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Stats, or statisticsNumbers rating a character’s abilities, used to

determine what each one can and cannot do. See p. 3.
Party: A group of PCs taking part in the adventure.
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that? Well.. ..

“Generic” GURPSstarts with simple rules,
and builds up to as mudptionaldetail as you
like. This abridged version presents the “core
rules” that most GMs start with.

- “Universal” The basic rule system is designed
to emphasize realism. Therefore, it carafiy situ-
ation — fantasy or historical, past, present or
— e future.

GURPSis aroleplaying gamgRPG). A roleplaying game is one “RolePlaying” This is not just a “hack-and-slash” game. The rules
in which a referee (the Game Master, or GM) guides several play@$gs Written to make true roleplaying possible — and to encourage
through an “adventure” in which they play the parts of fictional ch&#URPSis a game in which you take on the persona of another cha
acters. acter — and pretend, for a little while ethat character.

Like any hobby, gaming has its own unique language. To help youSystem.” Over 150 different books have been published for
understand the concepts and terms used in this game (and G&h&rPS in eight different languages (so far). It is one of the recog:
RPGs), we'll start with a few definitions: nized standards for roleplaying, worldwide.

Roleplaying Game (RPGA game in which the players take " bout GURPS Lite
the personalities of imaginary individuals,aaractersjn a fiction This is the boiled-down “essence” BURPS:all the fundamental

al or historicagame worldand try to act as those characters would, . ,
Game Master (GM)The referee, who chooses thdventure, fules, but not the options and embellishments that often confuse ne

: ; layers. Once you're comfortable with these rules, you can pick u
talks the players through it and judges the results. P ; . L . .
Charac?eryAny being (persorJ1 a%imal whatever) played by tHB€ GURPS Basic Seand jump right into the action. Experienced
GM or a pIa&/er in a RPG ' ' ame Masters will, we hope, find this a valuable tool for introducing
Non-player Character (NPC)Any character played by the GMm.New players to the game.
The GM may control many characters, major and minor. Materials Needed for Play

Player Character (PC)Any character played by one of the play- 1o play, you will need these rules, three six-sided dice, pencils ar
ers. Typically, each player controls a single character. scratch paper.
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1 BASICS

GURPS uses six-sided dice only. To figure combat damage (a

The GM determines what happens when you roll a critical success.
This is always something good; the better the roll, the better “bonus”
he gives you.
critical failure is an especially bad result on a skill roll. You

several other things), the “dice+adds” system is used. If a weagege 3 critical failure as follows:
does “4d+2" damage, this is shorthand for “roll 4 dice and add 2 tQ (|| of 18 is always a critical failure.
the total.” Likewise, 3d-3 means “roll 3 dice and subtract 3 from thea (o1l of 17 is an ordinary failure if your effective skill is 16 or

total.” If you see just “2d,” that means “roll two dice.” For reallyetter, and a critical failure if your effective skill is under 16.

huge numbers, dice can be multiplied. ¥26” would mean “roll 2
dice and multiply by 10.

SuccessRoLLS

GURPS Litehas only three basic “game mechanic®liccess

rolls, reactionrolls, anddamagerolls.

Any roll of 10 greater than your effective skill is a critical failure.
That is, 16 on a skill of 6, 15 on a skill of 5, and so on.

The GM determines what happens when you roll a critical failure.
It's always something bad; the worse the roll, the worse the result.

Automatic Success

A “success roll” is a die roll made when you need to “test” one ofSome things are totally trivial. No roll is required when common
your skills or abilities. Sometimes you roll; sometimes the GM roiense says that both failure and critical success are impossible.

for you. For instance, you might test, roll against,your Strength
to stop a heavy door from closing.

However, if there is any chance of failure, a roll is required. Finding
your corner store requires no roll. Hitting a target at point-blank

Roll 3 dice and add them together for a success roll. If your rolrénge, even for an experienced warrior, does, since his weapon
less tharor equal tothe skill or ability you are testing, you succeedmight break or he might slip on an unexpected banana peel.

ed. Otherwise, you failed. For example, if you are rolling agai

Strength, and your ST level is 12, a roll of 12 or less succeeds.

rE\;epeated Attempts on Success Rolls

Thus, the higher the stat you are rolling against, the easier it is 0metimes you have only one chance to do something; other times

make the roll.

When the GM Rolls

Normally, the player rolls dice for hii$3
own character. There are two exceptions

First, in a situation in which the chara
ter shouldn't be able to tell whether he 13
succeeded — especially when he is tryin sgess!
get information — the GM rolls in secret. gt
the roll succeeds, the GM gives the pla
true information. If the roll fails, the G .
lies or gives no information at all.

Second, in a situation in which the pla
er simply shouldn’t know what's going o
This includes most “sense” rollsee p.
24). The GM should simply roll in secrd ]
and inform the player of any consequen
that his character would be aware of.

Modifiers and Effective Skill

Sometimes you will havenodifiers(bonuse®r penaltie$ to a roll.
For instance, if you were trying to stoyery heavydoor from clos-

you can try over and over until you succeed. Sometimes you will not
know whether you succeeded or failed until it's too late to try again.
Finally, there will be times when you are injured by failure but can
afford to fail a few times. The GM can use common sense to distin-
guish among these, according to the situation in which the players
find themselves. As a rule:

(a) If the first failure kills them (or destroys the object of the
attempt), that’s that.

(b) If a failure causes damage of some kind, assess the damage and
let them try again after a “reasonable” time passes.

(c) If a failure causes no damage, let them try again after a reason-
able time, at a -1 penalty for each attempt after the first.

Contests of SKill

Sometimes two characters will need to compare their relative skills
to settle a battle or competition.@ontest of Skills a quick way to
resolve a competitive situation without playing it out in detail.

When a Contest of Skill is called for, both characters make their
success rolls in the appropriate skill. Any appropriate modifiers are
used.

There are two types of contest:

A quick contesis usually over in a second; e.g., two people grab-

ing, you might have to roll against Strength at a penalty of -2 f@ng for the same weapon. Each character makes his skill roll. If one
ST-2, for short) because the door is heavy. In that case, withuaceeds and the other fails, the winner is obvious. If both succeed

Strength of 12, you would need to roll a 10 or less to succeed.

(or fail) the winner is the one who succeeded by the most, or failed

Likewise, for an especially easy task, you would get a bonusbipthe least. A tie means nobody won.
your attempt. You might roll “Animal Handling+4” to make friends A regular contesimay take some time; e.g., arm wrestling. Each
with a very friendly dog. If your skill were 12, a roll of 16 or lessharacter tries his skill roll. If one succeeds and the other fails, the

would succeed.
Your effective skilfor a given task is yousasic skill(your actual

winner is obvious. If both succeed or both fail, the characters’ rela-
tive positions are unchanged and they may try again.

level in that skill) plus or minus any appropriate modifiers. In theThe time each attempt takes will depend on the activity, and is up
example above, your basic skill is 12 but your effective skill is 1. the GM to determine. In a combat situation, each attempt takes
You may not attempt to roll if youeffectiveskill is less than 3, one second. In a library-research contest, with the fate of the world
unless you are attempting a defense(salk p. 25) hanging on who finds a certain obscure reference first, each attempt

" . could represent days of time.
CrItI_Ca| SUCCGSS and Failure . . If both characters have a very high skill, the contest could go on
A critical successs an especially good result on a skill rolkra-

. rn IC indefinitely. Therefore, shorten it as follows: If both skills are over
ical hitis a critical success scored on an at{aele p. 25)You score 14, reduce the higher one to 14, and subtract the same amount from
a critical success as follows:

> - the lower one.
Aroll of 3 or 4 is always a critical success. . Eventually, one character will make his roll and the other one will
Aroll of 5 is a critical success if your effective skill is 15+.

| It _ I I miss. At this point, the one who made his roll is the winner of the
A roll of 6 is a critical success if your effective skill is 16+.

contest.
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F\,)A\Er'eA\acc:tIrt?o%| isIESIILr%a%e by the GM to determine how hi (HARA(IE RS

NPCs react to the PCs. This roll is always optional; the GM mayCreating a character is the first part of the game, and one of tt
predetermine reactions. But (at least some of the time) it's more fhdst important. The whole idea of roleplaying is to take the part o
to let the dice control the reactions. another person — a “character” that you cre@egRPSlets you

To check reactions, the GM rolls 3 dice and consult&keeection  decide exactly what kind of hero you will become.
Table(below). The higher his roll, the better the NPCs will react, andThe usual way to create a character asignhim, just as though
the better treatment they will give the PCs. he were a character in a story you were writing. Start by decidin

Reaction rolls are typically made in poten- g™ what type of person you want to be. You can take your inspiratiol
tial combat situations, during commerci ) from a fictional hero or heroine — or create your new “self” from the
transactions, In response to requests ground up. Once you have some idea what sort of person you wa
aid or information, and to determine t to play, it's time to bring him to life!
attitude and loyalty of NPC hirelings. Character StoriesA “character story” is the history of a game

. .o character, written by the person who plays that character. This

ReaCtl_On MOdIerrS , a great aid to roleplaying. You may even want to write the story

A reaction bonuss a factor which first (or at least some of it), antlenwork out your character’s
makes the NPCs more friendly;reac- actual stats. A story can really help bring your character to life. Yo
tion penaltyis something that will make X3 W don't have to do it — but it's recommended.
them less friendly. There are several types 0 If you write the story down, you should show it to the GM, but not

reaction modifiers: e necessarily to the other players. After all, your character probabl
First, many PCs will haveersonalmodifiers for appearance, h5s some secrets. even from his friends.

social standing, etc., that add to (or subtract from) reaction rolls.

Occasionally, thesituation can also result in a reaction modifierCH ARACTER POlNTS

Offering someone a bad business deal, or trying to convince SOMGhen you create a character, you start with a certain number 1

one not to attack you when you're badly outnumbered, might g@i

itv. Offari d deal. or deali ith d and t aracter pointgo “spend” on your character’s abilities. For most
gguhﬁepl)iengac)(l)'ul q gir\l/r(]agaab%on%s Ter?is’ %rlel?taulggt]owt/%e grll\/lo and skimes, we recommend 100 points for a heroic character. Other le

. . ) . els are possible, of course, from average folks at 25 points, to supt
Finally, appropriate behavioby the players should always influ- en of gOO points or more. g P P

ence reac;uon ro_IIs. A good "?‘pproa‘?h .ShOU|d be worth_a +l.m°d'ﬂ]e‘fhe following sections describe things you can spend your chara
— or more! —while a who_IIy inappropriate approach might give at'éT points on. Positive traits (e.g., great strength, wealth, better th:
or -2 penalty on the reaction roll. average appearance, skiltg)stpoints in proportion to their value.
Reaction Table N_egative traits (e.g., weakness, bad sight, poverty, fe_:gr of height
Roll 3 dice and apply any reaction modifiers. giveyou extra points that can be used to buy more positive traits.

0 or less: DisastrousThe NPChatesthe characters and will act in

their worst interest. Nothing is out of the question: assault, betrayQLTTRIBUTES Level  Point
public ridicule or ignoring a life-or-death plea are all possible. Four numbers called “attributes” are Cost

1 to 3: Very Bad.The NPC dislikes the characters and will agised to define your basic abilities: 1 -80
against them if it's convenient to do so: attacking, offering grosshyStrength (ST),a measure of “brawn” or 2 -70
unfair terms in a transaction and so on. physical muscle. 3 -60

4 to 6: Bad.The NPC cares nothing for the characters and will acDexterity (DX), a measure of agility 4 -50
against them (as above), if he can profit by doing so. and coordination. 5 -40

7 to 9: Poor.The NPC is unimpressed. He may make threats)ntelligence (IQ), a measure of brain- 6 -30
demand a huge bribe before offering aid, or something similar.  power, alertness, adaptability and general 7 -20

10 to 12: Neutral.The NPC ignores the characters as much Background experience. 8 -15
possible. He is totally uninterested. Transactions will go smoothlyHealth (HT), a measure of energy an 9 -10
and routinely, as long as protocol is observed. vitality. HT also stands for “hits” — the 10 0

13 to 15: GoodThe NPC likes the characters and will be helpfélmount of physical damage a characterll 10
within normal, everyday limits. Reasonable requests will be granteghn take. When you have taken “hits” 12 20

16 to 18: Very GoodThe NPC thinks highly of the characters andqual to your Health score, you soon f¢ 13 30
will be quite helpful and friendly, freely offering aid and favorablenconscious. Further injury can kill you. 14 45
terms in most things. The four attributes are considered equal-15 60

19 or better: ExcellentThe NPC is extremely impressed by th¢y valuable. The point cost for beginning 16 80
characters, and will act in their best interests at all times, within tigibutes is given in the table below. No 17 100
limits of his own ability — perhaps even risking his life, wealth ahat a score of 10 in any attributefise, 18 125
reputation. ts1ince 10 is t“_averagte.”. chref tk;]eIO\{y 1Rach additional attribute

ave a negative cost — in effect, they “givEint bevond 18 costs

DAMAGE ROLLS o you back” some points! gnotheréS character

A “damage roll" is a roll made in a fight to see how much harmAn attribute of 1 is the lowest score perggns|

you did to your foe. Many things can affect the final damage donerbitted for a human. There %0 upper
an injury: armor protects the wearer, certain weapons can do ebiné to any score. For each attribute, a score of 10 represents tl
damage if they get through the armor, and “critical hits” bypass tineman average; anything from 8 to 12 is in the range considere
damage roll altogether. All of these things are explained undeormal.” Scores above 16 are definitely unusual; scores above :
Combat(see p. 24) are superhuman!
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Height and Weight no point cost
Players are free to select height and weight for
their characters, within reason. The table below car
be used to determine “average” height and weight.
Average height is based on your ST score. Weight,
in turn, is based on your height. As much as 6”
variation in height _ :
and 40 Ibs. varia- ST  Height Weight

| MAGE AND L OOKS

This defines your characteristrinsic “social”
traits: appearance, manner and bearing. Traits
positive point values (e.g., above-avera
Appearance, \oice) are conside@divantageqp. &
9), and obey all the usual rules for advantag &=
Others (e.g., below-average appearance, Odie=
Personal Habits) have negative values, and are tred

asdisadvantagegp. 11) Still others (e.g., height and 7/ tion in weight is- — 52" orless 120 Ibs.
weight, handedness) merely add “color.” _ believable, but anyonc — 53" 130 Ibs.
with a better-than-averages- 547 130 Ibs.

