as your character sees it. If it says you 
possess a pocket watch, then you possess a pocket 
watch. If it says you are a raving lunatic, then you 
should try to behave accordingly during the game. 
If it says someone is your best friend, then that 
may be only what you believe-your “friend” could 
really be your arch-rival setting you up for a fall. 
Read your character sheet early and often. 
Characters listed in boldface type in your 
character background are characters who will 
likely also be attending the Jubilee. 

At the beginning of each character sheet are 
two statistics, your Combat and Will. These 
numbers range from 1 to 6. Combat is used to 
determine how strong, hearty, and skilled your 
character is in physical conflict. For details on 
how to use this statistic, see the Combat rules, 
page 11. Will represents your character’s strength 
of mind and purpose. The range of these skills and 
what each number represents are listed below: 

 
For Combat the range is: 

1 - Defenceless 
2 - Average female / elderly / unathletic 
3 - Average male 
4 - Healthy 
5 - Robust 
6 - Strong 
 

For Will  the range is: 

1 - Weak-willed 
2 - Indecisive 
3 - Average 
4 - Determined 
5 - Unswayable 
6 - Will of Iron 
 
Your Combat and Will statistics are useful 

guides for role-playing how your character might 
behave in a combat situation or a test-of-wills. Do 
not reveal your Combat or Will statistics to 
anyone unless they can somehow force you to do 
so.  
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You may not show anyone any part of your 
character sheet to another player during the course 
of the game. You may tell them anything you 
wish about your background, goals, and 
motivations; however, you cannot back up 
anything you say by referring to your printed 
background or goals as the ultimate authority. 
During the course of the game, events may occur 
that may make you want to change your goals. Do 
not be afraid to do so if you think that this would 
be a reasonable development for your character. 
Character growth and development is all part of 
the game. 

 
Item Cards 

Item cards represent actual, physical items 
that your character has in his or her possession. If 
you wish to use an item, you must be carrying the 
item card for it on your person. If you do not wish 
to be carrying an item, you should put the card in 
your room envelope at the Castle Gate. 

 

Important:  Item cards must be kept either 
on your person or in your room. If you give an 
item card to another player to hold, that character 
now has your item. If you leave an item card on a 
table by accident, and someone else comes and 
picks it up, you are assumed to have left the item 
there and they now have possession of it. 

 
If there is a prop associated with an item 

card, and the two become separated by accident, 
the item card is assumed to be the item, not the 
prop. If you have an elephant gun prop, but do not 
have the item card to go with it, you do not have 
the gun! Conversely, if you have an item card for 
a large prop, such as a coffin, but no prop, you 
should try to act as if the card was the actual item 
in question. You would not be able to hide a 
coffin in your coat pocket, so be sure to carry the 
card out in the open, even ask other players to 
help you “move” it! 

It is possible for items to be used-up or 
destroyed over the course of the game. It is also 
possible for new items to be procured. Some 
characters have special abilities that allow them to 
acquire new and useful items. If you do not have 
an item card for an object which you need, and 
think you might reasonably be able to get, see a 
GM. If you can convince him or her that you 
should be able to get the object in question, you 
will be given a new item card for it. 

 

Special Ability Cards 
These represent talents and abilities that the 

character possesses, but the player may not. For 
example, your character may be an expert orator, 
swaying people’s minds with his or her words. 
You might not be so skilled, but your character 
will be given a special ability allowing him or her 
to accomplish what you cannot, forcing other 
player’s to treat your words with the gravity and 
weight with which your character would deliver 
them. Some of these special abilities are 
permanent abilities; others can only be used a 
limited number of times and then must be torn up. 

Special Ability Cards appear in the game as 
one of four principal types: 

1. General Special Abilities, representing skills, 
perquisites, and unique talents  

2. Invention Cards, representing a scientific idea 
or concept ready to be developed 

3. Literary Works Cards , representing ideas 
and manuscripts for plays, novels, and other 
works 

4. Magic Spells, representing magical abilities 
the character may possess 

 
These various types of special abilities are 

described in more detail in the rules section 
Special Abilities, on page 16 

 
Contingency Envelopes 

Your character may also have one more type 
of object in his or her packet: the contingency 
envelope. Not all characters have contingency 
envelopes, only those characters for whom a pre-
determined event will cause them to discover new 
knowledge about themselves, or will cause them 
to react in a certain that the GMs, for purposes of 
drama (chuckle), have chosen not to reveal to the 
player ahead of time. 

All contingency envelopes will have the 
condition, which allows the player to open the 
envelope, clearly printed on the outside. When 
that condition is met, open the envelope and read 
the instructions/information on the inside, which 
should be self-explanatory. Players are on their 
honour not to open the envelope ahead of time. 
Remember, not everything contained in a 
contingency envelope is a good thing, but all do 
contain interesting role-playing opportunities. 
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Introduction 

While most proper Victorian ladies and 
gentleman consider physical conflict a rather low 
endeavour, the undertaking of brutes, thugs, 
criminals and blackguards, they also realise that 
there may come a point when there is no other 
way for a man to stand up for his lady, his 
principles, or himself, other than to engage in 
fisticuffs or to menace his foe with a weapon of 
choice. It is MOST improper for a lady of any 
station to engage in such a violent activity. On the 
other hand, most society matrons have never been 
held at gunpoint, either. Therefore, we leave it to 
a lady’s discretion when she finds herself at odds 
with someone— when no gentleman is readily 
available to come to her defence— as to how she 
wishes to conduct herself, up to and including the 
option of physical conflict. 

 
A Note on Decorum 

While Villains by Necessity encourages our 
players to be appropriately dramatic throughout 
the weekend, realistically simulated combats can 
easily be misinterpreted as dangerous by those 
outside the game. Therefore, we ask you to 
exercise restraint when acting out combat results. 
Further guidelines on appropriate game behaviour 
can be found in the “Proper Decorum” section of 
these rules. 

Note also, that combat is “simulated.” At no 
time should you physically accost, manhandle, or 
hurt another player. Always ask a player’s 
permission before touching them in any way. This 
is true for any romantic contact, as well. Just 
because someone has been cast as your romantic 
partner in the game does not give you the right to 
force physical contact on that person. When in 
doubt, ask first. Forcing physical contact on 
another player is sufficient cause for ejection from 
the game. 

 

Overview 
Combat in 1897, whether hand-to-hand or 

with deadly weapons, follows this sequence: 

1. Initiation of Combat 
2. Others Join 
3. Declaration of Intention/Targets 
4. Combat values calculated 
5. Combat dice rolled/Compare Results 
6. Results of the Combat are applied 
7. New Round begins with Step #3, Declaration. 

Process repeats until no one combatant is 
willing or able to initiate an attack. 

 
The following sections describe each of the steps 
in this sequence in greater detail: 

 
Step #1: Initiating Combat 

Combat is initiated between two individuals 
when one person walks up to the other and 
declares “Start Combat,” pointing at his or her 
target. This must be said in a loud, clear voice.  

The instigator and his target must 
immediately freeze in place.  
A) If the instigator is initiating hand-to-hand 

combat, he must be within a step or two of his 
target to declare “Start Combat.” 

B) If the instigator is attacking with a ranged 
weapon (gun, crossbow, Martian Heat Gun, 
etc.), he or she must merely have line of sight 
to the target to initiate combat. He or she still 
must, however, point at the target and declare 
“Start Combat” loud enough so that the target 
may hear. 

C) If the target has any special ability that allows 
a “Fair Escape” (see below), it must be used 
now if he or she wishes to avoid combat 
entirely. 

D) Upon entering any combat, players may draw 
one weapon without penalty. 

 
Step #2: Others Join 

Immediately after declaring “Start Combat,” 
the initiator must count slowly to “5” out loud 
(taking about 5 seconds to do so). During this 
time, anyone wishing to join the combat must 
approach the combatants and raise their hand. At 
the conclusion of this count, the initial attacker, 
initial target, and anyone with their hand raised is 
considered to be “in combat.” Anyone without 
their hand raised is considered not to be present at 
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the combat, and may NOT join at a later point in 
the combat unless they have a special ability 
allowing them to do so. The rationale for this is 
that, though it may take several minutes to play 
and resolve a combat scene, the combat in real life 
would be over mere seconds after it began. Those 
people not involved at the start of things are 
assumed to be unable or unwilling to get to the 
scene of the action before it is all over. 

 
Step #3: Declaration of Intentions/Targets 

Barring the use of special abilities, everyone 
is now involved in the combat who is going to be 
involved. Each player then chooses his/her 
intentions and/or targets for the round. Going 
clockwise starting with the initiator, each person 
declared either who they are attacking, or that 
they are seeking to “avoid combat” this round. If 
you are declared the target of an attack in combat, 
you must fight back against the person who 
targeted you this round. You may not declare 
another target or choose to avoid combat. At the 
end of this round, anyone who has chosen “avoid 
combat” as an option, and who has not been 
targeted by an attack may make a Fair Escape (see 
below) 

 
Step #4: Calculate Combat Values 

Players now quickly calculate their combat 
values:  
A) In hand-to-hand combat, this will be the 

player’s Combat Strength listed on their 
character sheet, plus any bonuses for weapons 
or special abilities.  

B) If a player is using a ranged weapon, that 
weapon will have a Combat Strength. The 
weapon’s Combat Strength is then substituted 
for the player’s personal Combat Strength for 
determining combat value, though all other 
appropriate bonuses and penalties may still 
modify this value. 

C) A player may draw one weapon free of any 
penalty at the beginning of any combat. If a 
player wishes to draw a new weapon, they 
must fight for one round without ANY weapon 
in hand while the old one is discarded and the 
new one is drawn. 

 
Step #5: Roll Dice/Compare Results 

Each player now rolls one die (included in 
the character packet) and adds the result to the 
calculated combat values. The player with the 

higher total is declared the “winner;” the player 
with the lower total, the “loser.” In the case of a 
tie, both are considered “winners.” Players also 
take note of the differences between the winner 
and loser’s totals. 

SPECIAL NOTE, Combat with multiple 
opponents: If a player finds themselves at the 
receiving end of multiple attacks in one combat 
round, they must decide who their “main 
opponent” is. The fight between the target and the 
“main opponent” is resolved normally. Against all 
other incoming attacks, the lone fighter may not 
add a die roll, but must rely solely on their base 
Combat Strength (plus any bonuses for weapons) 
(Example: Edward and Frederick are both 
attacking George. George has a Combat Strength 
of 4, +1 for his skill with his trusty walking stick, 
for an adjusted value of 5. George decides Edward 
will be his “main opponent” Against Edward, 
George adds the roll of 1 die to his value of 5, 
against Frederick, George is simply a combat 
value of 5.  

 
Step #6: Apply Results 

The players now consult the Combat Results 
Table, noting the results under the “winner” and 
“loser” columns for the appropriate weapon type. 
The “Normal” results are for attacks such as fists 
and clubs, while the “Deadly” results are for 
attacks made with killing weapons such as knives, 
swords, and guns. 

The results of Combat in the table must 
necessarily be generic. Players are encouraged, 
however, to use dramatic license to simulate what 
is occurring, with the consent of the other players 
involved. Use your imagination… just because the 
combat table says “knocked down” doesn’t mean 
you have to knock your opponent down, you 
simply have them at a disadvantage. Perhaps you 
have gotten your opponent trapped in a bear hug, 
or maybe you have thrown a curtain in their face, 
momentarily entangling their sword. The in-game 
results will be the same regardless, but you will 
have more fun working with other players to 
decide just what is happening in the combat. 

 
Step #7: 

 
Return now to step #3, combat continues 

until no one is willing or able to initiate an attack. 
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DIFFERENCE 

ATTACKS WITH NON-DEADLY WEAPONS 

AND UNARMED COMBAT  
ATTACKS WITH  

DEADLY WEAPON 
IN DIE ROLLS Effect for 

Winner  
Effect for 

Loser 
Effect for 
Winner  

Effect for 
Loser 

 
0 to +1 

DRAW 
You may leave combat at 
the end of this round if 
you take no other damage 
(Fair Escape) 

DRAW  

You may leave combat at 
the end of this round if 
you take no other damage 
(Fair Escape)  

DRAW 

You may leave combat 
at the end of this round 
if you take no other 
damage (Fair Escape) 

DRAW 

You may leave combat 
at the end of this round 
if you take no other 
damage (Fair Escape) 

 
 

+2 to +3 

KNOCK DOWN  

As above, plus you may 
grab a specific item from 
the target you name, or a 
randomly chosen one.  If 
you do not take an item, 
and the fight continues, 
your opponent will be at -
2 for the next round 

YOU ARE  
KNOCKED DOWN  

You may not leave 
combat at the end of this 
round.  If your opponent 
does not choose to take an 
item from you, you are -2 
to your Combat Strength 
next round 

JUST NICKED ‘EM ! 

