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CHAPTER ONE:
ROBO’S 
WORLD

The world of Atomic Robo is the kind of place where a nuclear 
powered robot was built by Nikola Tesla in the 1920s and no 
one thinks that’s strange.

Then there was that pyramid supertank, executing a water-
clock program that took 5,000 years to compute, that emerged 
from the Egyptian desert and attacked long-dead cities with 
its solar-powered death ray. And who could forget when the 
remnants of the secret Nazi space program nearly started 
World War 3 in the 1960s.

Then there’s the really weird stuff like the Vampire Dimension 
and the time-traveling yet historically inaccurate velociraptor.

Look, these things just happen.
Believe it or not, though, Atomic Robo’s world is basically 

just like ours. The main difference is that the dials for Science 
and Conspiracies are set a few notches higher.

1
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SCIENCE
Y’know how you can watch a documentary 
about archaeology, and it’s a bunch of 
university professors and grad students 
carefully brushing dust from rocks? And 
then they learn something very important 
about pottery? Meanwhile Indiana Jones 
is also an archaeologist, but mostly he runs 
around shooting bad guys and having car 
chases?

Now apply the Indiana Jones model to 
every other field of study.

That’s Atomic Robo.
Don’t get us wrong. The real pursuit of 

real science is exciting. We’ve apparently 
found the Higgs Boson. We landed the 
Curiosity rover on Mars. The entire Inter-
net exists. These are amazing feats!

But this is a game about Action Sci-
ence! And, for better or worse, there are 
relatively few gunfights or chase scenes in 
real-world laboratories. We’re not here to 
model the cerebral excitement of discov-
ery and the new vistas of knowledge that 
unlocks. This is a game world filled with 
the visceral and cinematic excitement of 
adventure. The role of science is to give 
your adventure bigger problems and to 
find crazier solutions for them.

Whether you’re an Action Scientist of 
Tesladyne, or a loner with weird ideas, or 
in the employ of a government agency that 
doesn’t officially exist, science is going to 
be a part of your story. You don’t have to 
be a scientist to interact with it, of course. 
There’s nothing wrong with playing as a 
unit of Majestic 12 soldiers with no scien-
tific training beyond knowing that guns 
shoot bullets. But M12 are the guys who 
opened up a portal to the Vampire Dimen-
sion just to see what was on the other side 
(spoiler: it was vampires), so you’re still 
going to run into sci-fi problems.

CONSPIRACIES
Top-secret government agencies. Mad 
scientists. Cults. Elite military units. Alter-
nate dimensions. So-called super villains. 
Air pirates. That dinosaur from before. 
Atomic Robo’s world is filled with individu-
als or groups forwarding agendas that work 
best when hidden in the cracks of history.

Sometimes these are people who seek to 
nudge the course of human affairs toward 
their own selfish goals. Sometimes they’re 
the crumbling and warped remains of a 
larger gathering once united under a nobler 
cause. Sometimes they’re just people who 
want to get away from their own lives. They 
have unlimited budgets and global reach. 
Or they’re sects scraping by. Or the last of 
a dying breed. The role of a conspiracy 
is to make your adventure part of a 
bigger world. 

You don’t have to tie everything into a 
conspiracy, of course. You don’t even need 
a conspiracy to show up at all! Sometimes 
things just happen. But an abandoned 
bunker becomes part of a larger narrative if 
it turns out to be a secret Project Daedalus 
research station. Or a forgotten clutch of 
Helsingard’s Autosoldats.

There are two great tools for working 
conspiracies into your game on the fly:

TT They’re secret! Any corner, or shadow, 
or innocent flower shop can be turned 
into the facade of a conspiracy at the 
drop of a hat.

TT Splinter groups! The larger and older 
a conspiracy is, the more factions might 
exist within it. These guys could get up 
to all kinds of stuff you wouldn’t ordi-
narily associate with the parent group.

2
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HISTORY
Robo was activated in 1923. Helsingard 
was poised to overthrow Western Civili-
zation in the 19th century. A lone Soviet 
nuclear scientist nearly siphoned the 
Earth’s atmosphere into space in 1961. 
Alan Turing began an automatic intelli-
gence experiment in 1950. The Sparrow 
legacy dates back to the Crusades. These 
are interesting facts, but they aren’t a his-
tory on their own. History is when inter-
esting facts interact.

This doesn’t mean you need to tie 
your game back to a secret WW2 weapon 
program. But the doomsday weapons or 
dangerous new algorithms that populate 
your game don’t occur spontaneously. They 
are the results of concerted human efforts. 
Who benefits from their development? 
Who benefits from their destruction? Who 
might seek to steal the tech? Why? How? 
When? An answer to any of these ques-
tions can lead to whole new adventures!

Don’t worry about cramming every 
little gun and test tube with its own unique 
and intricately detailed history. No one 
cares. Only things that are interesting 
to your game should have interesting 

histories. That means, at a minimum, 
the players’ characters, their antagonists, 
and the unique gear/theories that bounce 
between them have histories. The best 
part? You don’t need to know what they are 
or how they come together when you start! 
You and the other players will suggest ways 
to tie all those things into the broader 
scope of the setting’s history through the 
actions, motivations, and goals of the play-
ers’ characters and NPCs. Go out of your 
way to make those loose connections, to 
build on them, and run with the implica-
tions that follow!

History in your game can be as simple 
as neat backstories that you come up with 
before, between, and during play sessions. 
But you’re encouraged to treat time as a 
fluid dimension. The past doesn’t have to 
stay in the past. History is everywhere 
and it constantly exerts influence on 
the future—directly, indirectly, overtly, 
covertly. There’s tons of room to play with 
history, whether by encouraging connec-
tions after the fact or jumping right into a 
historical era to find out how things came 
together by playing it.

3
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MAGIC
Nope!

Okay, technically the supernatural exists, 
but only as natural phenomenon not yet 
fully understood. For example, the ghost 
of Thomas Edison is floating around, but 
he’s not actually a “ghost.” He is the con-
sciousness of Thomas Edison projected 
into the physical world via the “Odic 
medium,” which may be an energy state or 
dimension. Undead Edison obeys the laws 
of physics, but he interacts with them in 
ways that aren’t intuitive…and, yes, as it 
happens, he possesses properties we tend 
to associate with ghosts.

Still! Not a ghost!
And there are vampires. Kind of. They 

come from an alternative Earth and have 
more in common with viral strains than 
the bloodsucking creatures of lore.

The wolfmen of Dr. Vanadis Valkyrie 
look like werewolves, but they’re genetic 
human-lupine hybrids.

There are people out there who think 
of themselves as wizards. Maybe they sin-
cerely believe in magic. Maybe they know 
it’s chicanery. But behind it all, every single 
time, they’re working within the laws of 
physics. Just in ways that aren’t immedi-
ately familiar or obvious.

Want to have supernatural style charac-
ters or antagonists? Go for it. Try to come 
up with a plausible sci-fi root for them, but 
don’t sweat it if you can’t! Remember, these 
things are poorly understood by definition. 
The rules already assume your power is 
derived via scientific principles; let the act 
of play reveal the details.
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