Appearance Variable appearance should have a weighg 55" 135 Ibs.
You are free to set the physical appearance of your charactewithin 20% of “average” for his 7 56" 135 Ibs.
any way you like. However, outstanding good (or bad) looks dreight. 8 57 140 Ibs.
considered advantages (or disadvantages). Good looks cost point®r each inch of height over 6’3", 9 58~ 145 Ibs.
bad looks give you bonus points to spend elsewhere. add 10 Ibs. to average weight. 10 59 150 Ibs.
Hideous AppearanceAny sort of disgusting looks the player This table assumes a 20th-centt 11 510" 155 Ibs.
specifies: hunchback, severe skin disease, wall-eye . . . preferfile. For a female, subtract 2" from12 511" 160 Ibs.
several things at once. You have -4 on any reaction roll excepta¥grage height and 10 Ibs. from13 ¢’ 165 Ibs.
totally alien creatures or by people who cannot see him ordter. average weight. For a historicall 14 61 170 Ibs.
points. accurate pre-19th-century charact 15 62" 180 Ibs.

Ugly AppearanceAs above, but not so bad — maybe only stringgubtract 3” from average height.16+ 6'3” or more 190 Ibs.
hair and snaggle teeth. -2 on reaction rolls, except as atidyve.\Weight is always determined after
points. height.

Unattractive AppearanceYou just look vaguely unappealing. -1 t
on reaction rolls by members of your own race, but no penalty F
other races — this problem is too subtle for them to neBgaoints.

Average AppearanceéNlo bonuses or penalties of any type; yog
can blend easily into a crowd. No point cost or bonus.

Attractive AppearanceYou may not enter beauty contests, b
you're definitely good-looking. +1 on all reaction rolls by your ow
race.5 points.

Handsome (or Beautiful) Appearancéou could enter beauty

contests! +2 on reaction rolls made by the same sex; +4 on readfigy not be greater than 15.

rolls made by the opposite sex — as long as the races are the sam& @ 20 Points, you arxtremely FatDetermine weight normally
similar. 15 points. anddoubleit. This gives -2 on all reaction rolls; HT may not be

Very Handsome (or Beautiful) Appearand@u do enter beauty greater than 13.

contests, and you win. +2 on reaction rolls made by the same sex('5 aItI catse_z, t?e extratl. W.et'ﬁ.ht dcounts ,‘["‘S en(;umb_rantce Wh'(;lh Y
(1) on reaction rolls by opposite S&6 points. annot get rid of.Exception:this does not count against you when

swimming.) If you are Fat or Extremely Fat, normal clothes anc
Charisma 5 points/level armor will not fit you, and you will be at -3 to Disguise, or to
This is the natural ability to impress and lead others. Anyone &ldowing if you are trying to follow someone in a crowd.
acquire a semblance of charisma by good looks, good manners ah@t people get +5 to their Swimming roll (+2 if merely
intelligence — buteal charisma works independently of these thing§verweight).
and you either have it or you don't. It affects any reaction roll m . .
5;l%%mny -5 points

b intelligent ture. Cost: 5 points f h+1 tion b . _ .
y any intefigent creature. Lost. 5 points for eac reaction bo ou are notably underweight. After figuring your height, take

Handedness no point cost‘average” weight for that height and cut it I3y You may not take
Decide whether you are right- or left-handed. These rules assimagdsome or Very Handsome appearance, and your HT may not
you are right-handed unless you decide otherwise or pay the poin@se than 14. Normal clothes and armor will not fit you, and you
to be ambidextrous. If you decide to be left-handed, and comwél be at -2 to Disguise, or to Shadowing if you are trying to follow

damage is rolled to your right hand, it happens to your left instea@meone in a crowd.

There is no point bonus or penalty for being left-handed.

Whenever you try to do anything significant — swing a swor@dious Personal Habits -5, -10, -15 points
forge a |etter, and so on — with your “off” hand, you will be at a _4YOU behave, some or all of the t|me, in a fashion repugnant to otl

penalty. This does not apply to things ymrmallydo with your off ~€rs. The worse your behavior, the more bonus points you receiv

-10 or -20 points
'ou are unusually obese for your race.
For -5 points, you ar®verweightDetermine weight normally for
T, and then increase it by 30%. Being overweight carries a reactic
enalty of -1 among health-conscious societies and in areas whe
od is in especially short supply.
For -10 points, you arEat. Determine weight normally from ST
and then increase it by 50%. This gives -labrreaction rolls; HT

hand, like shield use. Specify the behavior when the character is first created, and work tl
. . ] bonus out with the GM. Body odor might be worth -5 points, spit-
Ambidexterity 10 points ting on the floor would be worth -10 points; -15-point habits are lefi

You can use both hands with equal skill. You do not suffer thetedthe imagination of those depraved enough to want them.
DX penalty for using an “off hand” like most people do, and canFor each -5 points your habit is worth, subtract 1 from all reactiot
fight (or act) with either hand (though not necessarily both at onge)ls made by someone in a position to notice your problem. Thi
Should some accident befall one of your arms or hands, assumeréastion penalty is for members of your own race; it is up to the G\
the left one. to handle differing reactions from other races.
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\oice 10 points tary organization. Each rank has authority over lesser ranks — regard-
You have a naturally clear, resonant and attractive voice. You géss of personal ability. Cost: 5 points per rank, up to Rank 8.

permanent +2 bonus on all the following skills: Bard, Diplomacy, Titles of ranks vary between organizations. Enlisted men are typi-

Politician, Savoir-Faire, Sex Appeal and Singing. You also get a &ally Rank 0, NCOs will be Rank 1 or 2, and officers will be Rank

on any reaction roll made by someone who can hear your voice. 3+, with generals or the equivalent being at least Rank 7.
In many lands, Military Rank carries automatic Status, which need
not be paid for separately. The “default” here is one level of Status

&)CIAL STANDING for every 3 of Rank, rounding to the closest number.

This section contains rules for defining your charactedsinsic  \ijlitary Rank almost always involves a significant Duty (see
social traits — his place in society. As farage and Looksabove, apove).

traits with positive point values are advantages, while those with ]
negative values are disadvantages. Most of these traits only haveRigputation Variable
nificance within one’s own society. Some people are so well-known that their reputation actually

Clerical Investment 5 points/level of rank becomes an advantage or a disadvantage. For game purposes, reputa-
This is the social/political advantage of being invested as a cl tlonﬁ;fgf;&%ﬁgg; Lo;lst(r)n igﬁ. t%gl Izgr? .bzhlfn((j)s\/tr? |Ifsoro {)?g/uerry

of your religion. It represents your stat nd influence within : . ' ’

ChL)J/I’Ch. YOL? have a npumber ofypowerzs]l gﬁdap(rjivile;ees (t:r?at a lay acity, eating green snakes, or whatever you want. If you have a

lacks. includi 11 tion b level of rank foll tation, either your name or your face will be enough to trigger a
 Inciuding a =1 reaction bonper IEVE! of rankrom fotow- “reputation roll” to see if the people you meet have heard of you.

ers of your religion and those who respect your faith. You will k?—?oll

; : once for each person or small group you meet. For a large
adciressed py a title — Fa_lther, Sister, Reverend, Shaman — and b, the GM may roll more than once if he likes.
periorm various ceremonies. There are three components to your reputatibype of
Duty Variable Reputation, People AffectaddFrequency of Recognition.

You have a significant responsibility toward others, and you ardype of Reputatioraffects the reaction modifier that you get from
personally committed to that responsibility. Duties may come frd¥§ople who recognize you. For every +1 bonus to a reaction roll (up
an arduous job, a feudal responsibility, or elsewhere. By definitiof0a4), the cost is 5 points. For every -1 penalty (up to -4), the cost is
duty is imposed from outside. -5 points. 3 _

The GM rolls at the beginning of each adventure to see if eacheople Affectednodifies the value of your reputation. The larger
character will be “called to duty” in that adventure. The point cost'e “affected class” (people who might have heard of you), the more

a duty depends on the frequency with which it is demanded: ~ Your reputation is worth, as follows:
Almost all the time (roll of 15 or less}t5 points. Everyone you will meet in your campaigise listed value.
Quite often (roll of 12 or less)10 points. ~ Large class of peopl@ll people of a particular faith, all mercenar-
Fairly often (roll of 9 or less)5 points. ies, all tradesmen value (round down). _ _
Occasionally (roll of 6 or less)2 points. Small class of peopl@ll priests of Wazoo, all literate people in

To be significant, a duty should be dangerous. An ordinary jobl&th-century England, all wizards in modern Alabamayalue
not a “duty.” If a duty does not require you to risk your life, at leagpund down). . . N
occasionally, reduce its value by 5, which negates those less frequéhthe class of people affected is so small that, in the GM's opinion,
than “quite often.” However, aBxtremely Hazardous Dufgypical YOU would not meet even one in the average adventure, your reputa-
of special forces units and ninja clans), where you are “on duty” @n doesn’t count at all.

the time and risk death or serious injury, is worth -20 points. _Frequency of Recognitioralso modifies the value of your reputa-
. tion. The more often you are recognized by members of the “affect-
Legal Enforcement Powers 5, 10, 15 pointsed class,” the more important that reputation is:

You are an officer of the law, with all the accompanying rights,All the time:no modifier.
powers and restrictions. In some times and places, this amounts t@ametimegoll of 10 or less)y: value, rounded down.
license to kill; in others, it's little more than the right to carry a Occasionally(roll of 7 or less)s value, rounded down.
badge and write parking tickets.

The point cost is determined by the rights and privileges of th@cial Stigma -5, -10, -15, -20 points
character's branch of law enforcement. Generally, a policeman witifou are of a race, class or sex that your culture considers inferior.
local jurisdiction, the ability to arrest suspected criminals, the righite “stigma” must be obvious to anyone who sees you; otherwise
to perform searches with an appropriate warrant,psgiblythe it's a reputation. The point bonus depends on the reaction penalty:
right to carry a concealed weapon, has 5 points’ worth of Legabecond-class citizef@.g., a woman in 19th-century America): -5
Enforcement Powers. points. -1 on all reaction rolls except from others of your own kind.

Someone with national or international jurisdictionnot obligat- ~ Valuable property(e.g., a woman in 18th-century America or
ed to respect the civil rights of others, free to engage in covert 16th-century Japan): -10 points. This usually takes the form of limit-
investigationsor able to kill with relative impunity, must pay 10ed freedom or lack of intellectual respect.

points for his powers. Minority group:-10 points. -2 on all reaction rolls made by anyone
An officer with three or more of the above abilities has 15 poirescept your own kind, but +2 on rolls made by your own kind.
of Legal Enforcement Powers. Outsider, outlaw, or barbariarfe.g., a 19th-century American

Legal Enforcement Powers usually go hand-in-hand with &dian in white man’s territory): -15 points. This only applies if the
appropriate Duty disadvantage (above) and a Reputation (see belbanbarian” is outside his own culture. You get -3 on all reaction

which may be an advantage, a disadvantage, or both. rolls, but +3 from your own kind when met outside your home cul-
Military Rank ints/level of rank "
litary Ran 5 points/level of ran Anyone who takes a Social Stigma disadvantage must be bound

Just as Statup. 7)reflects your position in society, Military Rankby it. . . roleplay the difficulties it causes!
(also called “grade”) reflects your position in a military or paramili-
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Status Variable ® Daie Created | Sequence
Status is an indication of yot G u R p S Name Player

classin society. Anyone car Appearence T  Unspent Ponisg romtren,
1 nspen ints |l Poin

determine your Status by look CHARACTER SHEET chsseter SO - - - -
ing at you, your dress and yot P FATIGUE SKILLS Pr. Cast Level
bearing. If you have very higt sr
Status, yourface may be easily —
recognized — or perhaps the ga s
gle of servants that surround Dx
you will get the message across — Thrust:

Status is measured in “socie la Swing: ___
levels,” ranging from -4 (worth- - T T
less scum) to 8 (you are consic HITS TAKEN

ered literally divine). The point
cost is 5 points per “level” of __
Status; e.g., Status 5 costs :
points, while Status -3 isdisad-
vantageworth -15 points.