You may leave combat 
if you so desire at the 
end of this round if 
you take no other 
damage (Fair Escape) 

ONLY A SCRATCH  

You may not leave 
combat at the end of 
this round, and are at 
-1 Combat Strength for 
the next hour. 

 
 

+4 to +5 

TARGET 
UNCONSCIOUS 

You may search through 
all of your victims’ items, 
take one, and then Fair 
Escape, or you may forfeit 
your Fair Escape and: 
1.  Take any or all of the 

victim’s items or… 
2.  Drag the victim 

elsewhere (Target 
must come with you 
to location of your 
choice, and cannot 
call for aid while 
going there) 

YOU ARE  RENDERED 
UNCONSCIOUS 

You are unconscious for 
the next 5 minutes. 

TARGET 
WOUNDED 

You may leave combat 
at the end of this 
round, if you take no 
other damage (Fair 
Escape) 

YOU ARE 
WOUNDED!  

You may not leave 
combat at the end of 
this round, subtract 
1d6 from your Combat 
Strength permanently.  
Some types of medical 
attention may alleviate 
or remove this penalty. 
If you drop to “0” 
Combat Strength or 
below, see the rules for 
“incapacitation” 

 
 

+6 or up 

TARGET WOUNDED  

Effects same as “Target 
Unconscious” above. 

YOU ARE WOUNDED 

Effects same as “You are 
Rendered Unconscious”, 
above, but you also 
subtract 1d6 from your 
Combat Strength.  Some 
types of medical attention 
may alleviate or remove 
this penalty. If this brings 
you to “0” Combat 
Strength or below, see the 
rules for “incapacitation”  

TARGET KILLED / 
INCAPACITATED  

You may kill opponent 
or leave them at -5 
combat strength.  You 
may also take one of 
the target’s items that 
you name or one 
chosen randomly and 
Fair Escape, or you 
can sacrifice your Fair 
Escape to search your 
target’s items and take 
any or all of them. 

YOU ARE KILLED 
OR 

INCAPACITATED  

If you are killed, take 
any items left to you 
after the combat is 
over and any unused 
ability cards and see a 
GM immediately.  If 
you are incapacitated, 
you are at -5 combat 
strength and are also 
unconscious for the 
next 5 minutes  
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Let us take an example that occurred a few years back: 
 
Professor Moriarity has decided to have a final showdown with his arch-nemesis, Mr. Sherlock Holmes, 

at the top of Reichenbach Falls, in Switzerland. Moriarity knows, however, that Holmes’ companion, Dr. 
John Watson, will be accompanying his friend, and arranges to have Watson drawn off by a distraction (i.e. 
taken to another game location). 

Moriarity confronts Holmes alone and declares “Start Combat,” pointing at Holmes and slowly counting 
“1,2,3,4,5.” Sadly, Watson’s player is not on the scene, and he cannot choose to join the combat, even if he 
should return while the combat is still occurring (Watson has no special ability allowing him to join a combat 
in progress, and even if Holmes had an ability allowing him to bring Watson into a combat in which he is 
involved, he chooses not to use it, to avoid endangering his friend.)  

Now, combat begins. Holmes is Combat Strength 5, and Moriarity is Combat Strength 3. Moriarity, 
never one for half measures or risky chances, chooses to draw a revolver (Combat Strength 6) on Holmes. As 
it is the beginning of combat, any character may choose to draw one weapon free of penalty. Holmes chooses 
to remain unarmed. 

Now, both characters roll a die and add it to their Combat Strength. Holmes rolls a “3” and adds it to his 
strength of 5 for a total of 8. Moriarity rolls a “5” and adds it to the revolver’s strength of 6 for a total of 11. 
Since Moriarity is the winner, and he is using a deadly weapon, the result is determined under the deadly 
weapon column, in the “+2 to +3” row (11-8=3). Moriarity “Just Nicked” Holmes, and has the option to 
leave combat at the end of the round. He will obviously want to finish off Holmes. Holmes sees that 
Moriarity’s bullet left “Just a scratch.” Still, per the combat results table, he is at -1 to his Combat Strength 
for the next hour, and may not choose to make a Fair Escape at this time. 

The new combat round begins. Moriarity chooses to keep using the Combat Strength 6 revolver. 
Holmes is now at a base combat strength of 4 because of last round’s results. At this time, however, he 
chooses to use his “Baritsu” Special Ability Card. This Japanese fighting style gives him a +2 in hand-to-
hand for this round. Even though Moriarity is using a ranged weapon, he engaged Holmes at hand-to-hand 
range, and thus use of this ability is allowed. Holmes’ strength is now 6, the equal of Moriarity’s revolver. 

The two combatants roll their dice. This time, Holmes rolls a “4” for an adjusted result of 10, while 
Moriarity rolls a “2” for an adjusted result of 8. Holmes wins by 2. Looking in the “Normal” combat column, 
in the +2 row, we see that Holmes has “knocked down” Moriarity. He may either take an item he names 
from the professor, take a random item, or leave Moriarity at -2 for the next round of combat only. Holmes’ 
is no fool, and declares he is “taking” the revolver from Moriarity. The Holmes player decides this action 
involves knocking the revolver away and having it go skittering over the edge of the cliff. So long as 
Moriarity or any GMs present approve, this is what occurs. Holmes’ player earns kudos for this dramatically 
appropriate act, rather than simply turning the revolver on the professor next round. 

Now, Holmes takes the final use of his “Baritsu” ability and has a combat strength of 6 (5-1+2) while 
Moriarity is at a base 3. In desperation, Moriarity grapples with Holmes. Both players roll a die. Holmes rolls 
a “5” for a total of 11, while Moriarity rolls another “2” for a total of 5. Holmes wins by 6. Technically, 
according to the combat results table, Holmes has wounded Moriarity. Moriarity must subtract 1d6 from his 
combat strength. He rolls a “4”, which takes him to -1. As this 0 or below, he is incapacitated, meaning he 
must immediately fall over and can use no special abilities until he receives medical attention. Moriarity 
decides this should mean he topples over the edge of the Falls. How dramatically appropriate! Kudos to him! 
Holmes tosses Moriarity over the edge, and the professor topples to his doom! Holmes then realises he has 
been given a golden opportunity to fake his own death, in order to allow him to work behind the scenes for a 
while. Holmes departs the area, leaving a newly-arrived Watson to mourn the loss of his friend until The 
Adventure of the Empty House some three years hence, when Sherlock Holmes will make his dramatic 
reappearance. 
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Fair Escape 

If, at any time, before combat is declared, a 
character sees someone they do not wish to 
interact with, they may say “Fair Escape” out 
loud, and must then immediately leave the area. 
Some combat results may allow a combatant to 
make a Fair Escape from combat. Any combatant 
allowed to do this must leave the area and is no 
longer considered to be in combat. The player 
who made a Fair Escape cannot rejoin the combat 
without using a special ability. Characters who 
have made a Fair Escape cannot be targeted for 
combat by the same individual until 5 minutes 
have passed or until they enter another of the four 
principal game locations, whichever occurs first. 

If someone is dragging a dead or unconscious 
player away from combat, they forfeit their fair 
escape ability, and may be attacked by anyone 
new arriving on the scene. Moreover, unconscious 
players accompanying their captors to a new 
location may feel free to state “I am unconscious” 
to anyone they pass, just to draw attention to the 
fact that they are being “carried” somewhere by 
someone. 

 

Wounds 
Characters who are wounded may be healed 

and lose the penalties to their combat strength, 
and should look for a player-character doctor to 
obtain this aid. 

 
Incapacitation 

If, for any reason, a player’s Combat 
Strength drops to 0 or below, the player is 
incapacitated. He or she must fall down 
immediately, and is unable to move without help. 
Players in such a state are unable to use any 
special abilities (though they may use influence 
points) until they are healed to positive combat 
strength again. 

 

Note: If your assailant ever leaves you 
incapacitated in an area in which there is no one 
else around (such as an empty hotel stairwell), 
you may stagger dramatically back toward the 
general game areas. You should then collapse in 
front of the first character you meet. This is far 
more dramatic and interesting for all involved 
than waiting around in an isolated location hoping 
someone will come across your “incapacitated” 
form. 
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As noted in the section entitled “Your 

Character Packet,” all characters have special 
abilities, which may be one of 4 types. These 
types are explained in detail below.  

 

An Important Note: A card marked “Tear up 
when used,” unless otherwise noted, should only 
be torn up if it is actually successfully used; if the 
other person makes a required die roll to resist 
your ability, do not tear up the card. If the other 
player has a special ability which counters yours 
entirely, however, you must still tear up your card. 
The GMs will not print up new cards if you tear 
yours up prematurely. 

 
General Special Abilities 

These represent skills, talents, and perquisites 
your character possesses. They can range from 
being a crack shot with a rifle, to having an iron 
constitution, to being able to call in a favour from 
your old university chum who now just happens 
to be the head of Scotland Yard. The vast majority 
of special abilities in 1897 are General Special 
Abilities 

 
Invention Cards 

These represent an idea your character has 
for a new invention. Unlike ordinary special 
abilities, these provide no benefit on their own. 
They simply represent an idea your character has, 
and his or her ability to explain it to others. For an 
invention to provide a benefit, it must be 
developed, usually through the expenditure of the 
proper type influence points. Once developed, an 
invention may award a benefit, such as a 
monetary return, a bonus to a nation’s military 
strength, or something else. Not all developments 
will be successful, however. Some may simply be 
bad ideas. Characters with knowledge related to 
the development may sometimes be able to 
provide an informed opinion as to whether or not 
they think the invention will be a success. It is up 
to the inventors and their sponsors to determine 
through interaction which devices will be 
implemented and which will be left on the 
drawing board (see Science and Invention Rules, 
page 20 for more information) 

 

Literary Works Cards  
Literary works cards are similar to invention 

cards in that they principally represent an idea, in 
this case, for a play, novel, or other work which 
the character has a manuscript for but is not yet 
published. Literary works, like inventions, 
provide no bonus on their own, but again may 
give some form of return if influence points are 
invested to publish them. Some literary works are 
gems, others are truly bad. Some characters with 
knowledge and prominent literary positions may 
be able to offer advice, aid, or even hindrance 
toward making a work more likely to be 
favourably received by the public. Further 
explanation can be found in the Plays and 
Literature rules, p. 21 

 
Magic Spells 

Magic Spells are very similar to General 
Special Abilities. The only real difference is their 
source. In the case of magic, that source is 
supernatural, rather than a character’s own skill, 
training, or fortitude. The principal difference is 
that General Special Abilities may have a built-in 
limitation to the number of times a character may 
use them over the course of the game. Magic 
Spells are usually limited in their usage only by 
the scarcity of materials required to cast the spell.  

Magic Spells can have a variety of effects, 
though in 1897, most, if not all of these could be 
explained away by those who choose not to 
believe in magic as “luck”, “coincidence”, or 
sleight-of-hand. For a further explanation, see the 
Magic section of the rules, p. 28 
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Influence Points In General 

Those attending the Diamond Jubilee are the 
movers and shakers of the Victorian world. They 
include royalty, men of industry, and 
representatives from the most powerful countries 
in the world. Influence points represent their 
ability to get things done. These influence points 
indicate a combination of money, personal or 
political clout, favours owed, popular support, or 
even just having the ear of the right person.  

Through the use of influence points, those at 
the Jubilee can accomplish a wide variety of tasks 
involving the manipulation of governments, 
industries, or popular opinion. However, not all 
influence points are created equal. Some people 
are very adept in one area of influence, but are 
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lost in others. The Member of Parliament from 
Birmingham may have found that he is brilliant in 
Parliament, able to work miracles, yet still be as 
financially poor as he was the day he ran for 
office. Likewise, while a corporate leader may be 
able to buy and sell whatever he likes, he likely 
will not be able to issue arrest warrants or sway 
public opinion. In order to account for these 
discrepancies, each influence point will note the 
type of influence it is and the functions it can 
perform. This indication will be made by a letter 
that corresponds to the different functions as 
noted in the table of “Uses of Influence Points.” 
These functions will vary among different 
personalities and may vary for influence points 
held by a single personality as well. A single 
influence point may have several letter 
designators, and thus be useful for several 
different types of actions. Remember, not all 
influence points are created equal! 

Players would be wise to examine each of 
their influence points carefully to make sure they 
are aware of their uses and limitations. It may be 
that some of the more powerful uses are only on a 
handful of cards and those on the same cards. 
Remember, you can expend all of your influence. 
Even the most popular person can wear out his 
welcome by asking for too many favours.  

 
Transferring Influence Points 

Because of their nature, influence points are 
freely transferable by their owners. Anyone whose 
name appears on an influence point may transfer 
it to any other player. In doing so the owner of the 
influence point essentially endorses the recipient 
and authorises that person to act as their agent. 
The recipients may not themselves transfer the 
influence points they are given, however, since 
they do not have the authority to do so.  