High Status:High Status
means that you are a member
the ruling class in your culture [ None{}=2x5T —— JAmor:
As a result, others in your cul |tk =4xST
ture (only) will defer to you.  |Me@=8xT ——
High Status carries various privi | #@ =27
leges, different in every gam( | eem——n

world; these are up to the GM |- ACTIVE DEPERSES. - J W EARONS AND POSS e “sr s wr

Because of the common relatior Type Ami. Level

ship between Status and Weal - -
(see below), a Wealth level o = Move | Weapon/2 | Shield/2

Wealthy or above lets you pay DAMAGE RESISTANCE

fewer points for high Status. Ir | arme
effect, you get one level of
Status free. TS
Low Status:You are a servant, £ | s iy ANTAGES, QUIRKS
criminal or slave. Note that this
is not the same thing as a Soci —_
Stigma(p. 6) _
Status as a Reaction Modifier —
When a reaction roll is made, th—| ——W——— - —~onr
relative Status of the character | -
involved can affect the reaction
Higher Status usually gives yo __
a bonuslf you have Status 3, for-~| ——- - oo ——— Totals; §
instance, those of Status 1 wou - w T s T EWEAPON RANGES
react to you at +2Negative ~ [ T T T T R Weaen 55 ACC 1 omG max | SUMMARY
Status usuaIIy gives a penaldy. _ | __ —

[ T o

Point Toral

Antribuies -
4

your Status is negative, those (—[-—-——--— — .- . n pisadrantages - oo
higher Status will react badly t¢- - [ ————— === f,:‘;:’ e

you. Take the difference betwee |~
your Status and the NPC’s as

reaction penany, but no wors: This form may be photocopied. Copyright ©1998 Steve Jackson Games Incorporated. All rights reserved.
than -4.Lower Status may give ¢
penalty.If you are dealing with
an NPC who is basically friendly, your Status won't matter (as loagters get the “standard” starting wealth for their world unless the
as it's positive). But if the NPC is neutral or already angry, lowpaid extra character points for Wealth or took the disadvantage «

TOTAL

Status makes it worse. Poverty; several “wealth levels” are presented below. Realistically

characters with a “settled” lifestyle should put 80% of their starting

WEALTH wealth into home, clothing, and so on, leaving only 20% for “adven
Wealth and poverty are relative; they depend on the game woltding” gear.

Wealth governs: GURPSuses a $ sign to indicate money, regardless of the specif
(a) how much money you start play with; game world. Standard starting wealth is $1,000 (that is, 1,000 copp
(b) how much money you earn per game month (though tfasthings) in a fantasy/medieval world, $750 in the late 19th centur

depends on your specific job, too); and early 1900s, $5,000 in the mid-20th century, and $15,000 in tt

(c) how much time you must spend earning your living. All chamodern (late 20th century) and science-fiction campaigns.
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Wealth Levels Variable  The Dependent is created just like any other character, but instead
Dead Broke:You have no job, no source of income, no money, affithe 100 points used to create a PC, you use 50 points or less. A
no property other than the clothes on your back. Either you &ependent built with O or fewer points is worth -16 points; one who
unable to work, or there are no jok5 points. is built with 1 to 25 points is worth -12 points; one built with 26 to
Poor: Your starting wealth is onlys “average” for your society. 50 points is worth -6 points. A Dependent built with 50+ points is
You spend 50 hours per week at your job. Some jobs are not aveil-worth any bonus points.
able to you, and no job you find will pay you very welb points. The more important the Dependent is to you, the more you multi-
Struggling: Your starting wealth is only: “average” for your soci- ply his worth in points. For an employer, acquaintance or other per-
ety. You spend 40 hours per week at your job. Most jobs are opeadn you may weigh risks to in a rational fashibalve the value
you, but you don't earn much. This is appropriate if you are (fabove. For a friend you mualwaysprotect, unless something even
instance) a 20th-century studed points. more important is on the line, use the listed value. For a loved one
Average:You have exactly the average starting wealth for yowhose safety comes first, no matter whatjblethe listed value.
society. You spend 40 hours per week at your job, and support drinally, pick a frequency of appearance (see above) that fits the
average lifestyleNo points. “story” behind the Dependent.
Comfortable:You work for a living, but your lifestyle is better No character may ever earn points for more than two Dependents
than average. You spend 40 hours per week at your job. Your staringnce.
wealth is twice the averagk) points. )
Wealthy: Your starting wealth is 5 times average; you live verfllies
well. Your job takes only 20 hours per week. This level of wealth,These are loyal comrades, faithful sidekicks or life-long friends
and higher ones, may not be chosen without the permission ofvi@ are competent enough to accompany you on adventures. Having
Game Master20 points. an Ally is an advantage. An Ally is a NPC, and should be played as
Very Wealthy:Your starting wealth is 20 times the average. Yosuch. While Allies are usually agreeable to the suggestions of their
spend only 10 hours a week looking after business (this is hardGs, they are not puppets. As well, a PC should receive no character
“job”). 30 points. points for any play session in which he betrays, attacks or unneces-
Filthy Rich: Your starting wealth is 100 times average. You spesadrily endangers his NPC Ally.
10 hours a week on business. You can buy almost anything you waft Ally character is created just as though he were a PC. An Ally
without considering the co$0 points. built on 51-75 points is worth no points, but must be protected like a
Multimillionaire: Once you have purchased the Filthy Rich advaRependent. An Ally built on 76-100 points costs 5 points; one built
tage, you may buy additional levels of Wealth. Each level increas®s101-150 points costs 10 points; and an Ally built on over 50
your wealth by a factor of ten (e.g., the first level would increageints more than his PC is actuallPatron(see below).
total wealth to 1,000 times the average). Each level also grants a fré@ Ally who has special abilities — magic powers in a non-magical
level of Status, to a maximum bonus of +2 over the free level already!d, equipment far beyond the world's tech le(ade p. 32)-

given for high Wealth25 points/level. costs an extra 5 to 10 points, at the GM’s discretion.
As for a Dependent, pick a frequency of appearance that fits the
FRIENDS AND FOES “story” behind the Ally.

Many characters have NPCs who are especially well or ill disNote that NPC Allies must all pay the points to have their PC as an
posed toward them. Powerful friends you can call upon in timesAdly. For a normal, 100-point PC, this will cost 5 points.
need are aadvantageweaker friends you must defend ardisad-
vantageas are powerful enemies. Patrons _ _
Frequency of AppearanciVhen a character has friends or ene- 1he most powerful NPC friends are known Regrons. Like
mies like this, the GM rolls dice once per adventure to see if tHjjes, Patrons are NPCs, created initially by the player but con-
will get involved. The chance on 3 dice of a powerful friend showit!led by the GM. A Patron may be an advisor, protector or employ-
up or otherwise aiding you, or of a weaker friend or an enemy soffle(Put you can have a job without having a Patron; a Patron is more
how complicating your life, is called hfeequency of appearance.th_a” an ordinary boss). Unlike an Ally, a Patron does not adventure
This adjusts a NPC’s value as an advantage or disadvantage, aftéfifja PC. Instead, the Patron offers advice, knowledge, equipment,

other factors have been considered, as follows: influence or the like. _ _
Appears almost all the time (roll of 15 or less): triple cost. The point value of a Patron depends on his power. A single power-
Appears quite often (roll of 12 or less): double cost. ful individual (created with at least 150 points), or a group with
Appears fairly often (roll of 9 or less): listed cost. assets of at least 1,000 times starting wealth for the world, is worth
Appears rarely (roll of 6 or less): half cost (round up). 10 points. An extremely powerful individual (created with at least

A Note on Power LevelFhe rules below all assume lOO-poin?OO points) or a reasonably powerful organization (assets equivalent
PCs; in a more (or less) powerful game, adjust the point valuedQot least 10,000 times starting wealth) is worth 15 points. A very

these NPCs by the same amount. powerful organization (assets equivalent to at least a million times
starting wealth) is worth 25 points. A national government or giant
Dependents multi-national organization (net worth basically incalculable) is

A NPC for whom you are responsible i®apendentand is con- worth 30 points.
sidered a disadvantage. This may be your child, sidekick, spouse Bra Patron supplies useful equipment, that increases its point value
anyone else you feel an obligation to look after. If your Dependenifigou can use the equipment for your own purposes. In most cases,
kidnapped during play, you must go to the rescue as soon as youtb@adds 5 points to a Patron’s cost. If the equipment is worth more
If your Dependent is in trouble and you don't go to his aid immedian the standard starting wealth of the campaign, it adds 10 points.
ately, the GM can deny you bonus character pdsgs p. 21¥or Like an Ally, a Patron who has special abilities may cost an extra 5
“acting out of character.” Furthermore, you can never get any chatactO points, at the GM’s discretion.
Lerdrl)oLnts for a play session in which your Dependent is killed ofFinally, pick an appropriate frequency of appearance.

adly hurt.
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Enemies Combat Reflexes 15 points

An NPC or organization that is working against you, or just tryingYou have extraordinary reactions and are very rarely surprised fc
to kill you, is anEnemy.You are responsible for determining thenore than a moment. You get a +1 to any Active Defense in combi
nature of your Enemy when you first create your character, and nfssé p. 26)You never “freeze up” in a surprise situation, and you a
explain to the GM why this Enemy is after you. The GM always ha6 on any I1Q roll to wake up or to recover from surprise or a mente
the right to veto your choice of Enemy if it seems silly or would Hstun” (see p. 28)
too hard to fit into the campaign. )

The point value of an Enemy is governed by his (or its) strengthOMmMon Sense . 10 points
the more powerful the Enemy, the more points he, she or it is worthnY time you start to do something that the GM feels is STUPID.
as a disadvantage. A single above-average individual (created witR&@OllS against your 1Q. A successful roll means he must warn yol
points) is worth -5 points. A single very formidable individual (creattiadn’t you better think about that?” This advantage allows ar
ed with 100 points) or a group of 3 to 5 “average” 25-point peomérgpulsweplayerto take the part of a thoughtful character.
worth -10 points. A medium-sized group (6 to 20 people) is Wor_trb nger Sense 15 points

20 points. A large group (20 to 1,000 people) or a medium-siz€, "o+ depend on it, but sometimes you get this prickly feeling

Sfit_f‘nt at the back of your neck, and you know something’s wrong . .
iy you have Danger Sense, the GM rolls once against your IQ
secretly, in any situation involving an ambush, impending disaster, ¢

Once you know the base point value of the Enemy, pick an aPRfifilar hazard. A successful roll means you get a warning that som

priate frequency of appearance. thing’s wrong. A roll of 3 or 4 means you get a little detail as to the
Since too many Enemies can disrupt a game, no character My ¢ e uoncer

take more than two Enemies, or total more than 60 points bonus

worth -30 points. An entire government or some other utterly for
dable group is worth -40 points.

from Enemies. Daredevil 15 points
Fortune seems to smile on you when you take risks. Any time yo
ADVANTAGES take an unnecessary risk (GM's option) you get a +1 to all skill rolls

These are innate abilities. In general, a character may onlyFuethermore, you may reroll any critical failure that occurs while
given these advantages when he is first created. After that, theggisare engaged in high-risk behavior.
no way to gain or “earn” them. (But note that magic or high tech£xample:If you're attacked by a gang with Uzis, you don't get
nology may permit exceptions to this rule!) Each advantage hagia bonus if you crouch behind a wall and return fire from cover, bu

cost in character points. A character may have as many advantwggo get it if you vault over the wall and charge, screaming!
as he can afford.

For some advantages, the cost is fixed. Others are bought in lel@suble-Jointed 5 points
at a certain point cost for each level. Your body is unusually flexible. You get a +3 on any Climbing
roll, on any roll to escape from ropes, handcuffs or other restraints,(

Absolute Direction _ 5 points g any Mechanic roll (to reach into an engine, of course)!
You always know which way is north, and you can always re-trace

a path you have followed within the past month, no matter how fammpathy 15 points

it may be. This ability does not work in environments such as interYou have a “feeling” for people. When you first meet someone, o
stellar space or the limbo of the astral plane, lwéswork under- when you are reunited after an absence, you may request the GM
ground, underwater and on other planets. Also gives a +3 bonusaliragainst your 1Q. He will then tell you what you “feel” about that

your Navigation skill. person. (A failed roll means the GM may lie to you.) This talent,
) when it works, is excellent for spotting imposters, ghostly posses
Acute Sense(s) 2 points/levekjon, and the like, and determining the true loyalties of NPCs. Yo

You have better-than-average sengesite Hearinggives you a can also use it to determine whether someone is lying . . . not wh

bonus to your IQ whenever you must roll to hear something, the truth really is, but just whether they are being honest with you.
when the GM rolls for youAcute Taste/Smegjives you a bonus -

when rolling to notice a taste or smellcute Visiongives you a
bonus when rolling to see something. Each acute sense is a se
advantage, and costs 2 points for every +1 bonus to your roll.
Acute Hearing +6 costs 12 points.

Alertness 5 points/level |
A general bonus you get @mysense rol(p. 24) or when the GM

can be combined with any or all of the acute senses. Cost: 5 pd
for each +1 bonus to your roll.

Animal Empathy 5 points —

You understand animals and like them, and they like you. You tigh Pain Threshold 10 points
+2 on any reaction roll by a wild animal, and +4 on any reactionyou are as susceptible to injury as anyone else, but youfdeh't
from a tame animal. You also get a +4 bonus on Animal Handliiigas much. If you are hurt in combat, you are not stunned and do n
Riding and other “animal” skill rolls. However, you may never kithave a “shock” penaltfp. 28)on your next turn.Exception:a head
an animal without a very good reason, and you should try to prevsiotv can still stun you.) If you are tortured physically, you are at ¢
others from doing so. Note that killing for food is perfectly accept3 to resist. The GM may let you roll at +3 to ignore pain in other
able, and in a hunting situation you will get a +3 bonus to find gansituations.
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High Technology 20/50/100 points Extraordinary Luck, 10 minutes for Ridiculous Luck) .before using it
For whatever reason, you have technology that is significantly &gain. You cannot use Luck at 11:58 and then again at 12:01. And

ter than the average PC in the campaign. The greater the techndlegy Luck cannot be saved up. You cannot play for hours without

gap, the more this advantage is worth. GMs should be cautious whting Luck and then use it several times in a row!

this advantage, since it will give some PCs better tools and Wea%ﬂfsical Ability 1 point/level

than others. See p. 32 for Tech Levels. You h tural talent with . d cal inst N
+1TL: 20 points  +2 TLs:50 points +3 TLs: 100 points ou have a natural talent with music and musical instruments.

An advantage of more than 3 Tech Levels is not appropriate 1gHT 1€vel of musical ability is a bonus when you study Singing or
PCs, and will make NPCs into demigods, especially if the caﬁ‘]ﬂ instrument. That is, when you learn a musical skill, learn it as
paign's base TL is 10 or above ough your 1Q were equal to (IQ + Musical Ability). This bonus
' also adds to HT for the Singing skill. Cost: 1 point for each +1
Immunity to Disease / Disease Resistant 5/10 poinbenus.

Your body naturally resists disease organisms. Virus and fun . . .
invasions are also considered “disease,” though larger parasites &%g'cal Aptitude (Magery) 15 points for Level 1,

a tapeworm) are not. If you are Disease Resistant, you get +8 to HT 25 for Level 2, 35 for Level 3
to avoid catching any diseagepoints. You are a natural magic-user. When you learn any &asllp. 3Q)

If you are Immune, you wilhevercatch any infection or diseaseyou learn it as though your 1Q were equal to your IQ plus your level
even if you are forcibly injected with it! You may not take Immunitpf Magery. When you firsseeany magical object, and again when
unless you start with a HT of 12 or better. However, it will remaj®u firsttouchit, the GM rolls against your (IQ+Magery) to see if

even if HT is later reduced below 1D points. you notice that it is magic.
Language Talent 2 points/level Night Vision _ 10 points
You pick up languages quickly. Whenever you learn any languag¥our eyes adapt rapidly to the darkness. You cannot segain
skill (see p. 17)add your level of Language Talentto your IQ. ~ dark — but if you have any light at all, you can see fairly well.
. . Whenever the GM exacts a penalty because of darkness, except for
Literacy Variable total darkness, this penalty does not apply to you.
The GM decides upon the norm for literacy in his campaign: Are . .
most peoplditerate, semi-literateor illiterate? Literacy is the norm Rapid Healing 5 or 15 points

in most high-tech settings, semi-literacy is usual in Renaissance ardis advantage is only available if your basic HT is 10 or above.
post-holocaust settings, and illiteracy is generally the default in loeu recover rapidly from all kinds of wounds. Whenever you roll to
tech and fantasy settings. Skip this section entirely in settings wHegover lost HT(p. 28) or when you roll to see if you can get over a

there are no written languages! crippling injury (p. 28) add 5 to your effective HT. This ability does
Having a highepersonaldegree of literacy than the campaigrot help you get over stunning or similar incapacities. Ggstints.
norm is aradvantageA lower degree of literacy isdisadvantage. ~ Very Rapid HealingAs above, but when recovering lost HT, a

Literacy: You can read and write any language you know (s&gccessful HT roll heatsvo hits, not one. Cost5 points.
Languagesp. 17), limited only by your skill in that language. Thi . . .
is wgrthgo p%ints)when Iiteracij isytﬁ/e norm, 5 points wﬁgen gemi—lit —eS.'Stant to Poison ) o 5 points
acy is the norm and 10 points when illiteracy is the norm. Poison affects you less; +3 to HT to resist its effects.
Semi-literacy:You can understand simple, everyday words, a@ingle-Minded 5 points
may read and write slowly,_ byt complex Wo_rds, ertter! poetryZ andyhen you put your mind to something, yoencentrateYou get
so on are beyond you. This is worth -5 points when literacy is e 3 ponus when working on lengthy tasks, but you may ignore
norm, O points when semi-literacy is the norm and 5 points Whgier important tasks while obsessed (make a Will roll to avoid this).

illiteracy is the norm. _ o _Roll at -5 tonoticeinterruptions.
llliteracy: You cannot read or write at all. This is worth -10 points

when literacy is the norm, -5 points when semi-literacy is the no&trong Will 4 points/level
and 0 points when illiteracy is the norm. You have much more “willpower” than the average person. Your
. level of Will is added to your IQ when you make a Will roll (p. 24)
Luck ) 15, 30 or 60 points for any reason, including any attempt to resist distraction, intimida-
Some people are just born lucky. Once per hour of play, you M@y, ‘seduction, torture, hypnosis or mystical attempts to take over
reroll a single bad die roll twice (this must be the last roll you maq]%)ur mind. However, this advantage does not help against combat

and take the best of the three rolls! If the GM is rolling (e.g., 10 S§&,ck and the like. In questionable cases, the GM's ruling is law.
whether a certain NPC arrives, or to see if you notice somethingj.ci- 4 points per +1 bonus.

you may tell him you are using your luck, and he must roll three

times and give you the best res(il. points. Toughness 10/25 points
Extraordinary Luckworks the same way, but it is usable every 30 Your skin and flesh are tougher than the average human’s. Your

minutes, instead of every hoB0 points. body itself has a “Damage Resistance” (DR) scasee-p. 18This
Ridiculous Lucks usable everg0minutes!60 points. DR is treated just like the DR from armor: you subtract it from the

Your luck only applies on rolls for your character to try to ddamage done by any bldveforeyou multiply the damage done by a
something, OR on outside events that affect you or your whole paetitting or impaling weapon.
OR when you are being attacked (in which case you may make tfughness does not let your skin “turn” weapons. They still break
attacker roll three times and take therstroll!). the skin — they may even draw blood. But you'remgat. However,
Luck cannot be shared. If Strong Sam is trying to kick openfa poisoned weapon breaks your skin, the poison will do its normal
door, Lucky Lou can't stand behind him and transfer his luck. Hedamage.
have to kick that door himself. Cost: 10 points for DR 1, or 25 points for DR 2. Higher bodily
Once you use your Luck, you must wait an hour (30 minutes Rs are not possible for “natural” humans.
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DISADVANTAGES Code of Honor -5 to -15 points

These are problems acquired before the character first comes j Y.gu takfe r|]oride ir(]j_?f set é’f tprilr;ciples_whi%h {?}u follow attall (tjim%s.‘

play. As a rule, a character may only be given disadvantages w#]g es of honor differ, but all require (by their own standards,

he is first created. brave“ apd "rlonora.ble Peh?V|or."A Code of Honor may aIso. be
Each disadvantage hasagativecost in character points — thec@lléd pride,” “machismo” or “face.” Under any name, it is the will-

worse the disadvantage, the higher this cost. Thus, disadvant sts to risk dgalth ratherr:hatn tl)e fthl?ughttgishogorable e 'tWh‘."‘t:
give you extra character points, which will let you improve yodf &t means. Only one who truly Tollows the code may get poin

character in other ways. Besides, an imperfection or two makes y8 ftgs da d|?alfj|vanta_ge. disadvantace b i will oft .
character more interesting and realistic, and adds to the fun of rglé: ode of Honor IS a disadvantagé because it will often requirt
playing angerous (if not reckless) behavior. Furthermore, an honorable pe

Itis possible to “buy off’ certain disadvantages and get rid of th?@: can often be forced into unfair situations, because his foes knc

; ; : is honorable.
later on by spending points equal to the value of the disadvantatje’> MO . , . .
see p. 21.y 3 e q The point va_lue of a specific Co_de varies, depend_lng on just ho
“Good” DisadvantagesVirtues such as Truthfulness and Sense gjuch _trouble it gets its followers into, and how a_rb|trary and irra-
Duty are listed as “disadvantages” because they limit your freedbpfi@! its requirements are. As a general rule, an informal code th
of action. For instance, a Truthful person will have trouble Iyingasl'esf only when amongst one’s peers (e.g., pirate’s or mercenarz
even for a good cause. Therefore, within the framework of the gafRdl€) is worth -5 points, a formal code that applies only amonge
several virtues are treated as “disadvantages.” Thus, if you waR€&'s (€-9-, gentleman’s code) or an informal one that applies all ti
wholly heroic character, you don't have to take any “character flaw&€ (€-., the code of the Merry Men) is worth -10 points, and a for
at all. You can get points by choosing only those disadvantages figtc0de of conduct that applies all the time (&.g., chivalry) or whict
are actually virtuous! requires suicide if broken (e.dwishidg, is worth -15 points. The
Limiting DisadvantagesSMs should be careful how many disad®M has the final word!
vantages they allow players to take; too many disadvantages Canéﬁ?‘npul sive Behavior
yOltJ; g:t]alme mtct)ha cw:g&k s.utggNestedt. limit: Q|s|atdy?ntagesrfhoulﬁ You have a habit (usually, but not always, a vice) which you fee
not total more than -40 points.Negative social traits (poverty, ugli- .oy solied to indulge on a daily basis. You waste a good deal of yor
ness, bad reputation, low Status, and so on), Dependents, Ene ‘indulging your habit
and points gained by reducing an attribute to less than 8 Coulgéamples of compulsi\./e behavior include gambling, attraction tc
g]k&:algs}ttr!r]:;y“rrg\t/.aﬂ;(\;\(l)z\{er’ if only a single severe d|sadvantagea bther person, arguing or even fighting.

; / ' : ; In general, a Will roll is required if the player wants his charactel
Chl\g;l:;%L Fr’rngLell”an.cl\)/lrac\}i/”r?;gta:‘lj d;\s/g%v&netﬁg: :dlz%géfs am'%i%)%avoid the compulsion in a specific instance (or for a specific day
cases, any roll of 14 or ovetill fails. Otherwise, very smart or “Ot tfrt]at I't is very bad roleplaying to attempt to avoid the compul

r C ' . sipn often!
ﬁtrg_rt\g-wnlﬁdhpeoﬂﬁ wouldl_fbe aITOISt Immune to their own balryq specific point value of the disadvantage depends on what t

apits —which isn't the way life works: behavior is, how much money it costs, and how much trouble it i

Bad Sight -10/-25 points likely to get the PC into. The GM is the final judge.
You may be either nearsighted or farsighted — your choice. If y@u

-5 to -15 points

are nearsighted, you cannot read small print more than a foot a ,Ward'ce . -10 pQ'ntS
or signs at more than about 10 yards. When using a weapon, you areJ aré extremely careful about your physical well-being. Any
at -2 to your skill rolls. time you are_calle_d on to risk physwal_danger, you must _roII again
If you are farsighted, you cannot read a book except with great Y@ll. If there is a risk of death, the roll is at a -5. If you fail the roll,
ficuity (triple the normal time), and you are at -3 DX on any clo¥@U must refuse to endanger yourself unless you are threatened w
manual labor. greaterdanger! Soldiers, police, and the like will react to you at -2
Any character at TL5 or higher can acquire glasses which vilice they know you are a coward.
compensate totally for bad sight while they are worn; in the Zﬁ&ttony 5 points
0

century, contact lenses are available. For anyone starting at a u are overfond of good food and drink. Given the chance, yol

I;(;Iienltsm ;Y) hr'C; c;/rgro;ctg?nfrgfrlcgrtrifncée% v%ﬁ:jcr? '\%tho'ﬁ \é\':nrfqhotogg j’t?gst always burden yourself with extra provisions. You should neve
rected. Bad Sight is worth -25 points W!Ilmgly miss a meal. Presented with a tempting morsel or gooc
’ ' wine which, for some reason, you should resist, you must make
Bad Temper -10 points successful Will roll to do so. Gluttony is not a terrible weakness, bu
You are not in full control of your emotions. In any stressful situBy its nature it will soon be obvious to everyone who meets you.
tion, you must make a Will roll. A failed roll means you lose yo

temper, and must insult, attack or otherwise act against the cau ged S -15 points
the stress. You lust for wealth. Any time riches are offered — as payment fol

fair work, gains from adventure, spoils of crime, or just bait — you
Bully -10 points must make a Will roll to avoid temptation. The GM may modify this
You like to push people around whenever you can get away withl if the money involved is small relative to your own wealth.
it. Depending on your personality and position, this may take tBmall amounts of money will not tempt a rich character (much), bu
form of physical attacks, intellectual harassment or social “cutting.poor character will have to roll at -5 or even more if a rich prize is
Make a Will roll to avoid gross bullying when you know youn the offing.Honestcharacters (see below) roll at +5 to resist a
shouldn’t — but to roleplay your character properly, you should buitady deal and +10 to resist outright crime. However, almost an
anybody you can. Nobody likes a bully — others react to you at a -greedy character will eventually do something illegal.
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Hard of Hearing -10 points Miserliness -10 points