Of course the original owner can also 
demand the return of the influence point from the 
recipient at any time prior to its use. Essentially 
this involves the rescinding of the original 
permission. However, the original owner must 
find the recipient in order to take the point back. It 
is not sufficient to declare to a GM that 
permission has been rescinded. This represents the 
fact that it may not be as easy to revoke 
permission since lines of communication are often 
slow.  

Once used, the action resulting from the 
expenditure of the influence point is associated 
with the original owner of the influence point as 
well as the person actually spending it. After all, it 
was the original owner’s influence that got the job 

done. This means that it can be very dangerous to 
give away your influence points to the wrong 
person.  

 

EXAMPLE 
If J.P. Morgan wants to lend his considerable 

clout to the Artful Dodger, he is free to do so by 
transferring an influence point to his roguish 
friend. The Dodger may then decide to use this 
influence point for funding an orphanage run by 
his old pal Fagin to be used as a recruiting ground 
for pickpockets. Since Morgan funded it, this 
orphanage may very well be known as the J.P. 
Morgan Home for Wayward Boys. Morgan will 
himself be subject to any bad publicity or worse, 
potential criminal charges resulting from the 
operation of the orphanage. If after giving his 
influence point to the Artful Dodger, Morgan 
realised his mistake and wanted it back, he would 
have to find the Dodger and demand it back. 
However, if the Dodger has gotten to a GM and 
spent the influence point before Morgan found 
him, there is nothing Morgan can do aside from 
accepting the results.  

 
Spending Influence Points  
 
On Inventions Or Literary Works: 
Two of the most important uses of influence 
points will be the funding of inventions and 
literary works. Each will require at least one 
influence point and will have the potential for 
providing a return to both the backer and the 
creator.  

 
Inventions: 

Inventions may have multiple influence 
points spent on them over a period of time. Each 
influence point will allow a certain amount of 
progress in the development of the invention. The 
results of these investments may involve 
uncovering problems or solutions in development, 
or may proceed directly to a working production 
model (prototype) or a determination of 
commercial success or failure.  

Prior to actually investing in a set of plans, 
the inventor or backer can have other players 
examine the plans for any potential problems. 
Based on the skills of those examining, they may 
uncover potential problems in the design. This in 
turn will allow others with the relevant skills 
(which may be different from the skills required 
to identify the problem) to determine solutions to 
those problems. Absent this investigatory 
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approach, pure brute force will eventually identify 
and overcome the problems, although it may 
require additional influence points to do so. 

The benefit of a preliminary 
problem/solution process is that it will increase 
the chance that a success will be reached using 
fewer influence points. The main detriment is that 
who identifies and corrects a problem becomes a 
partial creator of the ultimate invention. At the 
very least this means that they will be recognised 
for their contribution. At the most, they may gain 
some of the benefits that would otherwise have 
gone solely to the initial creator. 

With inventions, after an investment has 
occurred and the results have been determined, 
additional influence points can then be spent to 
further the research. This additional investment of 
influence points can be continued as many times 
as desired until the research brings a final success 
or failure.  

 
Literary Works: 

Literary works differ from inventions in 
several ways. By their nature, books or plays may 
only be produced once, proving to be either a 
success or a flop upon release. No additional 
funding will help once the public has made up its 
collective mind, although additional funding prior 
to release may help. Furthermore, there are special 
abilities in the game that can improve the chance 
of success for a play or book, but these must all be 
used prior to funding of the literary work. 

In some cases, the author of a particular 
literary work may have a say in exactly how one 
of the benefits of his work will act. If an author is 
willing to modify his work to suit a particular 
social or political theme, doing so could affect the 
public opinion of those in favour of that theme 
and those in opposition to that theme. Of course 
some authors will not be willing to do such a 
thing, and some backers may not be willing to 
support such politicised writing, but the option 
remains. To have this effect, an author must 
inform a GM of the political message contained in 
the book (preferably in reference to a particular 
Parliamentary vote) prior to the work’s debut. 
This political message must also be explained to 
the backer prior to payment of influence points 
unless the backer has already given the author 
influence points to spend. 

 
Returns on Inventions and Literary Works 

The potential returns on inventions and 
literary works will vary, depending upon the type 
of investment and its relative success. For the 

backer, the return will generally be an additional 
influence point or two, although the type of 
influence points returned may be quite different 
from those initially spent to fund the project. For 
example, if J.P. Morgan uses a “monetary” (Type 
B) influence point to fund a play that is wildly 
successful, he may gain a “political influence” 
(Type D, E or F) influence point as a return. 
Morgan can ride this wave of popular opinion to 
change some votes in Parliament, pressure 
Parliament into bringing up a vote, or whatever 
else the new influence point allows.  

For the creator of an invention or literary 
work, the return will be more variable. The 
creator may receive an influence point, a new 
special ability, an increase in a skill, or even the 
concept for a new invention or work. This 
represents the fact that inventors or authors can 
get more out of success than just increased 
influence. They may gain the benefit of increased 
inner confidence or an improved reputation. For 
example, after successfully getting his death ray 
funded (to the point where he proves that it 
works), Professor Challenger gains a new one-use 
special ability: Immunity to Intimidation. Because 
he now knows that with a thought he could 
destroy the world using his new invention, he 
finds it much easier to ignore those who would try 
to impress him with their own importance. 

If a literary work has been modified to 
include a political theme or message, the return 
may increase or decrease the public opinion 
influence points generated by the work. Such a 
work may even add or subtract influence points 
from other players (even those not directly 
involved with the publishing of the work) who 
either support or oppose the message. 

For the purposes of returns on investment for 
influence points spent by Parliament, the MP who 
introduced the funding bill for the adventure or 
work will obtain the resulting benefits. It is 
assumed that his influence in Parliament has risen 
based on the success of a beneficial funding bill. 

If an invention or literary work is not 
successful, the influence points spent are lost. For 
a literary work, this is a permanent loss. For an 
invention, additional influence points may be 
spent in the hopes that such investment will reveal 
a successful result. If these additional points do 
not lead to success, however, they too are lost. 

If multiple persons contribute influence 
points to a single invention they should decide 
beforehand on the distribution of spoils. 
Otherwise, the matter will be left up the courts 
(i.e., the GMs) to equitably distribute -- and no 
one wants that! 
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 MONEY 
A Fund a public works project, civilian organisation, or basic research 
B Fund a commercial venture, book, or play 
C Fund a military invention or operation 
 
 POLITICAL INFLUENCE  
D Permanently move votes between Parliamentary factions [number indicated on card] 
E Change votes for one particular Parliamentary vote [number indicated on card] 
F Effect insurgency [+/- 1 to home strength, maximum of +/- 1 cumulative] 
 
 ADMINISTRATIVE CLOUT  
G Get someone out of jail (who is not being held for a capital crime) 
H Get someone out on bail (who is being held for a capital crime) 
I  Get an arrest warrant made out for an innocent person 
J Bribe/influence an NPC public official 
K Stop a deportation 
L Order a deportation 
 
 ACQUISITIONS  
M Get any one reasonably available, non-unique item 
N Build a prototype of an invention. Requires plans or the inventor. 
 
 PARLIAMENTARY INFLUENCE  
O Bring an influence-point-spending vote before Parliament. 
P Bring a non-influence-point-spending vote before Parliament. 
Q Bring a vote of no confidence. 
R Bring a vote to change party leadership. 
 
 PUBLIC OPINION 
S Remove or lessen the effects of a scandal to a particular character 
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The Victorian era was also known as “The 

Age of Invention” because of the many 
technological advances that amazed and 
astounded the public on and almost daily basis. In 
1897, many characters, scientists and not, are 
studying, inventing, or mucking about with new 
and exciting technology. These characters have 
plans and ideas for the new inventions they are 
working on, some of which are nearly complete, 
others which are merely the germ of an idea 
waiting for the proper inspiration, combination of 
skills, or funding to make it work. If you are a 
scientist, inventor, or just have the plans to an 
object, you will have an Invention Special Ability 
card that describes the project in one of the 
following terms:  

 
·  “Work in Progress”  — This is an invention 

that has reached the limit of your personal 
knowledge and still doesn’t work. There are 
several things you might want to do to 
complete this work. You might want to allow 
someone with different skills than yours to 
examine the invention. If you examine a 
remarkable piece of science belonging to 
someone else, this might help you better 
understand your own invention. 

·  “Implement”  — This invention is ready for 
large-scale production. Most inventions can be 
implemented in either the civilian or military 
aspects. For example, a new, more powerful 
type of electric light could be billed as a way 
to illuminate city streets, or as a searchlight for 
spotting enemy ships at night, depending on 

the way the inventor wishes to market it to 
potential backers. Civilian implementation 
tends to produce money for the inventor and/or 
his backers, while military implementation 
tends to improve military strength for the 
country that implemented it. Both require an 
investment of type B or C influence points. It 
may sometimes require multiple influence 
points to implement an invention. 
Implementation may also reveal certain 
problems, which can usually be resolved by 
having someone with a different set of skills 
look at the invention, or by throwing more 
influence points at the problem. Be 
forewarned, however, that some inventions are 
easier to implement than others, and some may 
never perform up to their designer’s original 
expectations. 

·  “Prototype”  — A full-scale working model. 
Not all inventions can be made into prototypes. 
You may prototype an invention before it is 
implemented, the two being unrelated. 

·  “Fully Tested”  — This invention has, before 
the start of the game, been proven to work 
exactly as planned. An invention that has not 
been fully tested may still work, you just don’t 
know yet. 

 
Almost all scientific activity, including 

implementation, examining prototypes and/or 
plans, building prototypes, etc. will require seeing 
the Science GM, who will be stationed at the 
Telegraph Office.  
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The Victorian era was also a watershed 

period for western literature. Almost every one of 
the novels and many of the plays which are 
considered “classics” today were written during 
the years of Queen Victoria’s reign. Many 
characters in 1897 are attempting to get their 
works edited and then published or performed. 
These characters have a Literary Work Special 
Ability card to represent the draft, manuscript, or 
idea for their work. Some are trying to get their 
work read, or in the case of plays, performed at 
the Jubilee. Others are merely trying to get 
financial backing. Getting financial backing 
requires a type B influence point. 

Just because someone is willing to publish a 
literary work does not ensure its success, 
however. Not everything is a masterpiece, even if 
it was penned by a master. To increase the chance 
of a work succeeding, several options are 
available. In the case of plays, more money (i.e. 
more influence points) can be spent to create a 
lavish production 

or extensive advertising. In the case of novels, the 
assistance of another character with ability as an 
editor may polish up those rough passages and 
make the book more readable. In both cases, a 
favourable review by character who is a critic will 
increase the work’s chance of success. Be 
forewarned, however, that if the critic doesn’t like 
the work, he or she may pan it, and hurt the 
work’s chances correspondingly. 

So what is the effect of successfully 
producing a play or publishing a literary work? 
That depends entirely on the nature of the work 
itself, and no one can say for certain ahead of time 
what the exact effect will be. Many plays and 
works simply make money for the 
author/playwright and his or her financial backers. 
Others may awaken public consciousness on an 
issue that the author feels strongly about. Some 
may simply build the author’s opinion of himself 
or herself. 

If your character has a work to publish or 
produce, and has collected the necessary influence 
points, see the Plays and Literature GM, who will 
be stationed at the Telegraph Office. 
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Great Britain is governed by the idea of 

parliamentary supremacy. Formally, Parliament 
consists of the monarch, the House of Commons, 
and the House of Lords. In common usage, 
however, the term refers to the House of 
Commons only since virtually all power rests 
within that body. The power exercised by 
Parliament is unlimited, making it the sovereign 
of the nation.  

The Parliament is run by the Prime Minister 
who represents the majority party or, when there 
is no majority party, majority coalition. It is his 
duty to create a cabinet that will handle the day to 
day affairs of the government. The present Prime 
Minister is Lord Salisbury, leader of the 
Conservative party. He ascended to this position 
in 1895 when the Conservatives won a majority in 
the general election. 

For an act of Parliament to be enacted, it 
must be sponsored by a Member of Parliament 
and passed by a simple fifty percent vote of the 

House of Commons. When a major piece of 
government legislation is defeated, the present 
government may be put to a vote of no 
confidence. Under such a vote, the Parliament is 
immediately called upon to voice its support of 
the Prime Minister. If the vote fails, the present 
government is dissolved, and Parliament must 
decide upon a new Prime Minister. 

One interesting feature of Parliament is the 
questioning of the Prime Minister. At the 
beginning of each session of Parliament, members 
are allowed to ask one question (and follow up 
question if so desired) of the Prime Minister on 
any topic. This ritual forces the Prime Minister to 
defend the government against all criticisms, and 
allows him to expound upon successes when 
questioned by members of his own party. 
However, any hesitation in his answers may be 
seen as weakness, even by his own party. 
Consistently weak performances by a Prime 
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Minister traditionally spell the end of one’s 
political career. 