You are not deaf, but you have some hearing loss. You are at -4 kike Greed(p. 11) except that you are more concerned with hold-
IQ on any Hearing roll (so your roll is 1Q-4, rather than 1Q). You ameg on to what you already have. You may be both graadyniser-
at -4 to your language skill rofp. 17)for any situation where you ly! You must make a Will roll any time you are called on to spend
must understand someone (if you are the one talking, this disadvaoney, and you must always hunt for the best deal possible. If the

tage doesn't affect you). expenditure is large, the Will roll may be at a -5 (or even greater)
. penalty. A failed roll means you will refuse to spend the money — or,
Honesty -10 poINts it the money absolutelnustbe spent, you should haggle and com-

You MUST obey the law, and do your best to get others to do sq@gn interminably.
well. You are compulsive about it; this is essentially another type of
Code of Honor(see p. 11)This is a disadvantage, because it wilDne Arm -20 points
often limit your options! Faced with unreasonable laws, you mustou have lost an arm (or you were born without it). It is assumed
roll against 1Q to see the “need” to break them, and against Willthat you lost the left arm if you were right-handed, or vice versa. You
avoid turning yourself in afterward! If you ever behave dishonestbannot use a sword and shield simultaneously, or any two-handed
the GM may penalize you for bad roleplaying. weapon, or do anything requiring two arms. Anything requiring only
You are allowed to lie if it does not involve breaking the lavane hand can be done without penalty. In borderline cases, it is best
Truthfulnesgp. 13)is a separate disadvantage. to allow the character to attempt the action at a -4 DX penalty, or try

. . a quick reality check if possible!
Impulsiveness -10 points a y P

You hate talk and debate. You prefer action! When you are alo@e Eye -15 points
you will act first and think later. In a group, when your friends wantYou have only one good eye; you may wear a glass eye, or cover
to stop and discuss something, you should put in your two cetit® missing eye with a patch. You suffer a -1 DX penalty on combat
worth quickly — if at all — and then dmmethingRoleplay it! If it is < and anything involving hand-eye coor-
absolutely necessary to wait and ponder, you must make a Wil dination, and a -3 to use missile
to do so. weapons, throw objects or drive any
vehicle faster than a horse and buggy.
You will also suffer a -1 on any reaction
roll except with utterly alien creatures.
Exception:If you have Charisma, or are
Handsome or Very Handsome, the
patch just looks romantic, and does not
affect reaction rolls.

Lame -15, -25, or -35 points Overconfidence -10 points

Jealousy -10 points

You have an automatic bad reaction toward anyone who sqj}
smarter, more attractive, or better-off than you! You will resist {{§
plan proposed by a “rival,” and witlateit if someone else is in thgt\
limelight. If an NPC is Jealous, the GM will subtract 2 to 4 poi
from his reaction to the victim(s) of his jealousy.

You have some degree of impaired mobility. The point bonusygy think you are far more powerful, intelligent and competent
depends on the damage, as follows: than you really are, and you should act that way. Any time (in the

Crippled leg:You have one bad leg; your Move and Dod&®e p. GM's opinion) you show too much caution, you must roll against
21)are reduced by 3. You suffer a -3 penalty to use any physical 3l A fajled roll means you can't be cautious . . . you must go ahead
that requires walking or running. This definitely includes all hang though you were able to handle the situation. An overconfident
weapon and bare-handed combat skills (missile weapon abilityfigracter will get +2 on all reaction rolls from the young or naive
unimpaired)-15 points. (they believe he's as good as he says he is), but -2 from experienced

One leg:You have lost a leg. You have a -6 penalty on any phyRipCs. This requires roleplaying. An overconfident person may be

cal skill that requires the use of your _Iegs. You cannot run; US%ud and boastful, or just quietly determined — but play it up!
crutches or a peg leg, you have a maximum Move of 2. (Otherwise,

you cannot walk at all.) If you have access to TL6 (20th-centufgacifism -15 points
prosthetics, you can reduce the effect to that of a crippled leg, biYou are opposed to violence. There are two different forms:
you must buy off the point difference in some way. (TL8+ technolo-Self-defense onlyyou will only fight to defend yourself or those
gy could replace the leg, possibly with one that was better thanithgour care, using only as much force as may be necessary (no pre-
original, but then it's no longer a disadvantag5) points. emptive strikes allowed!). You must do your best to discourage oth-
Legless or paraplegicYou are confined to a wheelchair orers from starting fights15 points.
wheeled platform. If you power it with your own hands, its Speed isCannot kill: You may fight freely, and evestart a fight, but you
Yayour ST, rounded down. Alternately, you may be carried piggyray never do anything that seems likely to kill another. This
back or on a stretcher. The GM should assess all reasonable penaltkgles abandoning a wounded foe to die. You must do your best to
for this handicap; e.g., you cannot pass through narrow doors, nkeep your companions from killing, too. If you kill someone (or feel
gate staircases or steep curbs, travel except in specially-equippsgonsible for a death), you immediately suffer a nervous break-
vehicles, fight effectively (except with guns or crossbows), and down. Roll 3 dice and be totally morose and useless (roleplay it!) for
on. If you have to fight with a hand weapon, you will be at -6 tbat many days. During this time, you must make a Will roll to offer
skill. -35 points. any sort of violence towar@hyonefor anyreason-15 points.

Laziness -10 points Phobias Variable

You are violently averse to physical labor. Your chances of getting\ “phobia” is a fear of a specific item, creature, or circumstance.
a raise or promotion ianyjob are halved. If you are self-employedMany fears are reasonable, but a phobia is an unreasonable, unrea-
your weekly income is halved. You must avoid work — especiallpning, morbid fear. The more common an object or situation, the
hard work — at all costs. Roleplay it! greater the point value of a fear of it.
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If you have a phobia, you may temporarily master it by makindviow -1 to -15 points
successful Will roll . . . but the fear persists. Even if you master &ou have sworn an oath to do (or not to do) something. Whateve
phobia, you will be at -2 1Q and -2 DX while the cause of your fegie oath, you take it seriously. If you didn't, it would not be a disad-
is present, and you must roll again every ten minutes to see ifyigtage. The precise value of a Vow is up to the GM, but should k
fear overcomes you. If you fail a Will roll to overcome a phobia, y@lirectly related to the inconvenience it causes the characteivial
will cringe, flee, panic or otherwise react in a manner that precludesy, like “Always wear red,” is a -1 poiruirk (see below). A
sensible action. Minor Vow, like vegetarianism, is worth -5 points. Major Vow,

If a phobia victim is threatened with the feared object, he miige, “Use no edged weapons,” is worth -10 pointsGreat Vow,
immediately roll at +4 to Will; if enemies actually inflict the feareduch as “Always fight with the wrong hand,” is worth -15 points.
object on him, he must roll versus Will. If the roll is failed, the vic\-N . i
tim breaks down, but does not necessarily talk. eak Will _ -8 points/level

Some common phobias: blood (hemophoki#; point3, crowds You are easily persuaded, frightened, .bullled,_coerced, tempte
(demophobia;15 point3, darkness (scotophobidt5 point3, dogs and so on. For every Ieve_l taken, your IQ is effectively reduceq by
(cynophobia;-5 point9, enclosed spaces (claustrophobib5 V\{hene\{er you make a Will rofp. 24) including attempts to resist .
pointy, heights (acrophobial0 point3, number 13 (triskaideka- distraction, seduction, torture, mind control and so on. Weak Wil
phobia;-5 pointy, open spaces (agoraphobiz point3, spiders also affects all attempts to master phobias and avoid giving in t

(arachnophobia:5 pointy, strange and unknown things (xenophdhental problems. .
bia;-15 point3. A character cannot have both Strong and Weak Will.

N ) : Youth -2 to -6 points
Primitive 5 points per Tech Level You are underage by your culture’s standards: 1 to 3 years unde

You are from a culture with Bwer Tech Level(see p. 32than . .
that of the campaign. You have no knowledge (or default skill) reldé€: at -2 points per year. You suffer a -2 reaction roll whenever yc

ing to equipment above your own TL. You can start only with skill¥/ {0 deal with others as an adult; they may like you, but they do nc

or equipment from your own culture. fully respect you. You may also be barred from nightclubs, vehicle
The value of this disadvantage is -5 points for each TL by whigReration, war parties, guild membership, and s0 on, (’j’ep'end_mg (
your native TL is less than that of the campaign. the game world. Yomustkeep track of time, and “buy off” this dis-

You may not acquire Mental skills relating to high-tech equipme®fility when you reach “legal age” (usually 18) for your society.
until you buy off this disadvantage. Physical skills (driving, weapo

ry, and so on) may be acquired at no penalty if you find a teacher.QUlRKS
A “quirk” is a minor personality trait. It's not an advantage and it's

Pyromania -5 points not necessarily a disadvantage — it's just something unique abo
You like fires! You like tosetfires, too. For good roleplaying, youyour character. For instance, a major trait like Greed is a disadval

must never miss a chance to set a fire, or to appreciate one tgge. But if you insist on being paid in gold, that's a quirk.

encounter. When absolutely necessary, make a Will roll to overrid¥ou may take up to five “quirks” at -1 point each . . . so, if you do,

your love of flame. you will have 5 more points to spend on other things. Thes®to
.. count against the maximum number of disadvantage points allowe
Sense of Duty -5, -10, -15, -20 point$, your campaign.

You suffer from a self-imposed feeling of duty. If you feel a senseThe only drawback to a quirk is this: yawstroleplay it. If you
of duty toward someone, you will never betray them, abandon theike the quirk “dislike of heights,” but blithely climb trees and cliffs
when they're in trouble, or even let them suffer or go hungry if y@ehenever you need to, the GM will penalize you for bad roleplaying
can help. If you are known to have a sense of duty, others will repgé points you lose this way will cost you much more than yot
to you at a +2 to trust you in a dangerous situation. If you haveaned for taking the quirk. So don’t choose a quirk you aren’t will-
sense of duty, and go against it by acting against the interestihgto play!
those you are supposed to feel duty toward, the GM will penalizgxamples of quirks include beliefs a
you for bad roleplaying. goals, likes and dislikes, habits, exprg
The player defines the group toward which the character feelsgius, peculiarities of dress and so on. | ,
sense of duty, and the GM sets its point vakeamples:only '
toward close friends and companiors [joint9, toward a nation or
other large group-10 point3, toward everyone you know personall ILLS

(-10 point3, toward all humanity-(5 point3, toward every living ~ A “SKill” is a particular kind of knowl-
being €20 point3. edge. Karate, auto mechanics and

English language are all skills.
Stubbornness -5 points  Each of your skills is represented by a number callgkllidevel;
You always want your own way. Make yourself generally hard tae higher the number, the greater the skill. When you try to d«
get along with — roleplay it! Your friends may have to make a lot 8mething, you (or the GM) will roll 3 dice against the appropriate
Fast-Talk rolls to get you to go along with perfectly reasonalskill, modified as the GM sees fit for that particular situation. If the

plans. Others react to you at -1. number you roll idess than or equal tgour (modified) score for
) that skill, you succeed! But a roll of 17 or 18 is an automatic failure.
Truthfulness -5 points  Certain skills are different at differeteich level“TL” for short).

You hate to tell a lie — or you are just very bad at it. To keep sil&ch skills are designated by /TL. See p. 32 for more on tech levels
about an uncomfortable truth (lying by omission), you must make, : :
your Will roll. To actuallytell a falsehood, you must make your Willi(—earnmg Skills

roll at a -5 penalty! A failed roll means you blurt out the truth, or 1o Igarn or_improve a skill, you must spend character points. Skill
stumble so much that your lie is obvious. are divided intomentaland physical The tables below show the

point cost to learn each skill.
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The first column shows the skill level you are trying to ati@in, one possible default, use the one that gives the highest default level.
ative to the controlling attributeThis is usually DX for physical Description.A brief description of what the skill is used for and
skills and 1Q for mental ones; exceptions are noted in individual skihen (or how often) to roll. The GM should permit routine tasks to
descriptions. If your DX is 12, then a level of “DX-1" would be 11he performed on a straight skill roll; more or less difficult tasks, or
“DX” would be 12, “DX+1” would be 13, and so on. using the skill under adverse or favorable conditions, will result in

The remaining columns show the point costs to learn skills of difiodifiers to skill — set at the GM’s discretion.
ferentdifficulties — Easy, Average, Hardnd Very Hard— at that

level. Harder skills cost more character points to learn! Achb_atiCS (P_hySicaI/Hard) ) . DX-6
This is the ability to perform acrobatic and gymnastic stunts, roll,
Physical Skills take falls and so on. A separate skill roll is required for each trick
Your Final Difficulty of Skill you attempt.
Skill Level Easy Average Hard Acting (Mental/Average) 1Q-5
DX-3 _ _ 1 point The ability to counterfeit moods, emotions and voices, and to lie
DX-2 _ 1 point 1 point convincingly over a period of time. Roll a Quick Contest versus the
DX-1 1 point 1 point 2 points IQ of each person you wish to fool.
B§+ . épo'.”tt apo'.”tts ‘;po'.”tts Animal Handling (Mental/Hard) 1Q-6
DX+2 4 Egmt: 8 Bg:ztg 16 g(c))ligtz This is the ability to train and work with all types of animals.
DX+3 8 points 16 points 24 points Daily rolls are required when training an animal.
DX+4 16 points 24 points 32 points Area Knowledge (Mental/Easy) 1Q-4 for area residents only
) The skill of familiarity with the people, politics and geography of
Mental Skills a given area. Roll for each piece of knowledge required.
Your Final Difficulty of Skill
Skill Level Easy Average Hard  Very Hard Armoury/TL (Mental/Average) 1Q-5
_ The ability to build and repair weapons and armor at the appropri-
Q-4 - - - /2 point ate tech level. Roll to make, repair or find a problem with a weapon.
1Q-3 - - Y point 1 point )
IQ-2 - 14 point 1point 2 points Artist (Mental/Hard) Q-6
Q-1 Y5 point 1 point 2points 4 points The ability to draw and paint with both accuracy and beauty. Roll
IQ 1 point 2 points 4 points 8 points once per work.
1Q+1 2 points 4 points 6 points 12 points
1Q+2 4 points  6points 8 points 16 points Bard (Mental/Average) 1Q-5