In total there are 660 members of the House 
of Commons; 331 votes are required for a 
proposal to be assured passage. Please note that 
should Irish Home Rule pass, all members of the 
Irish Radical and Irish Moderate factions will lose 
all votes in Parliament in order to create an Irish 
Parliament. Parliament would then consist of 588 
members, and 294 votes would be required to 
assure passage of any act. The faction breakdowns 
are as follows: 

 
Conservatives (340 seats) - This is the majority 
party of Parliament and is lead by Lord Salisbury. 
Conservatives, in general, are proponents of the 
status quo which entails maintaining colonial 
holdings and limiting government involvement in 
the domestic arena. The various factions of the 
Conservatives are listed below. 

 
·  Traditional Conservatives (215 seats) - This 

is the core Conservative movement that 
follows the lead of the Prime Minister, Lord 
Salisbury. They oppose Irish Home Rule and 
women’s suffrage, being the strongest 
proponents of the status quo. 

  
·  Fiscal Conservatives (25 seats) - These are 

the members of the Conservative party who are 
strongly in favour of maintaining a laissez-
faire market policy and free trade. They favour 
a strong defence and are adamantly opposed to 
any Socialist ideas, which is perhaps why they 
support women’s suffrage. Phileas Fogg is the 
inspirational leader of this faction. 

  
·  Progressive Conservatives (53 seats) - This is 

the portion of the Conservative party that is 
interested in social change, but only at a 
carefully controlled pace. To them, the Liberal 
party is reckless, although they might support 
women’s suffrage… eventually. They strongly 
support the Empire in its current shape and 
oppose Irish Home Rule. Lord Kelvin  
represents their interests. 

  
·  Imperial Conservatives (27 seats) - This 

faction of the Conservative party puts the good 
of the Empire above all else, hence their 
opposition to Irish Home Rule. Cecil Rhodes 
has great influence with these members of 
Parliament. 

  

·  Moderate Conservatives (20 seats) - These 
are perhaps the most unreliable members of the 
Conservative party. As a result, Chief Whip 
Jonathan Harker has been tasked with 
determining and shaping their most current 
views. 

  
Liberal-Unionists (71 seats) - These former 
members of the Liberal party broke on the issue of 
Irish Home Rule. In general, they are considered 
the moderate faction of Parliament. Joseph 
Chamberlain is their spokesman. 
 
Liberals (138 seats) - This is the heart of the 
opposition to Lord Salisbury’s government, 
especially in regards to Irish Home Rule and 
women’s suffrage. They are led by William 
Gladstone, a former prime minister, who has 
come out of retirement to serve as watchdog on 
the Conservatives. 
 
Radical Liberals (20 seats) - These are the 
members of the Liberal party who support radical 
change in the present system. Their current cause 
is women’s suffrage. Octavia Hill  and Emmeline 
Pankhurst lead the fight for this faction. 
 
Socialists (19 seats) - The Socialists favour 
reform much as the Radical Liberals do, excepting 
women’s suffrage, but they have a particular 
model for how the new government should look, 
namely socialism. Moina Mathers is responsible 
for much of their rhetoric. 
 
Irish Radicals (51 seats) - These members of the 
Irish Party favour Irish Home Rule at any cost. 
Their leader is Maud Gonne. 
 
Irish Moderates (21 seats) - These are the Irish 
Party members who desire Irish Home Rule but 
are more moderate in their approach. Dr Arthur 
Conan Doyle is their spokesman. 

 
There are several issues facing Great Britain 

during the Diamond Jubilee. Perhaps the biggest 
is Irish Home Rule. In 1801, the British 
Parliament passed the Act of Union which 
abolished the Irish Parliament in favour of Irish 
representation in the British Parliament. All 
subsequent repeal efforts have failed, but Irish 
independence supporters have vowed to continue 
the fight. Again, the issue has surfaced, even 
though William Gladstone’s government was 
dissolved over the issue in 1894. 
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The biggest social issue is certainly women’s 
suffrage. As society has become more modern, 
women have moved out of the home and taken a 
more active role in the daily life of Great Britain. 
As this role has grown, some women have 
clamoured for the right to vote, arguing that this is 
a logical extension of freedom. But opponents, 
including many women, argue that for the most 
part, women have little or no interest in politics, 
and to suddenly increase the ranks of voters in this 
manner would be dangerous. After all, Great 
Britain has done just fine, so why change the 
status quo? 

The final issue concerns the welfare of the 
lower classes. Many have argued for better 
housing, better sanitary conditions, and better 
work conditions for the nation’s workers. Many 
reforms have been enacted over the past 20 years, 
but conditions in many parts of the country are 
still appalling. While the Liberals argue that the 
government should do something to help the 
workers, the Conservatives counter that reforms 
have been made. Now it is the responsibility of 
the private sector, charities, and the workers 
themselves to improve their own lot. 

Two votes are scheduled for the weekend at 
game start. They are Irish Home Rule and 
women’s suffrage. Other votes can be scheduled, 
but they must be introduced by a member with 
clout, i.e. the appropriate influence point. Votes 
cannot be introduced and voted upon within the 
same parliamentary session without unanimous 
consent. The Prime Minister is responsible for the 
scheduling of votes, but if members disagree with 
his scheduling, they may vote to see whether they 
can agree upon a different time. 

Votes set for the next period will be posted 
on a tally board breaking down the declared 
voting blocks. All changes in the numbers of 
faction members due to the results of votes or 

special events will be determined between voting 
periods and these changes will be made public on 
the tally board. 
Sessions of Parliament 

Parliament will convene four times over the 
weekend. The schedule is as follows: 

Friday 2200: Greet members. In-game 
parliamentary rules briefing. Questioning of the 
Prime Minister. Allow members to introduce 
matters for later voting. 
 
Saturday 1200: Questioning of the Prime 
Minister. Voting. Allow members to introduce 
matters for later voting. 
 
Saturday 1700: Questioning of the Prime 
Minister. Voting. Allow members to introduce 
matters for the last session of Parliament. 
 
Sunday 1000: Questioning of the Prime Minister. 
Voting. 

 
Voting by Proxy 

Players who are unable or unwilling to attend 
a session of Parliament may give someone else 
their vote card and this person may cast their 
votes by proxy. The person to whom the votes are 
given may not transfer the card to someone else, 
must be a British subject, and cannot have votes 
of their own (i.e. already be a Parliamentary 
faction leader.). Please note that if you give 
someone your votes to cast, they are bound by 
nothing other than their word that they will cast 
them as you have instructed! Because of this 
Members of Parliament are strongly encouraged 
to attend all sessions to cast their vote. 
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Note: The following section of rules is intended 
primarily for world leaders, but other players are 
encouraged to read it in order to gain a practical 
understanding of the world political situation. 

 
The Balance of Power is an implicitly held 

article of faith among European leaders, but 
maintaining it is one of the most delicate 
balancing acts ever performed. Theoretically, it 
works to maintain the status quo by appealing to 
the naked self interest of everyone concerned. It 
assumes that all nations are continually striving to 
accumulate enough power to subjugate their 
neighbours. If left alone, a country might become 
strong enough to overcome one of its neighbours, 
thus becoming more powerful and posing a threat 
to other neighbours until eventually it could 
dominate all Europe like Napoleon did almost a 
hundred years ago. 

However, it is to everyone else’s advantage 
to prevent this from happening. So whenever any 
country gains power, through accession of 
colonies., technological discoveries, or military 
expansion the other nations of Europe will band 
together to exert diplomatic and military pressure 
which will eventually even out the unbalance. 
This perpetual brinkmanship, as practised 
primarily by Great Britain, France, Germany, 
Austria-Hungary and Russia, has kept Europe in 
uneasy peace since the Franco-Prussian war. (Italy 
and Turkey were also involved historically, but 

for the purposes of this game will function as 
minor powers.) 

The system begins to break down, however, 
when instead of five Powers working 
independently there are only three, or two 
working in groups. This happens when Nations 
begin to form permanent alliances. Such an 
alliance, if strong enough, can decide to defy the 
rest of Europe and do whatever it wants. Many 
people feel that when this happens a World War 
will be the inevitable result. 

Characters in 1897 still live in a transitional 
time. There are currently two rather informal 
alliances in existence, formed largely because the 
nations involved never found themselves in direct 
competition over anything. These are the Entente 
between France and Russia, and the Alliance 
between Germany and Austria-Hungary. 
However, neither alliance is truly rock-solid. Any 
allied nation is fully capable of being a fair-
weather friend, and would leave the alliance rather 
than be involved in a war it was sure to lose. In 
this state of affairs, a nation could also be bribed 
not to come to the aid of an ally. On the other 
hand, nations incapable of gaining an advantage 
on their own generally work to make sure an ally 
gets it. Great Britain, meanwhile, is as strong as 
either alliance combined, and sits uneasily on the 
fence, trying to play both sides against each other. 
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Things have grown so tense that many 
observers now believe that a war of some sort is 
nearly inevitable within the next decade or so. The 
only question is how the sides will line up. The 
problem is that if any two sides of the triangle 
begin to fight, it would put the other side in the 
strongest position by allowing it to decide the 
victor. As a Prime Minister once explained to 
Sherlock Holmes: 

“The whole of Europe is an armed camp. 
There is a double league which makes a fair 
balance of military power. Great Britain holds the 
scales. If Britain were driven into war with one 
confederacy it would assure the supremacy the 
other confederacy, whether they joined in the war 
or not.” 

For the purposes of 1897: Queen Victoria’s 
Diamond Jubilee, the military strength of nations 
is summarised by three ratings: Home Military 
Strength, Local Military Strength, and Overseas 
Military Strength. Home Military Strength is the 
strength of your armed forces when defending 
your country. Local Military Strength is the 
strength of your armed forces when fighting in 
areas which you border. Overseas Military 
Strength involves some form of naval power 
projection to areas far from home. The following 
table summarises known or suspected military 
strengths of nations at the start of the game. 

 

 
Nation Home 

Strength 
Local 

Strength 
Overseas 
Strength 

Local Areas 

Great Britain 6 - 4 None 
Russia 6 4 1 Afghanistan, Germany, Austria-

Hungary, The Balkans 
France 3 2 2 Germany 
Germany 5 5 3 France, Austria-Hungary, Russia 
Austria-
Hungary 

3 2 1 Germany, Russia, The Balkans 

Romania 1 1 - The Balkans, Russia, Austria 
Hungary 

Boer Republic 2 1 - South Africa, Zu-Vendi 
United States 6 - 2 None 

 

 
 
A chart of nations’ current military strengths 

will be posted in The Waterloo Chamber. When 
nations go to war, their respective military 
strengths for the theatre of conflict are compared. 
Allied nations fighting together add their strengths 
for purposes of comparison. Only in the case of 
overwhelming disparity will the conflict be likely 
quick and relatively bloodless. Tied nations would 
probably fight a long, protracted war that would 
be costly and inconclusive for both sides. But if, 
for example, Germany (5 local) and Austria-
Hungary (2 local) attacked Russia (6 home) and 
all other countries remained neutral, consulting 
this scale would let you know that Russia would 
probably have the worst of it. 

All world leaders have the ability to declare 
war, but leaders of democratic nations must first 
have a reason to, a Causus Belli, or they risk 
political defeat at home in the next election. 
Dictators may declare war for any reason. But if 
the reason is a shaky one (such as the Tsar 
declaring war on Germany because he hates the 

Kaiser’s pointy hat) even a dictator risks grave 
unrest in his nation. When in doubt, make certain 
your nation has a valid Causus Belli before 
declaring war. At the start of the Jubilee, many 
nations have valid excuses to go to war with each 
other. It is the goal of most world leaders to 
resolve these troubling situations peacefully, but 
also in their nation’s favour. Many leaders will go 
to war rather than risk an unfavourable outcome 
to a matter of importance to their nation. A chart 
of Causus Belli will be posted in The Waterloo 
Chamber of Windsor Castle. If you, as a world 
leader, are uncertain whether a valid cause to go 
to war with another nation exists, ask a GM, and 
they will tell you. 

The world is divided into many regions, a 
map of which resides in The Waterloo Chamber. 
If you declare war on another nation in a region 
your nation commits to sending troops and 
supplies there and this weakens your nation 
against attack in other areas. In the game, this is 
reflected by reducing another of your strength 
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ratings by “1”. If Germany (overseas strength 3) 
attacked France (overseas strength 2) in Central 
Africa, Germany, would have to reduce either its 
home strength from 5 to 4 or its local strength 
from 5 to 4. This reduction would last until 
hostilities ceased in the Central Africa. Nations 
defending their home territory (i.e. using only 
their home strength in a conflict) do not suffer this 
penalty. 

 

AN EXAMPLE OF INTERNATIONAL 
CONFLICT 

Let us say that Austria-Hungary declares war 
on Romania by invading it. Austria would win 
(Austria 2-local, Romania 1-home.) Austria 
chooses to reduce its home strength from 3 to 2 
for the duration of the conflict. Romania, 
defending its homeland, does not need to reduce 
any of its strengths. Now Russia (4-local) declares 
war on Austria-Hungary, but chooses only to send 
troops to Romania- not attacking Austria-Hungary 
proper. Russia chooses to reduce its home 
strength from 6 to 5. Still, the balance is now 
tipped heavily in Romania’s favour (Romania’s 1 
home strength + Russia’s 4 local strength=5, to 
Austria’s local strength of 2). Then Germany 
declares war on Russia. Germany is not local to 
the Balkans, so she invades Russia proper 
(choosing to lose 1 from her overseas strength to 
do so) creating two areas of conflict. 

Austria-Hungary is now losing the fight in 
Romania, and may choose to withdraw, but 
Germany is now even with Russia (5 local vs. 
Russia’s reduced 5 home) and a long, protracted 
conflict appears to be brewing. Austria could then 
choose to withdraw from Romania and help 
Germany attack Russia. With the conflict in 
Romania now over, Russia’s home strength would 
return to 6, but the balance is still in Germany and 
Austria-Hungary’s favour (Germany 5 + Austria 2 
vs. Russia 6). If Romania chose to help defend 
Russia, this would deadlock things at 7 to 7, but 
only if Romania was willing to lower its home 
strength from 1 to 0. Clearly, the war situation is 
complex and confused and will only be altered in 
a major way if one of the other powers (France, 
Britain, or the U.S.) becomes involved. 

 
 
Of course, all military strengths reflect 

current military values only. Some nations may 
have secret preparations that give them a bonus in 
some areas. It is also possible that a nation might 
acquire new technology or resources that could tip 
the balance in its favour, possibly even at this 

conference. Unless this information is somehow 
made public, no changes will be made to the 
military strength chart, and nations going to war 
do so with the understanding that the posted 
military strengths are their “best guess” as to how 
their army and navy stacks up to those of other 
powers.  

 
Unresolved Disputes 

A Concert of Europe (what we might call a 
summit conference) often is held when a conflict 
develops between two or more European powers 
over a territory or policy. The leaders of the great 
powers or their representatives congregate and 
trade proposals until they reach an agreement that 
is acceptable to everyone (or that everyone has 
been bullied, bargained or bribed into accepting.) 
Since there are currently a large number of 
unresolved conflicts outstanding among the 
Powers, and since most of the heads of state will 
be at this Jubilee, there has been a general 
agreement that it will function as a Concert of 
Europe. 

Any of these disputes may provide the leader 
of a government with a valid cause to go to war. 
Also each of these disputes has a deadline by 
which it must be resolved (by all involved leaders 
sending telegraphs to their home country 
instructing them how to proceed). If the dispute is 
not resolved before this deadline, the status quo 
will continue. In most cases, this is not a 
satisfactory outcome for the nations involved, and 
rulers are likely to suffer political fallout at home 
for not exercising proper leadership in these 
matter. It is thus quite important that these 
disputes are discussed at the Jubilee, and a clear 
course of action for each nation decided upon 
before the appropriate deadline.  

Remember, going to war is to be avoided, but 
in many cases, war is the only alternative when 
other methods of diplomacy fail. It is often 
preferable for a nation to go to war, even if it 
involves risk, rather than to continue along 
without change in a situation the citizenry of 
one’s country finds untenable. Characters who are 
world leaders are expected to lead, and so long as 
they have a reason to go to war and do not lead 
their population into folly, the people will follow.  
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Most Victorians go through their entire lives 

comfortably believing that nothing exists which is 
not explicable by science. They may see a few 
things that seem slightly odd, but they can always 
explain them by referring to coincidences, 
hitherto unknown scientific discoveries, or even, 
in extreme cases, hallucination. “After all,” they 
will say, “we weren’t born yesterday; this is the 
nineteenth century, you know.” 

These people are absolutely right: for them, 
there is no magic. Effort has been made to make 
“magic” in 1897 a subtle thing, if not in power, 
then at least in its manifestations. For every spell, 
there is a logical, rational explanation as to how 
its effects could be accomplished without magic. 
Charm spells? Hypnosis. Mystic divination? 
Lucky guesses. Magical gust of wind? A freakish 
weather phenomenon. Like the actual Victorians 
on which they are based, most characters do not 
believe in magic, and will probably be very 
sceptical of those who claim to practice it. Quite 
simply put, nothing will happen over the course of 
The Jubilee that can’t be explained by science, 
trickery, or chance. After all, there is no magic in 
the world of 1897… is there? 

Those who are determined to penetrate the 
secrets of the unknown, however, continue to 
produce effects for which they can find no 
explanation other than the workings of a 
supernatural agency. Still, magic in the Victorian 
world is a chancy and unpredictable thing, when it 
works at all. Many things can cause a spell to go 
wrong: improper ingredients, insufficient mystic 
support, inadequate ritual, the presence of severe 
sceptics, lack of certainty on the part of the 
magician. In general, the more powerful the 
effects of the spell, the more likely it is for 
something to go wrong. For centuries magicians 
have been searching for grimoires which are 
rumoured to contain more powerful, more certain 
spells, but if such things exist they are long lost. 

The actual casting of spells may involve long 
ritual ceremonies, complex verbal invocations, 
intricate gestures, or a combination of all of these. 
However, as all true magicians know, these things 
are really only devices which help to concentrate 
the magician’s mind sufficiently to break the 
barrier between the seen and unseen worlds.  

The Magic Spell Cards with which some 
characters have been supplied with are intended to 
be merely the skeleton forms of more elaborate 

castings. For better results, characters with 
magical ability are encouraged to chant, walk in 
circles, or perform any other ritual which they feel 
will help set the mood. Likewise, the only 
ingredients listed on Magic Spell Cards are those 
which are likely to be in short supply in Victorian 
London or difficult to smuggle inside Windsor 
Palace. The spells may also involve candles, 
ashes, chalk, etc., which a spellcaster may assume 
to have an unlimited supply of. 

To cast a spell, take the card to the Castle 
Gate GM, along with any necessary ingredients. If 
the spell you wish to cast has a long, drawn-out 
ritual, (such as a seance), you may wish to 
perform it in a private room; schedule ahead of 
time for a Gamemaster to be on hand. Privacy 
may help some spells to work better. 

Some simple spells do not require a GM to 
cast, e.g., combat spells, etc. If a spell ability is 
clear on its face and you have the components, 
you may cast it without a GM’s aid. Of course the 
target of the ability is well within their rights to 
demand to see the components, even if their 
character does not believe in magic.  

All spells which a character knows are 
assumed to be permanent, non-transferable 
abilities. No new spells may be learned over the 
course of the weekend: the amount of study 
involved is prohibitively difficult. Unless they are 
stated to require time between castings, all spells 
may be cast an unlimited number of times. Of 
course, most spells also require ingredients which 
may be in short supply. Unless a spell says 
otherwise, all materials are used up when the spell 
is cast.  
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Many in-game actions will not be as secret as 

their players might desire. The Victorians are a 
chatty and curious bunch, and word has a way of 
getting around. To simulate this, 1897 uses 
“Reliable Sources.” Reliable Sources are snippets 
of information which are generally at least partly 
true and have been leaked to the public by various 
individuals “in the know.” Reliable Sources are 
more likely to be true than simple rumours, and 
almost always have their basis in fact. 

There is a Reliable Sources Jar located in the 
Telegraph Office. There will be several Reliable 
Sources in it at the start of the game. As the game 
proceeds, GMs will add new notes detailing 
private or secret actions that take place during the 
game. Many of these will be the result of the 
expenditure of influence points. For example, just 
because Joseph Pulitzer is secretly funding the 
Zulus by spending an influence point doesn’t 
mean that this information will necessarily remain 
a secret. The GMs will write it as a reliable source 
and add it to the jar for potential dissemination. 

Certain players have the ability to pull, at 
random, pieces of information from the Reliable 
Sources jar. The GMs will also occasionally pass 
out Reliable Sources to random characters to 
simulate overheard remarks and scuttlebutt. 
Finally, if you feel your character is stuck or has 
nothing to do at the moment, come see the 
Telegraph Office GMs and plead your case. 
Chances are, they will let you pick a Reliable 
Source from the jar as a way to give you a tidbit 
of information that will help you reintegrate 
yourself into the game action.  
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Victorian Society was, in actuality, not 

nearly as staid and proper as we of the twenty-
first century often like to think. Victorians did, 
however, play close attention to the rules of polite 
society. Bending or even occasionally breaking 
these rules was not looked down upon, per se, but 
getting caught doing these things certainly was!  

Victorian ladies and gentleman were well-
attuned to what was commonly considered 
scandalous behaviour and how to avoid it. There 
were very definite rules to follow, and degrees of 

scandal. A married man having a discreet (but 
commonly suspected) affair was mildly 
scandalous. A married woman having a similar 
affair was somewhat more so. A woman living off 
the money of a wealthy, unmarried man was only 
mildly scandalous. A man doing the same thing 
was seen as a rather sordid thing for both involved 
individuals, but somewhat more disgraceful on 
the part of the man. Drug addictions and unusual 
sexual practices could range from being mildly 
scandalous to utterly ruinous, depending upon the 
discretion of the parties involved.  

Only in the most extreme circumstances 
involving blatant criminal or immoral activity 
were the practitioners of “scandalous” behaviour 
pursued by the law. Victorian society had a far 
more effective means of dealing with its 
ignominious malcontents. Individuals who had 
been judged to be of questionable character and 
therefore “scandalous” in the court of polite 
public opinion suffered social segregation. 
Members of polite society would openly disdain 
scandalous individuals, and while they would still 
interact with them if necessary, the scandalous 
were treated with distinct, aloof scorn. A very few 
infamous characters revelled in this treatment, but 
most found it bad enough to either withdraw from 
proper British society (often by leaving the 
country) or by seeking to mend their scandalous 
ways and re-enter the fold of society’s good 
graces.  

In 1897: Queen Victoria’s Diamond Jubilee, 
scandal is not ignored. Many characters are up to 
no good, and while some of this activity is illegal, 
much of it is simply vaguely immoral, which 
would freely be considered “scandalous” by polite 
society. Some characters have the ability to 
scandalise others, either by publishing a 
newspaper account of the questionable activity, or 
by circulating well-founded rumours throughout 
society circles. A character may become 
“scandalised” if he or she is caught doing 
something scandalous by a character who has the 
ability to publish an account of the fact or to 
spread rumours about it (both are types of General 
Special Abilities).  
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Examples of scandalous behaviour might include: 

·  Having an affair 
·  Conducting an unethical business transaction 
·  Aiding members of a foreign power known to 

be hostile to one’s own nation 
·  Openly professing to practice “black” magic 
·  Physically assailing a lady (if done by a man) 
·  Openly insulting the Queen or the Church of 

England (if a British subject) 
 
If someone is successfully scandalised, they 

must see a GM at the Castle Gate at once. There 
they must describe their scandalous behaviour and 
will be issued a badge or sign proclaiming that 
they are scandalous and what they have been 
scandalised for. The person must wear the scandal 
badge/sign at all times until he or she is no longer 
scandalised. The bigger the scandal, the bigger the 
badge or sign will be. There are 3 degrees of 
scandal—minor, significant, and major. The GMs 
are the final arbiters of just how scandalous a 
certain action is considered to be by society.  

There are three ways to remove a scandal 
from oneself: 

1. Some characters have the ability to remove or 
reduce scandals, due to the fact that they are 
publicly held to be fine, upstanding 
individuals. If they approve of someone, that 
person surely mustn’t be all that bad! 

2. At the end of each time period, a scandal will 
reduce in severity by one size. See a GM for a 
new badge if this occurs. 

3. If you perform a publicly heroic and self-
sacrificial act for the good of the British 
Empire, the GMs may, at their option, choose 
to remove some or all of the stain from your 
honour. 

 
What then, is the effect of being scandalised? 

In actual, physical terms, nothing. Scandalised 
characters lose no special abilities, vital statistics, 
or suffer any other physical penalty (unless 
otherwise noted on an ability card). They do, 
however, suffer the shame and disgrace of being 
publicly scandalous. Other players are encouraged 
to treat a scandalous individual accordingly. This 
does not mean do not interact with that character. 
Oh, no! Ostracization is too kind a fate and not 
conducive to good role-playing. If someone is 
scandalised in a minor way, make constant 
allusions to the source of their shame in polite 
conversation. If your character is nasty, evince 
disdain, and if your character is nice, let the poor, 
scandalised wretch know that you pity them. If 

someone is scandalised in a significant or major 
fashion escalate your reaction accordingly. “How 
could you do such a thing? Oh, you awful man! 
My word, Charlotte, the thought of what this 
horrid fellow did almost makes me faint!” If you 
of a kinder bent, you may wish to patronise the 
character and try to steer them back to the path of 
righteousness. Have fun with it… just remember, 
society is always looking for a new scandal, and 
public memory, even in Victorian times, is short. 
If someone is no longer wearing a scandal button, 
they are no-longer deserving of ill-treatment. In 
fact, if you publicly mistreat someone in this 
fashion, you might find that you are deserving of 
scandal yourself! The scandal system has been 
added to the game to let the players have a little 
fun simulating Victorian public morality. Cool 
disdain and clever remarks are the order of the 
day, not cruel or ham-fisted verbal tongue 
lashings. 
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Inactivity 

As mentioned under Name Badges above, 
players who have removed their name badges are 
“inactive” and may not interact with any other 
player. This may be a voluntary state; you can 
remove your badge if you don’t want to be 
bothered by other players while eating, for 
example. You may not go inactive while being 
pursued or while involved in a combat. It just isn’t 
proper to suddenly vanish in front of one’s 
enemies! 