The ability to tell stories and to speak extemporaneously. Also
Further increases follow the same progressions: 8 additional pogatitedPublic SpeakingRoll once per speech or story.

per level for physical skills, 4 per level for very hard mental skills, .
per level for other mental skills. élaCkSm”h/TL (Mental/Average) - 1Q-5
L. L. . The ability to work non-precious metals by hand, given the right
Limit on Beginning Skills tools. Roll once per hour of work.
The maximurmumber of character points a starting character can . .
spend on skills is equal to twice his age. For instance, an lS-year%@“ng (Physical/Average) No default
could apply no more than 36 points to skills. This limit does not-0rmal training in fisticuffs. When you punch, roll against Boxing
apply to skills added after a character is created. skill to see if you hit, and add of your skill (round down) to Qam-
. age. You may use your bare hands to parry attacksadtBoxing
Skill Defaults skill (at a penalty of -2 for kicks, -3 for non-thrusting weapons).
Most skills have a “default level.” This is the level at which yo% l Phvsical/E No default
perform the skillwithout training.Nobody can know every skill; a rawling (Physical/Easy) 0 derau

default can save your life. A skill has a default level if it is somethirllggkhe S”ki" of unslt_:ientifiﬁf una(;m(ejg C(;mbat. \I/<\'/|Ten yo(;J dpunch or
that everybody can do . . . a little bit. , roll vs. Brawling to hit, and addo of your skill (round down)

For instance, the “default” for Lockpicking is 1Q-5. If your IQ id© damage. You may parbare-handedttacks av skill
11, and you have to pick a lock without any training, you can d‘tffamouflage (Mental/Easy) 1Q-4

on a roll of 6 or less. Why? Because 11 minus 5 is 6, S0 6 is yOuf, - . . I
. .oy L X . e ability to use natural material or paints to disguise yourself or
default” skill at Lockpicking.You fumble around with the lock, slid- our position. Roll once per person, vehicle or campsite hidden.

ing a credit card around the latch like the detective in a movie you

saw once. - .and sometlmes it works! Carpentry (MentaVEasy) |Q_4 or DX-4
Some skills (especially Very Hard ones) havelefault. The ability to build things out of wood, given the right tools. Roll
List of Skills once per hour of work.
The listing for each skill gives the following information: Climbing (Physical/Average) DX-5 or ST-5
Name.The name of the skill. If the skill varies at different tech The ability to climb mountains, trees, buildings, and so on. Roll
levels, this will also be shown — e.g., “Blacksmith/TL.” once to start a climb; long climbs may require more rolls. See p. 23.
Type.The variety of skill (mental or physical) and its difficulty
(easy, average, hard or very hard). Computer Operation/TL (Mental/Easy) 1Q-4

Defaults. The basic attribute(s) to which the skill defaults if the The ability to operate a computer. Roll whenever you need to call
skill itself is not known — for instance, “DX-6". If there is more thanp data, run a program, or perform any similar task.
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Computer Programming/TL (Mental/Hard) No default Hand Weapon(Physical/Varies) Defaults vary
The ability to write and debug computer software. Roll to write,Each class of hand weapons requires a separate physical skill; r

debug or figure out a program. against this when attacking. Most hand weapons maypasy
. (p. 26) this is done &t skill unless noted. Assume that P/E weapon
Cooking (Mental/Easy) o 1Q-4 skills default to DX-4, P/A ones to DX-5 and P/H ones to DX-6.
The ability to prepare a pleasing meal from basic ingredients. Rglhilable skills include:
once per meal. Axe/Mace (P/A)Any short or middle-sized, unbalanced, one-

1O- handed weapon, such as an axe, mace or pick.

Blackjack (P/E)The blackjack or sap. May not parry.

Broadsword (P/A):Any 2- to 4-foot, balanced, one-handed
weapon, such as a broadsword or baseball bat.

A Fencing (P/A):The rapier, smallsword and saber. Parrysis

= Fencing skill, not4. Your encumbrance must be Light or less to use

Fencing.

Flail (P/H): Any unbalanced weapon with the head attached to th
handle by chain or rope, such as a flail, morningstar or nunchak
Any attempt to block a flail weapon is at -2; any attempt to parry it i
at -4, and knives and fencing weapons cannot parry flails at all!

Force Sword (P/A)A weapon which produces a short beam of

Criminology/TL (Mental/Average)
The study of crime and the criminal mind. Roll to find and inter-
pret clues, guess how criminals might behave, and so on.

Dancing (Physical/Average) DX-5}

The ability to perform dances appropriate to yg
own culture and learn new dances quickly. Roll of
per performance.

Demolition/TL (Mental/Average) 1Q-5
The ability to blow things up with explosives.
Demolition roll is necessary whenever you use exy

sives. energy and is wielded like a sword. A typical Tech Level 11 force
. . sword has a reach of 1, does 8 dice cutting damage (4 impaling
Diagnosis/TL (Mental/Hard) 1Q-6 costs $3,000, weighs 2 Ibs. and looks like a flashlight until it's turnes

The ability to tell what is wrong with a sick o
injured person, or what killed a dead person. Roll o
per diagnosis.

on. It takes one turn to activate it, one further turn for the beam t
form and stabilize. Its power cell lasts about 5 minutes.

Knife (P/E):Any knife, dagger or stiletto.

Knife Throwing (P/E)Throwing any throwable knife.

Polearm (P/A):Any very long, unbalanced pole weapon, such as ¢
poleaxe, glaive or halberd.

Shortsword (P/A)Any balanced, one-handed weapon, 1-2 feet
long, such as the shortsword, baton or billy club.
Electronics/TL (Mental/Hard) No default Spear (P/A)Any sort of spear, javelin, fixed bayonet, pike or sim-

The ability to design and build electronic apparatus. A successfa long, light, pointed weapon.
roll will let you identify the purpose of a strange device, diagnose &taff (P/H):Any quarterstaff or improvised pole like a quarterstaff,
glitch, perform a repair or design a new system. used in two hands. ParryZsskill, not’5.

. . Two-Handed Axe/Mace (P/Akny long, unbalanced, two-handed

Electronics Operation/TL (Mental/Average) 1Q-5 weapon, such as a battleaxe or maul.

The ability to use electronics gear. For normal, everyday use ofwo-Handed Sword (P/Any long (4- to 5-foot), balanced, two-
equipment, no skill roll is required. Rolls should only be required fianded weapon.

emergency situations.
, Holdout (Mental/Average) 1Q-5
Engineer/TL (Mental/Hard) No default  The skill of concealing items on your person or the persons of otr

The ability to design and build complex machinery. A successgs, or finding such hidden items. Roll once per item.
roll lets you identify the purpose of strange machinery, diagnose a

Disguise (Mental/Average) 1Q-5 K

The ability to make yourself look like someone el§
Roll a Quick Contest of Skills (Disguise vs. 1Q) fd
each person (or group) that your disguise must fool

problem, perform a repair or design new machinery. Humanities (Mental/Hard) Q-6
. Each academic “humanity” or “arts” subject (such as History,
Escape (Physical/Hard) DX-6 Literature, Philosophy or Theology) is a separate Mental/Hard skil

The ability to free oneself from ropes, handcuffs and similg{at defaults to 1Q-6. Roll versus skill to recall references, perforn
bonds. The first attempt to escape takes one minute; each subsegkigel analysis and so on.

attempt takes 10 minutes.

_ ) Influence Skills (Mental/Varies) Default varies

First Aid/TL (Mental/Easy) ~ Defaults t0 1Q-5  There are several ways to influence others; each is a sepfitate
The ability to patch up an injury in the fiefsee p. 28)Roll once  ence skill. A successful roll will result in a good reaction from an
per injury. NPC. Failure results in a bad reaction (except for Diplomacy, whicl
. is always safe). To actually coerce or manipulate an NPC, you mu
Forensics/TL (Mental/Hard) No default win a Quick Contest of your skill versus his Will. Methods of influ-

The general science of “laboratory” criminology. Roll to analy

each piece of physical evidence. Z@hcmg others include:

Diplomacy (M/H):Negotiation and compromise. Defaults to 1Q-6.

Forgery/TL (Mental/Hard) |Q-6 or DX-8  Fast-Talk (M/A)Lying and deceit. Defaults to 1Q-5.
The ability to produce a fake passport, banknote or similar docuNtimidation (M/A):Threats and violence. Defaults to ST-5.
ment. Roll once per forgery. Savoir-Faire (M/E):Manners and etiquette. Mainly useful in
“high-society” situations. Defaults to 1Q-4.
Gambling (Mental/Average) IQ-5 Sex Appeal (M/A; based on HT, not I®mping and seduction,

The skill of playing games of chance. A successful Gambling raBually of the opposite sex. Defaults to HT-3.
can tell you if a game is rigged, identify a fellow gambler in a groupStreetwise (M/A)Contacts and (usually) subtle intimidation. Only
of strangers or “estimate the odds” in a tricky situation. useful in “street” and criminal situations. Defaults to 1Q-5.
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Interrogation (Mental/Average) IQ-5 Musical Instrument (Mental/Hard) No default
The ability to question a prisoner. To do so, you must win arhe ability to play a musical instrument. Each instrument is a sep-

Contest of Skills: your Interrogation skill vs. the prisoner's Will.  arate version of this skill. Roll once per performance.
Jumping (Physical/Easy) No default Natural Sciences (Mental/Hard) 1Q-6
This is the trained ability to use your strength to its best advantagéach specialty (such as Botany, Chemistry, Geology, Physics or
when you jumgsee p. 22)Roll once per jump. Zoology) is a separate Mental/Hard skill that defaults to 1Q-6. Roll
. versus skill to recall general knowledge within the field, analyze
The skill oftrained punching and kicking. When you punch or )
kick, use Karate skill rather than DX to determine the odds of Hdlaturalist (Mental/Hard) 1Q-6

ting, and adds of your skill level (round down) to damage. You may A general knowledge of animals and plants, and of nature in its
also parry attacks (even weapons)yaskill. Your encumbrance various forms. Roll to identify plants, animals and so on.

must be Light or less to use Karate. .
9 Navigation/TL (Mental/Hard) No default
Law (Mental/Hard) IQ-6  Ability to find position by the stars, ocean currents, etc. A success-
A successful Law roll lets you remember, deduce or figure out fheroll will tell you where you are, at sea or on land.

answer to a question about the law. An actual trial is handled aéa .

uick Contest of Law skills. ccultism (Mental/Average) 1Q-6
Q . The study of the mysterious and supernatural. Roll to identify each
Leadership (Mental/Average) ST-5magical or mystical belief or ritual.

The ability to coordinate a group in a dangerous or stressful sit|._1)aﬁ
tion. Roll to lead NPCs into a dangerous situation. otography/TL (Mental/Average) 1Q-5

o g The ability to use a camera competently, use a darkroom, and so

Lockpicking/TL (Mental/Average) IQ-5 on. Roll once per roll of film shot or developed.

ysician/TL (Mental/Hard) Q-7
he general professional ability to aid the sick, prescribe drugs
and care, etc. This is the skill to use if the GM requires a single roll

This is the ability to open locks without the key or combinatiog1
Each attempt to open a lock requires one minute and a skill r h
cracking a safe may take considerably longer! T

Masonry (Physical/Easy) 1Q-3 to test general medical competence or knowledge.
The ability to build things out of brick or stone, given the right. .
tools. Roll once per hour of work. 'E)mkpo‘-?ket (Physwal/Hard) _ DX-6
_ The ability to steal a small object (purse, knife, etc.) from some-
Mechanic/TL (Mental/Average) Q-5 one’s person. Roll once per theft; if the target is alert, treat this as a

The ability to diagnose and fix ordinary mechanical problemsQuick Contest vs. the target’s 1Q.

machines of your TL. Roll once per diagnosis or repair.
Y P J P Research (Mental/Average) 1Q-5

Merchant (Mental/Average) IQ-5 General skill at library or electronic research. A successful
The ability to act as a “trader,” buying and selling merchandise Reesearch roll in an appropriate place of research will let you find a

successful skill roll lets you judge the value of common goodsseful piece of data, if that information is to be found.

locate markets and so on.

Riding (Physical/Average) DX-5
Meteorology/TL (Mental/Average) Q-5 The skill of riding a beast. A different version of this skill must be
The study of the weather and the ability to predict it, given thearned for eaclanimal type Roll once when the beast is first
appropriate instruments. Roll once per prediction. mounted and again any time a difficult situation is encountered while
Missile Weapor(Physical/Varies) Default varies nding.
Missile weapons are ranged weapons that launch projectilesRignning (Physical/Hard) No default

distinct fromthrown weapons(see p. 27)Each general class This skill is based on HT, not DX. It represents training in sprints
requires a separate physical skill; roll against this when attackiagd long-distance running. If you have studied this skill, divide your
P/E skills default to DX-4, P/A ones to DX-5 and P/H ones to DX-gkill level by 8 (don't round down) and add the result to your Speed
Add 1 to your skill for an IQ of 10-11, and 2 for an 1Q of 12+, whefior the purpose of calculating your Move score (this affects land

using any missile weapon skill labeled with “/TL.” movement only). See p. 22 for details.
Missile weapon skills include: .
Beam Weapons/TL (P/Ejny beam-type weapon, such as shadowing (Mental/Average) 1Q-6
blaster, laser or stunner. The ability to follow another person through a crowd without
Black Powder Weapons/TL (P/EAny black-powder weapon, being noticed. Roll a Quick Contest of Skill every 10 minutes: your
including the musket, pistol and rifle. Shadowing vs. the subject’s Vision roll. If you lose, you lose the tar-
Bow (P/H): The longbow, shortbow and all similar bows, as weliet — or he spots you!
as the modern compound bow. Shield (Physical/Easy) DX-4

Crossbow (P/E)All crossbows, including the “prodd,” which fires "y, vt use a medieval-type shield or police riot shield. The

pellets rather than bolts. . A ~
Guns/TL (P/E)Each type of 20th-century, cartridge-type gunpovﬁgﬂ\fogffgﬁise?df;im a shield — your Block sqpre26)-— is equal to

der weapon is a separ@ensskill. Types include pistol, rifle, shot-
gun_and light autom_atic weapon. Singing (Physical/Easy) HT-4
Sling (P/H):The sling and staff sling. Study of this skill is based on HT, not DX. This is the ability to
sing in a pleasing fashion. Roll once per performance.
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Social Sciences (Mental/Hard) Q-6 Languages

Each “social science” (e.g., Anthropology, Archaeology, [ anguages are treated as skills. Tiamguage Talenadvantage
Psychology or Sociology) is a separate Mental/Hard skill th@)t_ 10) makes it easier to learn languages.

defaults to 1Q-6. Roll versus skill to recall general knowledge within

the field, identify traits that characterize an individual, culture t)anguage Skills (Mental/Varies) No default

society (as applicable), and so on. Each language is a separate Mental skill. Your native languag
. skill starts out equal to your IQ, and costs only 1 point per level tc

Stealth (Physical/Average) IQ-5 or DX-5improve. Other languages are improved like any other skill.

The ability to hide and to move silently. Roll a Quick Contest @fifficulty of languages varies:
Skills between your Stealth and the Hearing roll of anyone you'rg5sy-pidgin English, Esperanto and the like.

trying to hide from. Average:Most languages — French, Chinese, Elvish, Rumanian

Survival (Mental/Average) Q- a”g SS_OB”' Navaio and ien |
Ability to “live off the land,” find food and water, avoid hazards, Varr -Ha%‘?‘ﬁi’ nalvarJ]o an m‘mi""f“ irr']glfal?es'r ounced with
build shelter, etc. A different Survival skill is required for each typye0 u? Zatu?al .vocgl eo?uigumaégnetsor sinﬁplg‘;ec%an?csl gi dosu ce
of terrain. Roll once per day in a wilderness situation. When two people fry to communicate in a language thaitithe
Swimming (Physica|/Easy) ST-5 or DX-4native language of one or both parties, roll against language skill 1
This skill is used both for swimming and for saving a drownirighderstand or be understood.

victim. Roll once per swim, dive or lifesaving attempt. See p. 23. Gesture (Mental/Easy) 10-4

Tactics (Mental/Hard) IQ-6  The ability to communicate through simple, improvised hand sig

The ability to outguess the enemy when the fight is man-to-marf8ls- Roll once to communicate eggmeralconcept.

in small groups. A successful Tactics roll during a battle will somg-
times (GM’s discretion) allow you information about immediat§Ign Language (Mental/Average) No def‘f"“'t
enemy plans. Any of the many true languages of gesture. Each form of sign lar

guage is a separate skill, and treated like any other language skill.

EQUIPMENT

Now you need to decide what equip-
ment you have. Usually, the GM sets a
reasonable cost and weight for each
item of equipment requested by a play-
er. In a modern-day game, he may even
refer players to real-life catalogs!
Weapons and armor are a special case,
however, since their use involves more
intricate game mechanics. This section
will give you enough information to let
you choose your combat gear intelli-
gently.

A Note on Buying Thingsfou start
with money equal to the campaign
starting wealth, modified by your personal wealth I€gek p. 7)
Tracking (Mental/Average) |Q-5 The GM will supply equipment lists that give the cost, weight anc

The ability to follow a man or animal by its tracks. Make on@ther information about important items, and give you a ruling abou
Tracking roll to pick up the trail, and one further roll for every 8nything else you request (the sample charactey. @rhas a few

Teaching (Mental/Average) 1Q-5

The ability to instruct others. The GM may requi
one or more skill rolls to teach another characte
skill.

Throwing (Physical/Hard) No default

The ability to throw whatever you can pick up.
helps both accuracy (roll against Throwing skill
throw anything you can lift) and distance (addof
Throwing skill to ST when determining distance). R
once per throw. Sge 23

Thrown Weapon (Physical/Easy) DX-4
The ability to throw any one type ¢firowable
weapon. This skill is different for each type «
weapon; e.g., Knife Throwing, Axe Throwing, Spe

Throwing, and so on.

minutes of travel. items you won'’t find on the tables below, for instance). Subtract th
price of each item you buy from your starting wealth to determine
Traps/TL (Mental/Average) Q-5 or DX-5 how much money you have left.
The skill of building and avoiding traps and detection devices. Rall
to build, detect, disarm or reset a trap. rmor
. : i ) . Armor is vital in combat situations. Heavy armor gives the bes
Vehicle Skills (Physical/Varies) Default variesprotection, but it slows you down! Another limitation is your wealth;

Each class of vehicle requires a different physical skill to opergie best armor is very expensive.
it. Roll once to get under way and again each time a hazard iarmor protects you in two ways. Ifassive defeng®D) adds to
encountered,; failure indicates lost time or even an accident. Vehigler defense roll when you wear it. ttamage resistang@®R) pro-
skills default to DX at -4 (easy), -5 (average) or -6 (hamtor tects you when you do get hit. In both cases, higher numbers are b
vehicles also default to 1Q, at similar penalties. Available typesr; see p. 26 for more information.
include Bicycling (P/E)for bikes,Boating (P/A)for rowboats and
sailboats Driving (P/A) for cars,Motorcycle (P/E)for motoibikes, Armor Stats

Piloting (P/A)for aircraft andPowerboat (P/Ajor motorboats. For each type of armor, the following information is listed:
o General DescriptionThe item’s name and how it is used.
Writing (Mental/Average) IQ-5  Passive Defense (PDYThis adds to your defense roll, and repre-
This is the ability to write in a clear and/or entertaining mannegents the fact that some blows will bounce off the armor. PD o
Roll once per article, or daily for long works. armor normally ranges from 1 to 6.
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Damage Resistance (DRJhis is the amount of protection theuser’s ST. The columns show
item gives, in terms of hits subtracted from a blow which strikes yabe number of dice rolled to
e.g., if you are hit while wearing DR 6 armor, and the attacker rollsl&ermine damage.

points of damage, only 2 will affect you.

Weight: This is given in pounds; it adds to your tatacumbrance
(seeSpeed, Encumbrance and Mavelow).

Cost: The price of the armor in $.

Type TL PD DR Cost  Weight
Ordinary clothing any 0 0 varies! 1
Padded cloth armor 1-4 1 1 $180 14
Leather jackett T 1-8 1 1 $50 4
Light leather armor 1-4 1 1 $210 10
Heavy leather armor  1-4 2 2 $350 20
Chainmail 34 3 4* $550 45
Scale armor 2-4 3 4 $750 50
Half plate** 2-4 4 5 $2,000 70
Light plate** 34 4 6  $4,000 20
Heavy plate** 3-4 4 7  $6,000 110
Flak jackett 6 2 3 $220 17
Kevlar (light) 7 2% 4* $220 5
Kevlar (heavy) 7 2x  12* $420 9
Light body armor 7+ 4 15 $270 22
Medium body armor 8+ 6 25  $1,520 32
Heavy body armor 9+ 6 50 $2,520 52

*PD 1, DR 2 vs. impaling.
** All combat skills at -1 due to helm; Vision and Hearing at -3.
T Protects torso only. t1 Protects torso and arms only.

Shields
Shields are very valuable in Iow-Type PD Cost
tech combat; they can protect thdBuckler 1 $25  2lbs.
user both actively and passivelySmall 2 $40  81bs.
First, a shield will stop many Medium 3 $60 15 bs.
blows automatically, with no par-Large 4 $90 25 Ibs.
ticular effort on the part of the user. Type: The kind of shield.
The bigger the shield, the better it PD: Add this number to
does this. This is the shieldms- your defense — even if
sive defens¢PD). Second, you tyfﬂshealesﬂ%fgea how
"blotc & blow, This i aracive  WeON: The sieds weight
defensdsee p. 26) Cost: The shield’s cost in $.
A shield has no “damage resis
tance” — it does not reduce the damage from any blow that hits

Weight

Weapons

ST Thrusting Swinging

(fist, spear, etc.) (sword, club, etc.)
4orless O 0

Damage Types 5 1d-5 1d-5
and Damage Bonus 6 1d-4 1d-4

Weapons do three basic type< 7 1d-3 1d-3
of damageimpaling, cutting 8 1d-3 1d-2
andcrushing. 9 1d-2 1d-1

Impaling weapons are those 10 1d-2 1d
that strike with a sharp point 1d-1 1d+1
When you hit with an impaling 1d-1 1d+2
weapon, the damage that ge.. 13 1d 2d-1
through the armor idoubled. 14 1d 2d

Cutting weapons strike with 12 1d+1 2d+1
an edge. When you hit with ¢ 1d+1 2d+2
cutting weapon, all damage the.. 7 1d+2 3d-1
gets through the target's armor 2134123 dgfl
J% . )
is increased by 50%rounded 20 — et

down.

Crushingweapons strike with
a blunt surface. They score no bonus damage.

Minimum Damagelf you hit with a cutting or impaling attack, or
a bullet, you always get at least one hit of basic damage. Thus, if
you strike with a dagger for “1d-4” damage, and roll a 2, you still
do 1 hit of damage. However, if you hit the foe with a crushing
attack, yowcando zero damage.

Maximum DamageSome weapons, especially impaling weapons
like daggers, can only do so much damage on any one blow, no
matter how strong the user is.

Recording Weapon Stats

CostandWeightare copied directly from thé/eapon Tablesnto
your character sheétee p. 4)

Minimum Strengtlis the minimum ST required to use the weapon
properly. You may still fight with a weapon if you are too weak for
it, but for every point of ST by which you are too weak, you will be
at -1 to your weapon skill.

Damageis also copied from th&/eapon TableSome weapons
can be used in different ways. For instance, some swords can be
swung for a cutting attack or thrust for an impaling attack. Before
you strike with such a weapon, specify how you are attacking. To
calculate damage, take your basic damage for that type of attack,
and add the damage shown on the table for your weapon. If your ST

i . - . . .
It makes you hard to hit, by active and passive defense, but that’s,I @O’ your basic swinging damage is 1d; so if a broadsword does

ing+1,” your damage with a broadsword is 1d+1.
Ranged Weaponéf you have a “ranged” weapon (anything that

The weapons you carry should be determined first by your skifiéh Pe thrown or fired), see p. 27. Copy the stats frorRénged
and then by your strength and budget. If you can't use it, don’t b¥aPon TableOnly Max. (maximum rangejs usel in GURPS Lite.

it. High-tech weapons (like guns) will work for anyone who kno

how to use them. Low-tech weapons, like clubs and swords, do
damage when wielded by a strong person.

Basic Weapon Damage

eed, Encumbrance and Move
our Speedscore (orBasic Speeddetermines your reaction time
and running speed. It is figured from your HT and DX attributes, and
shows how fast you can run without encumbrance (see below). An

Basic damageés the impact damage a weapon does, before &gerage person has a Speed of 5 — that is, with no encumbrance, he
point or cutting edge is considered. Your basic damage dependsups about 5 yards per second.

your ST. Damage is shown as “dice+ad@e p. 2)For example,

Add your HT and DX together. Divide the total by 4. The result is

“2d+1” means that you roll two dice and add 1 to the result. Thug/aur Basic Speed Score; don't round it off! If (for instance) your

roll of 7 would mean 8 hits of damage.

Types of Attack
There are two main types of weapon attdbkustingandswing-

Basic Speed is 5.25, your unencumbered movement is 5 yards per
second. But there will be times when a 5.25 is better than a 5!

Encumbrance

ing. A swinging attack does more damage, because the weapon adsur encumbrancds the total weight you are carrying.
as a lever to multiply your ST. The following table shows ho#ncumbrance reduces your movement rate. It also makes swimming
much basic damage each type of weapon does, according toatiteclimbing much more difficult, and traypl 23)slower.
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ANCIENT/MEDIEVAL HAND WEAPON TABLE

Weapons are listed in groups, according to the skill required to use them.