 
You may also be inactive for a GM-

mandated period because you are busy doing 
something that keeps you away from other 
characters. Suppose you want to go make a palace 
guard’s outfit in order to disguise yourself. A GM 
might rule that you would become inactive for 15 

minutes while you got together the materials for a 
disguise (assuming he or she thought this was 
plausible at all!) You would then take your badge 
off, leave the game for the specified period of 
time, and collect your “disguise” item card from 
the GM when you returned. 
 
Death and Reincarnation 

Please be careful! While it is reasonably 
difficult to die in 1897, nothing is impossible. The 
GMs have prepared a limited number of 
replacement characters. Replacement is not 
guaranteed, however. We may not have a new 
character that’s appropriate for you. Furthermore, 
even if a replacement is available, it may be a 
while before you can be reintegrated into the 
game. 
 
Leaving the Game 

If for any reason you find yourself unable to 
continue playing 1897, please bring your packet 
to game central and let us know, so that we can 
make arrangements for those characters whose 
goals involve interaction with your character. 

 

 

 
 

Native Cavalry Parade for the Jubilee, 1897 
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1897 is a game that revolves heavily around 

atmosphere. While much effort has been put into 
writing enjoyable plots and entertaining 
characters, the writers are especially trying to 
evoke the feel of a particular era and a very 
special moment in time. 

Costuming is strongly encouraged. If you 
find yourself without a proper costume, there are 
still several alternatives preferable to showing in 
up in blue jeans and T-shirt: 

 
Gentlemen: You will find you can do quite well 
with a pair of dark trousers, a dark jacket, a white 
dress shirt, dress shoes, and bow tie. If a bow tie 
is unavailable, try tying a wide regular tie with a 
large knot, turn the collar up on your dress shirt, 
and stuff the tie in the space between the first and 
second front buttons. Done properly, this makes a 
serviceable faux-ascot. If you have a walking 
stick, be sure to bring it. If nothing else, try to 
obtain a period hat (bowlers and felt or silk top 
hats are best.) No single object makes a man look 
more the part of the perfect Victorian gentleman 
than a proper hat.  

Ladies: You probably already possess the clothes 
in your wardrobe to reasonably dress the part. 
Long (ankle-length) black skirts of nearly any 
style, when coupled by a white or off-white 
blouse (the more frilled and elaborate the better, 
high collars are preferable, and long sleeves are 
better than short) are the basis for a good 
Victorian outfit for you. Though few people will 
see your feet, ankle-high, lace up leather shoes are 
the best, but just about any conservative style will 
do. Gloves and a hat (especially one with feathers) 
complete the look. If you have neither, just tie up 
your hair into a single bun on the top or back of 
the head. A proper Victorian hairstyle will do just 
as much for your look as a natty hat will for a 
gentleman. A shawl can also help dress up an 
outfit. Costume jewellery and faux pearl chokers 
are also good. 

 
Now that you look the part, here are some 

tips that will help you act the part: 
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Victorian Manners 
Proper manners vary greatly between social 

classes and countries; what would be appropriate 
for Oscar Wilde’s circle would not go over well 
in the Royal Family. However, there are a few 
constants: 

 
Introductions 

Ideally, no one should ever simply walk up to 
someone, particularly someone of the opposite 
gender, and introduce himself or herself. Instead, 
both parties should seek out a mutual 
acquaintance able to introduce them. The person 
of lower rank should always be presented to the 
person of higher rank; if the two are of the same 
rank, then the man should always be presented to 
the woman. The presenter should say something 
like “Lord Crumpet, it is my distinct pleasure to 
present to you Amelia Fishburn, of the Fishburns 
of Long Island; Miss Fishburn, allow me to 
present Lord Crumpet.” If there is a stranger to 
whom you wish to be introduced, it is entirely 
appropriate to scour one’s list 
of friends hoping to find a 
mutual acquaintance and beg 
for an introduction. Well-
connected individuals can be 
greatly in demand as 
introducers! 

Bows and curtsies are 
appropriate at this time. The 
English bow comes from the 
waist, one hand on the breast, 
while maintaining eye contact. 
The Prussian bow is a more 
military affair. The French have 
a habit of kissing a lady’s hand. 
Brash Americans are known to 
attempt to shake hands...no one civilised has 
figured out quite how to deal with this yet. 

Sometimes, of course, particularly within the 
constraints of a game environment, no introducer 
is forthcoming. In such a situation, a man might 
seek out the guardian of a young woman in whom 
he is interested, and introduce himself to the older 
relative first. A woman seeking to introduce 
herself to a man might bring along a friend for 
moral support and propriety’s sake.  

When all else fails, it could occasionally 
happen that a man or woman would be forced to 
introduce himself or herself. In both cases, 
however, the individual so flaunting the mandates 
of society would be properly embarrassed and 
apologetic, and explain the contingencies that 
made such boldness a necessary step.  

 
Men and Women 

The overarching assumption is that 
unmarried men and women of any age simply 
cannot be trusted alone in one another’s company. 
If a man invites a woman to his quarters, he can 
never be up to any good, and a woman who 
accepts such an invitation without insisting on a 
chaperone is inviting scandal.  

All social events generally consist of both 
mixed and single gender gatherings. Most often 
after a meal, the men will go into one room and 
the women will go into another. Supposedly this 
is so that the men can talk about politics and 
science and not bore the women, who will of 
course wish to discuss children and needlework. 
In practice, of course, the main topic of 
conversation in both groups is a discussion of the 
people in the opposite room. 

 
 
 

 
Other Notes 

Crowned heads should be addressed as “Your 
Majesty.” Other Royalty are “Your Highness” or 
“Your Royal Highness.” When Queen Victoria 
enters a room, it is very proper for seated 
individuals to rise. As hostess and Queen of the 
British Empire, she deserves nothing less! 
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Her Majesty’s good offices have no wish for guests to be exposed to the social discomfort of being 
introduced to someone with whose achievements they are not acquainted. This list is provided as a 
convenience for the guests of Her Majesty’s Diamond Jubilee to assist in identifying many of the notables 
attending and the accomplishment(s) for which they are principally known. 

 
For Her Majesty, 
Mr. Jonathan Harker 
Jubilee Organiser 

 

 
Her Majesty, Victoria, Regina and Imperatrix, 
Queen of England and Empress of India: 
Reigning monarch of the British Empire now 
celebrating her 60th year on the throne. God Bless 
and Keep Her Majesty! 

Edward, Prince of Wales: heir to the throne of 
Britain, the affable Prince is well-known as a 
social gadfly and is known as “Bertie” to his close 
associates 

Alexandra, Princess of Wales: Once a Princess 
of Denmark, the future Queen is well-loved by 
both noble and commoner alike 

Franz Joseph, Emperor of Austria-Hungary: 
distinguished Austrian elder statesman is known 
throughout Europe for his firm, uncompromising 
leadership 

Elisabeth of Bavaria, Princess of Bavaria, 
Empress Consort of Austria and Queen Consort of 
Hungary: stylish and fashionable socialite and 
patron of noble causes 

Wilhelm, Kaiser of Greater Germany: The 
temperamental ruler of Germany is also grandson 
to Her Majesty, Queen Victoria 

Augusta Viktoria, Empress of Prussia: The 
wife of Kaiser Wilhelm, ruler of Germany, 
Empress Viktoria is known to support the 
principal of Germano-British co-operation.  She is 
noted for her passion for collecting curiosities 

Nikolas, Tsar of Russia: the youthful monarch of 
Russia has been on the throne for but one year, 
and is still looking to find his stride in the arena of 
international politics 

Alexandra, Tsarina of Russia: youthful Russian 
Empress is always ready to assist her husband, 
Nikolas, in the affairs of state if duty should so 
require 

Ferdinand, King of Romania: The monarch of 
Romania is not often seen in England, as his 
nation’s position between Austria-Hungary and 
Russia keeps him busy with local diplomatic 
manoeuvres 

Marie, Queen of Romania: the wife of King 
Ferdinand, Marie is known to be dedicated to the 
people of Romania, and is well-loved by them 

Mr. Felix Faure:  dashing President of France 
remains one of Europe’s most eligible bachelors 

Mr. Cecil Rhodes: resolute Premier of South 
Africa, Mr. Rhodes has made a fortune in 
diamond mining, and has the honour of being the 
world’s most wealthy man 

Mr. Paul Krueger:  outspoken Boer politician, 
Mr. Krueger is uncompromising in his role as 
President of southern Africa’s Boer Republic 

Ayesha, She Who Must Be Obeyed: mysterious, 
astonishingly beautiful woman purported to be the 
ruler of the heretofore unknown African nation of 
“Zu-Vendi” 

Mr. Theodore Roosevelt: boisterous American 
politician, Mr. Roosevelt is currently serving as 
Assistant Secretary of the United States Navy and 
is America’s official representative at the Jubilee 

Frances “Daisy” Brooke, Countess of 
Warwick:  congenial British socialite, “Daisy” 
Warwick is known principally for her stylish 
weekend events and her association with the 
Prince of Wales a few years past. 
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Field Marshal Lord “Bobs” Roberts, VC:  A 
hero of the British Empire. He won his Victoria 
Cross during the Indian Mutiny and earned 
nationwide fame during the 2nd Afghan War. 
Now he is commander-in-chief of the British 
Army in Ireland 

Lord Salisbury:  the current Prime Minister of 
Great Britain, Lord Salisbury’s Conservative 
government has pledged to resolve the issues of 
Irish Home Rule and Women’s Suffrage over the 
Jubilee weekend 

Lord Kelvin, Baron of Largs:  esteemed British 
scientist and expert in the field of 
thermodynamics, Lord Kelvin is also a Member 
of Parliament and advises Lord Salisbury’s 
government in scientific affairs 

Arthur Holmwood, Lord Godalming:  
distinguished British noble is known to have 
travelled the world, but has settled near Whitby 
and is considered to be one of Britain’s more 
eligible bachelors 

The Maharajah Sir Partab Singh: gallant 
Indian officer with a long and distinguished 
history of service with the Imperial Army in India 
and Afghanistan 

The Hon. Ivo Arthur Jermyn Bligh:  the famous 
socialite and gentleman cricketer who captained 
the MCC team which first won the Ashes trophy 
back from Australia 

Compte Raoul de Chagny: the wealthy Count is 
attending the Jubilee celebrations as 
representative of the remaining French nobility 

Ferdinand, Count von Zeppelin: agreeable 
German inventor and enthusiastic supporter of 
research into the idea of controlled, lighter-than-
air flight 

Vladimir, Count Dracula:  charming 
Transylvanian nobleman currently residing in 
England and a recent addition to London society 
circles 

His Eminence, Frederick Temple, Archbishop 
of Canterbury: His eminence is not only the 
foremost clergyman in the Church of England, but 
also the personal chaplain to the royal family 

Miss Irene Adler: This one-time British opera 
star had married an American gentleman and was 
seen in New York society circles before the recent 
death of her husband caused her to return to the 
stage 

Colonel Robert Baden-Powell: recently 
promoted to command the 5th Dragoon Guards 
and now the youngest Colonel in the British 
Army, he has made a name for himself in action 
in Africa and India as both a military man and 
highly-capable scout 

Mr. Aubrey Beardsley: controversial young 
illustrator whose works are viewed as decadent by 
some and brilliant by others 

Miss Gertrude Bell: A shining example of the 
independent Victorian woman, Miss Bell has 
distinguished herself in the fields of both history 
and exploration 

Miss Sarah Bernhardt: noted French actress 
whose popularity is enhanced in her native 
country by her patriotic actions during the Franco-
Prussian War 

Miss Nellie Bly: intrepid American journalist has 
a reputation for tenacity which equals or exceeds 
that of most of her gentleman counterparts 

Mr. Wallis Budge: Keeper of Egyptian and 
Assyrian Antiquities at the British Museum. Mr. 
Budge has been at the forefront in bringing to 
public display the glories of ancient empires 

Mr. Andrew Carnegie: wealthy American 
industrialist who is also known for his 
philanthropic pursuits 

Mr. Joseph Chamberlain: skilful British 
politician possesses much influence as leader of 
the moderate “swing vote” in Parliament, and 
holds the important cabinet post of Colonial 
Secretary 

Mr. Aleister Crowley:  young British gentleman 
with an interest in spiritualism 

Madame Marie Curie: determined French 
scientist known for her work in physical 
chemistry, most particularly the recent discovery 
of the element radium by her and her husband 

Dr. Arthur Conan Doyle:  diligent British literary 
agent and occasional author whose editing credits 
include Dr. John Watson’s popular Sherlock 
Holmes books and stories.  Dr. Conan Doyle 
speaks in Parliament for the Irish Moderates 
group 

Marguerite Durand, assistant to French 
President: known to be trusted by President Felix 
Faure and often delegated powers to act on 
France’s behalf, Mlle Durand is a capable and 
respected actress turned stateswoman as well as a 
campaigner for woman’s rights 
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Mr. Thomas Edison: industrious American 
inventor of the electric light, phonograph, and 
kinetiscope, to name but a few 

Florence Farr, actress, writer, woman’s rights 
activist and leading socialist: A leading light of 
London’s theatrical and bohemian scene, Miss 
Farr also writes articles on occult subjects 

Mr. Phileas Fogg: gentlemanly British celebrity 
has become a successful financier and a 
Conservative Member of Parliament since his epic 
journey around the world in 80 days 25 years ago 

Mrs. Aouda Fogg: refined British lady and wife 
of Phileas Fogg lends an exotic touch to London 
society courtesy of her half-Indian heritage 

Mr. Henry Ford:  plain-spoken American 
mechanical engineer with a knack for solving 
problems 

Dr. Sigmund Freud: intellectual Austrian 
physician has made a speciality of diagnosis and 
treatment of disorders of the mind 

Miss Maud Gonne: fiery Irish nationalist and 
perhaps the most ardent opponent of British rule 
in Ireland 

Mr. William Ewart Gladstone:  former British 
Prime Minister, now the leader of the Liberal 
opposition to Lord Salisbury’s government 

Dr. William Gilbert Grace:  ‘W.G.’ is the most 
famous cricketer - nay sportsman! - in the whole 
Empire. The solid heart of the England team, 
W.G. is never shy about his opinions. 

Mr. Jonathan Harker:  earnest British politician, 
the relatively young Mr. Harker is currently 
serving as chief whip for the Conservative Party 
in Parliament, and is handling administrative 
details for the Jubilee 

Mrs. Mina Harker:  demure British gentlewoman 
and wife to Mr. Jonathan Harker, Mrs. Harker is 
known as a pleasant hostess and is well-regarded 
by all who meet her 

Mrs. Octavia Hill:  dedicated British reformer 
known for championing the cause of the poor and 
disadvantaged throughout England.  She leads the 
Radical Liberal faction in Parliament 

Mr. Mycroft Holmes:  a stalwart of the 
machinery of Government, performing invaluable 
service to the Prime Ministers of all political hues. 
He is the elder brother of the consulting detective 
Mr. Sherlock Holmes 

Mr. Sherlock Holmes: famous consulting 
detective and London resident, Mr. Holmes has 
assisted Scotland Yard on many occasions in the 
past 

Mr. Harry Houdini:  energetic American stage 
magician, the entertaining young Houdini now 
brings his own unique brand of “escape artistry” 
to the Jubilee 

Mrs. Mary Hudson: a proper British 
housekeeper, Mrs. Hudson has been of essential 
service in the past to her famous lodger, Mr. 
Sherlock Holmes 

Miss Violet Hunt:  flamboyant British socialite, 
Miss Hunt is well-known in London circles and is 
also an aspiring writer 

Miss Mary Kingsley: independent British 
explorer and adventuress, the enterprising Miss 
Kingsley has made extensive treks in Africa’s 
wild interior 

Mrs. Lillie Langtry:  charming British actress, 
Mrs. Langtry’s enchanting stage presence has won 
her many fans, including Prince Edward, with 
whom her name has been associated in the past 

Miss Jean Leckie: Young well-travelled 
Irishwoman with a reputation as a talented 
medium and spirit-writer 

Inspector Gregory Lestrade: tenacious 
Metropolitan Police Inspector, the Crown has 
chosen to recognise Lestrade’s years of service to 
Scotland Yard by placing him in charge of 
security for the Jubilee  

Miss Sally Lockhart: young, well-travelled 
Englishwoman of independent means who has 
recently returned from the United States of 
America 

Miss Moina Mathers: unconventional Irish 
spiritualist, Miss Mathers is reputed to be one of 
the Empire’s foremost experts on the phenomenon 
of mysticism.  She also speaks for the Socialist 
Party in Parliament. 

Dr Lise Meitner: the second woman to earn a 
Doctorate in Physics from the University of 
Vienna is a noted scientist and expert on the 
atomic structure of the elements 

Dr. Alice Moreau: intense, young British 
physician who has recently moved to London 
from her South Seas home where she was raised 
and trained by her father.  He left England into 
self-imposed exile many years ago following a 
little-understood medical scandal 
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The Munshi - Haifa Abdul Karim:  diffident 
Indian manservant is held in high esteem by Her 
Majesty and is seldom far from her side 

Dr Margaret Murray : scholar and Egyptologist 
who has gained a reputation as a talented and 
fearless explorer and excavator 

Miss Beatrix Potter: The famous children’s 
author and illustrator has made a very rare trip to 
London from her Lake District home to attend the 
Jubilee celebrations 

Mr. Allan Quatermain:  famous British explorer 
is known for his extensive travels in Africa over 
many years 

Louise von Salome: this Russian-born 
psychoanalyst and author is the current 
companion of Empress Elisabeth of Austria-
Hungary 

Dr. Jack Seward: implacable British 
administrator, Dr. Seward is in charge of one of 
Britain’s principle mental sanitariums, located in 
Whitby 

Mr. M.P. Shiel: up-and-coming British author, 
Mr. Shiel’s eclectic interests have made him a 
master of many talents 

Mr. Constantin Stanislavsky: methodical 
Russian actor/director, Mr. Stanislavsky is in 
England promoting his new technique for acting 

Mr. Henry Morton Stanley:  the famous 
journalist and explorer - discoverer of Dr. 
Livingstone and the source of the Nile. He has 
now settled in England and serves as Member of 
Parliament for North Lambeth 

Professor Wilhelm Steinitz: the distinguished 
Professor of Physics at Vienna University was 
until recently the first World Chess Champion 
until – to some surprise – he publicly resigned his 
title last year after a private match in London.  A 
new claimant as World Chess Champion has not 
yet emerged 

Mr. Bram Stoker:  earnest British author, Mr. 
Stoker is as well-known for his work as actor and 
manager in Henry Irving’s Lyceum Theatre as he 
is for his recent sensational novel, Dracula 

Mr. Nikola Tesla: unconventional American 
inventor with Balkan origins, his experiments 
with electricity boggle popular imagination 

Dr. John Watson: stalwart British physician and 
author, Dr. Watson is best known for his popular 
series of books and stories chronicling the 
adventures he has shared with his friend, Mr. 
Sherlock Holmes  

Miss Lucy Westenra: pert British socialite and 
friend of Violet Hunt, Miss Westenra  has recently 
been seen in company with the handsome and 
mysterious Count Dracula 

Mr. H.G. Wells:  imaginative British author, Mr. 
Wells has almost single-handedly created the new 
literary genre of “scientifiction” 

Mr. Oscar Wilde:  witty British author with 
eccentric habits whose popularity has recently 
been sadly overshadowed by a term in prison 
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While her Majesty’s offices have not received a response to date from the following individuals, we 
hope they will be able to take the time from their doubtless busy schedules to make at least a brief 
appearance at The Jubilee: 

 
Mr. Alexander Graham Bell:  venerated 
American inventor of the telephone, Mr. Bell has 
recently turned his attentions toward the realm or 
aeronautics, where he hopes to meet with similar 
success  

Mr. William Booth:  evangelical British reformer 
and founder of The Salvation Army, “General” 
Booth campaigns tirelessly on behalf of the least 
of the Empire’s subjects  

Mr. Samuel Langley: learned American 
astronomer, Mr. Langley currently serves as 
Secretary of the Smithsonian Institution 

Mrs. Florence Nightingale: honoured British 
nurse, Mrs. Nightingale served with distinction in 
the Crimea and Turkey many years ago, and still 
champions the cause of nursing reform in the 
armed services 

Mr. John Ruskin:  insightful British author and 
art-critic, Mr. Ruskin has written many impressive 
volumes detailing his vision of social engineering 
and reform  

Mr. Samuel Clemens a.k.a. Mark Twain: 
famous American author and humorist reporting 
on the Jubilee for publisher William Randolph 
Hearst. 

Mr. William Randolph Hearst:  shrewd 
American publishing magnate with an eye for 
business and sensational cover stories 

Sir Henry Irving:  British theatre impresario, the 
talented Mr. Irving is the star of many fine stage 
productions and owner of London’s Lyceum 
Theatre 

Mr. Rudyard Kipling: imaginative British 
storyteller, Mr. Kipling is best known for his 
writings of the Indian subcontinent, where he has 
lived for many years 

Mrs. Annie Oakley: talented American 
entertainer, Mrs. Oakley is widely regarded as the 
finest trick-shot artist who has ever lived 

Mr. George Bernard Shaw: acerbic British 
literary critic and playwright, Mr. Shaw is also a 
member of Parliament expounding socialist ideals 
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The history of the nineteenth century in 1897: Queen Victoria’s Diamond Jubilee is almost identical to 

“real” history. Those events which did not happen in the “real” world are marked with an asterisk * . Major 
wars and diplomatic affairs are written in CAPITALS. However, it should be noted that every year of 
Victoria’s reign saw her army fighting indigenous peoples somewhere in the world. Characters present at the 
Jubilee are noted in boldface.  
 
1837 -  The young Victoria  is crowned Queen. 
1837 -  Boers leave South Africa to establish 

Orange Free State and the Transvaal. 
1838-42-Britain unsuccessfully attempts to take 

Afghanistan. 
1839 -  First bicycle constructed. 
1840 -  Queen Victoria marries Albert of Saxe-

Coburg Gotha. 
1840 -  Frederick William IV succeeds Frederick 

William III to throne of Prussia. 
1840 -  Penny Postage established in Great 

Britain. 
1841 -  Hypnosis discovered. 
1845-9- Britain defeats Sikhs in India; Queen 

Victoria  receives the Koh-i-Noor 
diamond as a token of submission. 

1846-8- United States fights war with Mexico. 
1848 -  A wave of European revolutions. Hungary 

and other provinces try unsuccessfully to 
revolt from the Austrian Empire. The 
“field of liberty” demonstrations take 
place in Transylvania. 

1848 -  Franz Josef crowned Emperor of Austria. 
1850 -  Jenny Lind tours U.S. with P.T. Barnum. 
1851 -  The Great Exhibition is held in the Crystal 

Palace. 
1852 -  Louis Napoleon declares himself Emperor 

of France. 
1853-6- CRIMEAN WAR - Russia wishes to be 

given special privileges as the protector of 
Orthodox Christians in Turkish territory. 
Knowing it has the support of the rest of 
Europe, which wants to prevent Russian 
access to the Dardanelles and the 
Mediterranean, Turkey attacks Russia, but 
only manages to get its fleet sunk. Fearing 
a Russian march on Constantinople, 
France under Napoleon III and England 
move to reinforce Turkey. Their siege of 
the Russian port of Sevastopol goes on 
and on. Colossal blunders like the Charge 
of the Light Brigade reveal flaws in the 
British military, while Florence 
Nightingale almost single-handedly 

revolutionises medical care. Sevastopol 
eventually falls, but the European powers 
have grown tired of the conflict. Still, the 
peace successfully curtails Russian 
expansionism, as well as cutting loose 
Romania and Serbia from both Turkey 
and Russia. 

1854 -  Franz Josef of Austria marries Elizabeth 
of Bavaria. 

1854 -  An uprising by Transylvanians against 
their Austrian masters is crushed. 

1855 -  Tsar Nicholas I of Russia dies; he is 
succeeded by Alexander II (-1881). 

1856 -  David Livingstone crosses Africa coast-
to-coast. 

1856 -  Neanderthal skull discovered near 
Dusseldorf. 

1857 - THE SEPOY REBELLION - Indian 
native soldiers mutiny due to a rumour 
that the bullet cartridges whose ends they 
must bite contain cow fat. 

1857 -  Tsar Alexander II begins emancipation of 
the serfs. 

1858 -  Prince William of Prussia declared regent 
for the insane King Frederick William IV. 

1858 -  Richard Burton and John Speke discover 
Lake Victoria and Lake Tanganyika. 

1859 - France and Austria fight briefly over 
Sardinia in Italy. 

1860 -  Abraham Lincoln elected 16th U.S. 
president. 

1861 -  Wilhelm I succeeds Frederick William IV 
of Prussia.  

1861 -  Italy achieves independence. 
1861 -  Warsaw massacre - troops fire at 

protesters against Russian rule in Poland. 
1861 -  Prince Consort Albert dies, and Queen 

Victoria  enters her long mourning. She 
will wear black for the rest of her life. 

1861-5- AMERICAN CIVIL WAR - Northern and 
Southern States fight one another. When 
Southerners are seized from an English 
ship, England almost enters on the side of 



1897: QUEEN VICTORIA’S DIAMOND JUBILEE 

 

 

- 41 - 

the South; however, the Emancipation 
Proclamation ensures European neutrality.  

1862 -  Otto von Bismarck becomes Prussian 
Prime Minister. 

1863 -  Edward, Prince of Wales, marries 
Princess Alexandra of Denmark. 

1863 -  Polish nationalists rebel unsuccessfully 
against Russia. They are brutally crushed. 

1864 -  Sir Samuel White Baker discovers Lake 
Albert. 

1865 -  U.S. president Abraham Lincoln is 
assassinated.  

1866 -  Prussia & Italy defeat Austria. The Treaty 
of Prague creates a new Germany with no 
Austrian participation. 

1866 -  Alfred Nobel invents dynamite. 
1866-7* Numerous ships are damaged or sunk by 

what is reportedly some kind of large sea 
creature. The creature seems to prey upon 
Austrian ships and warships almost 
exclusively. 

1867 -  Austria and its protectorate Hungary unite 
into the Austria-Hungarian Empire, with 
Franz Josef as Emperor. 

1867 -  Maximilian, brother of Napoleon III, 
executed in Mexico. 

1867 -  Discovery of South African diamond 
field. 

1867 - The “Reform Act” fails to secure women’s 
suffrage. 

1868 -  Conservative Benjamin Disraeli first 
becomes Prime Minister. 

1868 -  Liberal William Ewart Gladstone 
becomes Prime Minister for the first time. 
The two alternate for almost 20 years. 

1869 -  Empress Eugenie of France opens the 
Suez canal. 

1869 -  An enormous 83-karat diamond is 
discovered in Natal, a province of British 
South Africa. The resulting diamond rush 
brings great wealth to the area and to the 
British empire. 

1870 -  THE FRANCO-PRUSSIAN WAR - 
Tensions and rivalry had long been 
building between the newly unified 
Prussia and France under Napoleon III, 
fanned by warmonger newspapers and 
diplomats. France had intended to invade 
in alliance with Austria and Italy, but 
these allies fall away. Still, increasingly 
haughty diplomacy, along with the 
machinations of Bismarck who wants war 
to unify his new nation, eventually give 
the French the Causus Belli they need to 
invade anyway. Bismarck keeps the rest 
of Europe from coming to France’s aid, 

and France loses heavily; Napoleon III is 
ousted and the Third Republic elected in 
his place. Germany becomes fully united, 
with Wilhelm I as its Kaiser. The 
province of Alsace and Lorraine is 
acquired by Germany. 

1870 -  Irish Fenians attack Canada from the U.S. 
1871 -  Henry Morton Stanley meets 

Livingstone at Ujiji. 
1872*  Phileas Fogg circles the globe in 80 days. 
1872 -  THE THREE EMPERORS’ LEAGUE - 

Bismarck engineers this unwritten 
agreement between the Kaiser Wilhelm I, 
the Tsar Alexander II, and Franz Josef of 
Austria. The three Empires agree to work 
together to maintain their then-current 
boundaries, to remain neutral if one of 
them should fight with another great 
power, to present a united front against 
the Turks, and to repress revolutionary 
movements in Europe. The League is 
much weakened, however, when Russia 
begins gradually to realise that Germany 
and Austria have reached a second, secret 
agreement whereby Germany would aid 
Austria in taking territory in the Balkans.  

1873 -  Napoleon III dies in exile in England. 
1873 -  Livingstone brought to the coast, dead, by 

servants. 
1873-4-British put down the Ashanti tribe 

uprising in West Africa. 
1874*  Henry Stanley and Allan Quatermain 

discover that a tributary to Lake Victoria 
is the ultimate source of the Nile. 

1874 -  First Impressionist exhibit in Paris. 
1875 -  Britain buys Egypt’s shares in the Suez 

canal, making it co-owner with France of 
the canal. 

1876*  Dr. Henry Moreau leaves London under 
accusations of vivisection and cruelty to 
animals. 

1877 -  India is declared to be a possession of the 
British Empire, and Queen Victoria 
becomes an Empress. 

1877 -  Thomas Edison invents the phonograph. 
1877-8-RUSSO-TURKISH WAR- This war is 

started by Russia with the backing of the 
other European powers, again ostensibly 
to protect the interests of Christians and 
Russian citizens under Turkish rule. 
Russian troops are victorious, and 
advance almost to Constantinople; 
however, Austria and England reverse 
their support and press for peace when 
Russia appears to grow greedy. During 
the treaty of Berlin which follows, 
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Romania is forced to give up Bessarabia 
to Russia, despite having helped Russia in 
the war. 

1878 -  After Afghanistan signs a treaty with 
Russia, Britain invades from India, then 
withdraws, accomplishing nothing.  

1878 -  Bismarck uses the excuse of two 
assassination attempts against the Kaiser 
as an excuse to crush liberalism. 

1878*  Mr. Sherlock Holmes begins his career 
as a Consulting Detective in London. 

1878 -  William Booth  forms the “Salvation 
Army,” devoted to the conversion and 
care of the poor and down-trodden. 

1879 -  Thomas Edison invents the electric light. 
1879 -  Britain fights war against Zulus in Africa. 
1879 -  Bismarck forms the “Dual Alliance” with 

Austria-Hungary. 
1880 - Second Afghan war. Britain occupies 

Kabul, but finds the position untenable 
and retreats back to India. 

1880 -  The Boer war begins as residents of the 
Transvaal revolt against British 
occupation. 

1881 -  Carol I becomes the first king of united 
Roumania. 

1881 -  The Boer War ends, with the Boer 
Republic gaining its independence. 

1882 -  Britain militarily occupies Egypt. 
1882 -  Triple Alliance between Italy, Austria, 

and Germany. 
1882 -  Hiram Maxim patents the machine gun. 
1882 -  Egypt’s hereditary leader is overthrown 

by fanatical Moslems. England responds 
with a naval assault and land campaign 
which puts Egypt under British control. 

1882 -  Paul Kruger is elected president of the 
new Boer Republic. 

1883 -  Brooklyn Bridge completed. 
1883 -  Police barely stop another plot to blow up 

Kaiser Wilhelm I. 
1884 -  Gen. Gordon arrives in Khartoum; Mahdi 

occupies Omdurman. 
1885 -  Gen. Gordon killed in Khartoum; Mahdi 

killed soon after. 
1885 -  The book King Solomon’s Mines is 

written by H. Ryder Haggard. It describes 
a tribe of white Africans living in a 
secluded mountain area, ruled by their 
immortal queen Ayesha. 

1886 -  William Gladstone introduces bill for 
Home Rule of Ireland. 

1886 -  Gold is discovered in the province of 
Transvaal, adjacent to British South 
Africa. 

1887*  Dr. John H. Watson begins to write of 
his friend Sherlock Holmes’ adventures 
edited by Arthur Conan Doyle, his 
literary agent. 

1887 -  The Empire celebrates Queen Victoria’s 
Golden Jubilee. 

1887 -  The Island of Dr. Moreau is written by 
H. G. Wells. It describes the title 
character as a mad doctor who creates 
ferocious half-men/half-beasts. 

1888 -  Wilhelm I of Germany dies, as does his 
successor Frederick III. Wilhelm II  
becomes Kaiser. 

1888 -  American inventors Nikola Tesla and 
Thomas Edison begin “The War of the 
Currents” over whether alternating or 
direct currents will be most commonly 
used. Tesla scores a decisive victory when 
a huge hydro-electric power plant is built 
at Niagara Falls generating millions of 
horsepower of alternating current. 

1888 -  September-October - Jack the Ripper 
murders prostitutes in Whitechapel. 

1889 -  Philosopher Friederich Nietzche goes 
insane and is committed. 

1889 -  Crown Prince Rudolph of Austria-
Hungary commits suicide. 

1890 -  Bismarck cannot convince Kaiser 
Wilhelm II  to abolish the constitution and 
smash the liberal opposition, and resigns. 

1890 -  American reporter Nellie Bly tops Phileas 
Fogg by circling the globe in 72 days, 6 
hours, 11 minutes and 14 seconds. 

1890*  Carol I of Romania dies, and his nephew, 
Ferdinand, is crowned king. 

1891 -  Franco-Russian Entente (Alliance signed 
1893). 

1891 -  The Baccarat Scandal damages the 
reputation of Edward, Prince of Wales. 

1891 -  Trans-Siberian railway begun (still not 
finished). 

1891*  Mr. Sherlock Holmes disappears, and is 
rumoured to be dead. 

1892 -  “Gentleman Jim” Corbett wins 
heavyweight boxing title. 

1892*  Rumours begin to spread that African 
explorer Allan Quatermain’s supposedly 
fictional discovery of King Solomon’s 
Mines is largely based on fact. 

1893 -  2nd Irish Home Rule bill is defeated in 
Parliament. 

1893 -  Revolt against British South Africa 
Company crushed by Starr Jameson. 

1893 -  King Ferdinand of Romania marries 
Marie  of Saxe-Coburg-Gotha, 
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granddaughter of both Victoria  and 
Alexander of Russia. 

1894 -  Tsar Alexander III dies. His son Nikolas 
II  marries Alexandra of Hesse-Darmstadt 
and they become Tsar and Tsarina. 

1894 -  Uganda becomes a British protectorate. 
1894 -  Anthony Hope writes a book entitled A 

Prisoner of Zenda. 
1894-5- Chinese-Japanese war. Japan wins at Port 

Arthur. 
1894-7-THE DREYFUS AFFAIR - In 1894, a 

document is discovered indicating that a 
French officer is passing information to 
Germany. Captain Dreyfus is convicted of 
treason and deported to Devil’s Island. In 
1897 his brother discovers evidence that 
he claims shows that the letter was 
actually written by Major Esterhazy, who 
is tried and acquitted. Many conservatives 
feel that the attempt to free Dreyfus is a 
disguised attack against the government, 
Emile Zola publishes a letter beginning 
“J’accuse” to the French President Felix 
Faure, accusing the government of a 
cover-up. Zola is sentenced to prison for 
libel, but escapes to England. 

1894*  Mr. Sherlock Holmes reappears. 
1895 - The Conservative Marquis of Salisbury 

becomes Prime Minister of Great Britain. 
1895 - Oscar Wilde charges the Marquis of 

Queensberry with libel, loses, and is 
convicted of being a homosexual. He is 
sentenced to two years prison in Reading 
Gaol. 

1895 -  Felix Faure is elected president of 
France. 

1895 - Frederick Temple becomes Archbishop 
of Canterbury.  

1895 -  Tsaritsa Olga born to the Tsarina 
Alexandra. 

1895 -  The Time Machine is written by H. G. 
Wells. 

1896 -  Dr. Starr Jameson leads raid into the Boer 
(Dutch) area called the Transvaal. He is 
captured and returned to England to stand 
trial for preparing “a military expedition 
against a friendly state.” Kaiser Wilhelm 
II  writes a telegram to the governor of the 
Transvaal, congratulating him for his 
defence of his territory, leading to anti-
German sentiment in Britain. 

1896 -  William McKinley is elected 25th 
President of U.S. 

1896*  Rumours of an invisible man circulate in 
France. 

1896 -  Pierre and Marie  Curie discover the 
heretofore unidentified element, Radium. 

1896 -  The Diamond Machine is written by H. G. 
Wells. 

1897 -  Severe famine in India. 
1897 -  England and USA quarrel about 

Venezuelan border. 
1897*  Anti-Austrian riots break out in 

Transylvania. 
1897 -  Dr. Sigmund Freud publishes his 

controversial theory of psychotherapy. 
1897 -  The Invisible Man is written by H. G. 

Wells. 
1897 -  April - General Kitchener leads a force 

into the Sudan, and defeats the Dervishes 
at Omdurman.  

1897 -  Mid-May - Bram Stoker publishes 
Dracula, which is very successful and 
widely read by the time of the Jubilee. It 
mentions by name numerous British 
citizens, including and Lord  Godalming 
and member of Parliament Jonathan 
Harker . 

1897 -  Late May - British general Kitchner 
advances to Fashoda, where a French 
garrison refuses to leave, leading to the 
Fashoda crisis. 

1897*  June 20 - Ayesha, a beautiful, mysterious 
white African ruler, arrives in Europe 
claiming sovereignty over King 
Solomon’s Mines. 

 
1897 -  JUNE 20: QUEEN VICTORIA’S 

DIAMOND JUBILEE 
 

 