Weapons which can be used in two ways (for instance, a shortsword can either cut or impale) have two lines — one forf eftelckype

“Type” is the type of damagg. 18)the weapon does.

“Damage” is the die rollp. 18)for the damage done to the foe.

“Reach” indicates the distance at which the weapon can be used if you are playing with figures on a combat map markedafsirttissstat is not
used iINGURPS Litebut is retained to keep this table consistent with the 0G&JRPS.

Weight includes the weight of a scabbard for swords, knives and the like.

“Min ST” is “minimum strength.” If you are weaker than this, your skill is at -1 for every point of difference . . . the vgempobig for you!

Weapon Type Damage Reach Cost Weight ~ Min ST Special Notes
AXE/MACE (DX-5)1
Axe cut SW+2 1 $50 4 |bs. 12 1 turn to ready.
Mace cr sw+3 1 $50 5 Ibs. 12 1 turn to ready.
BLACKJACK (DX-4)
Blackjack or sap cr thr @ $20 11b. 7 May not parry
BROADSWORD (DX-5, Shortsword-2 or Force Sword -35ee p. 15 for Force Sword stats.
Broadsword cut sw+1 1 $500 3 Ibs. 10
cr thr+1 1 Standard broadsword l@snt point.
Light club cr sw+1 1 $10 3 lbs. 10
FENCING (DX-5) See p. 26 for fencing parry rules.
Smallsword imp thr+1 1 $400 11b. - Maximum damage 1d+1.
Rapier imp thr+1 1,2 $500 Y lbs. - Maximum damage 1d+1.
Saber cut sw 1 $700 2 Ibs. 7
imp thr+1 1 Thrust: maximum damage 1d+2.
FLAIL (DX-6) Any attempt tgarry a flail weapon is at a -4. Fencing weapaasnotparry flails.t
Morningstar cr sw+3 1 $80 6 Ibs. 12 1 turn to ready.
Flail cr sw+4 1, 2* $100 8 Ibs. 13 2-handed. 1 turn to ready.
KNIFE (DX-4)
Large knife cut Sw-2 C 1 $40 11b. - Maximum damage 1d+2.
imp thr @ Throwable; Maximum damage 1d+2.
Small knife cut sw-3 Cl $30 Y |b. - Maximum damage 1d+1.
imp thr-1 C Throwable; Maximum damage 1d+1.
Dagger imp thr-1 C $20 Y |b. - Throwable; Maximum damage 1d.
POLEARM (DX-5) All polearms require 2 hands.
Glaive cut sw+3 2,3* $100 8 Ibs. 11 2 turns to ready.
imp thr+3 1-3* 1 turn to ready after thrust.
Poleaxe cuorcr  sw+4 2,3* $120 10 Ibs. 12 2 turns to ready after swing.
Halberd cut sw+5 2,3* $150 12 Ibs. 13 2 turns to ready after swing.
imp sw+4 2,3 2 turns to ready after swing. May sfeick.
imp thr+3 1-3* 1 turn to ready after thrust.
SHORTSWORD (DX-5, Broadsword-2 or Force Sword-3)
Shortsword cut sw 1 $400 2 Ibs. 7 Sabers can be used w/Shortsword skill.
imp thr 1
Baton cr sw 1 $20 1lb. 7 A short, well-balanced club.
cr thr 1
SPEAR (DX-5 or Staff-2)
Javelin imp thr+1 1 $30 2 Ibs. - Primarily for throwing.
Spear imp thr+2 1* $40 4 |bs. 9 Used 1-handed. Throwable.
thr+3 1, 2* Same spear used 2-handed.
STAFF (DX-5 or Spear-2)Requires two hands.
Quarterstaff cr SwW+2 1,2 $10 4 |bs. 6 Parrysistaff skill.
cr thr+2 1,2
TWO-HANDED AXE/MACE (DX-5) Requires two hands.t
Great axe cut sw+3 1, 2* $100 8 Ibs. 13 1 turn to ready.
Maul cr sw+4 1, 2* $80 12 Ibs. 14 1 turn to ready.
TWO-HANDED SWORD (DX-5 or Force Sword -3)Requires two hands.
Greatsword cut Sw+3 1,2 $800 7 Ibs. 12 Usually ltlast point.
cr thr+2 2
*Must bereadiedfor one turn to change from long to short grip or vice versa. tBecomes unready if used to parry.
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ANCIENT/MEDIEVAL RANGED WEAPON TABLE

Weapons are listed in groups, according to the skill required to use them. The only one of the four “range” stats thatGuRES Liteis Max,
which is the weapon’s maximum range in yards. Note that a thrown weapon’s maximum range depends on its user’s Strength!

Weapon Type Damage Ranges Cost*  Weightt Min ST Special Notes
SS Acc D Max.
AXE THROWING (DX-4)
Throwing axe cut SW+2 10 2 ST ST/ $60 4 Ibs. 11
BOW (DX-6) 2 hands to fire. 2 turns to ready.
Short bow imp thr 12 1 10 STx15 $50/$2 2 Ibs. 7 Max. dam. 1d+3.
Regular bow imp thr+1 13 2 S5 STx20 $100/$2 2 lIbs. 10 Max. dam. 1d+4.
Longbow imp thr+2 15 3 S¥15 STx20 $200/$2 3 1bs. 11 Max. dam. 1d+4.
Composite bow imp thr+3 14 3 20 STx25 $900/$2 4 Ibs. 10  Max. dam. 1d+4.
Quiver $10 Y Ib. Holds 10 arrows/bolts.
CROSSBOW (DX-4)2 hands to fire, 4 turns to ready (8 if ST is greater than yours).
Crosshow imp thr+4 12 4 20 STx25 $150/$2 6 Ibs. 7  Max. dam. 3d.
Prodd cr thr+4 12 2 S20 STx25 $150/$.10 6 Ibs. 7  Fires lead pellets.
KNIFE THROWING (DX-4)
Large knife imp thr 12 0 ST-2 ST+5 $40 11b. — Max. dam. 1d+2.
Small knife imp thr-1 11 0 ST-5 ST $30 Y Ib. — Max. dam. 1d+1.
Dagger imp thr-1 12 0 ST-5 ST $20 Ya lb. — Max. dam. 1d.
SLING (DX-6) 2 hands to load, 1 to fire. 2 turns to ready.
Sling cr sw 12 0 S¥6 STx10 $10 ¥ Ib. —  Fires rocks.
Staff sling cr sw+1 14 1 10 STx15 $20 2 Ibs. —  Fires rocks.
SPEAR THROWING (DX-4 or Spear Thrower-4)
Javelin imp thr+1 10 3 SH1A STx2/4 $30 2 Ibs. 7
Spear imp thr+3 11 2 ST S4IE7) $40 4 Ibs. 9
DX-3 or THROWING SKILL
Rock cr thr-1 12 0 S¥2 S™x3% - 11lb. -

*Cost: The number after the slash is the cost per shot (arrow or other missile) for a missile weapon.
tAn arrow weighs 2 0z.; a crossbow bolt, sling-stone or prodd pellet weighs 1 oz.

FIREARMS TABLE

Firearms have three additional statistReF: The rate of fire for the weapon. This is how many shots the user can fire in

Shots:The number of shots that the weapon holds.

TL: Thetech levebf the gun(see p. 32)The costs given are at the TL of introduction; be sure to adjust this for changes in wealth level from TL to TL.

one turn.

For instance, a .38 that cost $20 in 1900 (TLS6, starting wealth $750) would cost $400 in 1998 (TL7, starting wealth $15,000).

Weapon Type Damage
PISTOLS - Use Guns/TL (Pistol) skill.
.38 Special cr 2d-1
Luger cr 2d+2
Colt .45 cr 2d
Walther PPK cr 2d-1
.44 Mag. Revolver cr 3d
Glock 17 cr 2d+2
SHOTGUN — Use Guns/TL (Shotgun) skill.
Remington 12G cr 4d
RIFLES — Use Guns/TL (Rifle) skill.
Winchester .44-40 cr 3d
Winchester .30-30 cr 5d
Lee-Enfield .303 cr 6d+1
M1 Garand .30-06 cr 7d+1
AR-15 .223 cr 5d
BEAM WEAPONS - Use Beam Weapons/TL skill.
Laser Pistol imp 1d
Laser Rifle imp 2d
Blaster imp 6d
Blaster Rifle imp 12d
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SS

10
9
10
10

10
10

12

13
13
14
14
12

15
10
14

Acc
4
2
2
2
3
10

11
11

Wit RoF Shots
2 Ibs. 3 6
2.75 Ibs. 3 8
2.75 Ibs. 3 7
1.25 Ibs. 3 7
3.25 Ibs. 3 6
2 Ibs. 3 17
8 Ibs. 3 5
7.1 Ibs. 2 6
7 lbs 2 6
10.2 Ibs 1 10
10 Ibs 3 8
8 Ibs 3 20
2 Ibs 4 20
5 Ibs 3 12
2 lbs 3 20
10 Ibs 3 12

Min. ST

12

10
10
12
12

Cost

$20
$25
$30
$75
$100
$450

$235

$40
$475
$130
$590
$540

$1,000
$2,000
$2,000
$3,000

TL

6
6
6
6
7
7
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Your encumbrance leves a measure of that weight relative takills that, in the GM’s opinion, were significantly used in the adven-
your strength. A strong person can carry more than a weak doeg in which those character points were earned. When you improy
therefore, the ratio of weight to strength determines encumbraacskill, the cost is the difference between your current skill level an
level, as follows: the cost of the new skill level.

Weight up to 2ST:no encumbrance. You have no penalty.

Weight up to 4ST:light encumbrance. Movement penalty of 1. NONHUMANS

Weight up to 8ST:medium encumbrance. Movement penalty 2. Many backgrounds, especially fantasy and science fiction, includ

Weight up to 18ST:heavy encumbrance. Movement penalty 3. characters who aren't human. In these rulescais defined as a

Weight up to 28ST:extra-heavy encumbrance. Movement penaljingle species and its typical cultural background.
of 4. You cannot carry a weight more than 20 times your ST f; .
more than a few feet at a time. 30 times ST is the absolute most %aCIaI Tem plateS

can carry. The game mechanics of a nonhuman race are coveredragiats
template— a set of attribute modifiers, advantages, disadvantage
Move quirks and skills that apply to every member of the race. Just as

Your Moveis the distance (in yards) you can actually run in orR@aracter creation, each of these elements has a point value. A
second. To find your Move, add up the total weight of all your pagese values to find the net point value of the racial template. All ele
sessions and find your encumbrance level. Now subtract yesnts of a racial template must be purchased together by all mer
encumbrance penalty from your Speed score, and mowd. The  pers of the race, so the template has a single, overall point co:
result is your Move score — always a whole number, not a fractiRRown as theacial cost.Normally, it is the GM's job to create racial

Your Move controls: . . templates and set racial costs.
(1) How fast you can move. (If you have the Running skill,’add

of your skill level to Basic Speed for this purpose only. Don't rourdittribute Modifiers

off until the very end! Running doesn't affect your Speed score, bufttribute modifiers are used to determine the attributes avan

it will help your Move.) agemember of a race with average scores other than the hums
(2) When you move. norm of 10. They are paid for according to the table on p. 3, readin
(3) Your Dodge defensfp. 26) This active defensés equal to attributes above 10 as bonuses and attributes below 10 as penalt

your Move. The less weighted-down you are, the quicker you dzor instance, a -1 to |1Q gives a racial average IQ of 9 and would co

dodge! -10 points, while a +3 to ST gives a racial average ST of 13 an
Your Move can never be reduced to 0 unless you are unconscioasts 30 points.
unable to use your legs, or lifting over 30 times your ST. An individual character pays for his attribute scores norntaky)
applies any racial modifiers; e.g., a member of a race with +3 S
CHARACTER | MPROVEMENT pays 20 points to get ST 12, then applies the racial modifier to get

At the end of each session, the GM may avaus character final ST score of 15.

pointsfor good play; these are the same kin_d of points you usedpgavamages Disadvantages and Quirks

create your character. “Good play” is anything that advances yoUt nonhyman race could possess almost any advantage or dise
mission or shows g_ood roleplaying (including adherence to your Q)ﬁhtage that an individual could, within reason. Racial quirks ar
advantages and quirks) — preferably both. minor disadvantages or personality traits that apply to all membei

Bonus points are awarded separately to each character. A typieal race: they can be a useful tool for defining the “personality” of :
award is 1-3 points, with 5 points being the absolute upper limit {gke Racial disadvantages and quirks don’t count against the -

amazingplay. Note that you get no points for a session in Whigﬁuints of disadvantages and -5 points of quirks suggested earlier.
your Dependen(p. 8)is killed, seriously wounded, or kidnappe

and not recovered. Skills
Bonus points are used to develop and improve your charactef race may have skills which all its members acquire automatical
Record them as “unspent” on your character sheet. Then spend tiyein most cases, these will be innate or instinctive. For example,
the same way as during character creation, with a few differencestace with padded feet might possess the Stealth skill. A racially
Basic AttributesTo improve one of your basic attributes (ST, DXlearned skill is expressed as, for instance, “Stealth at DX.” Note the
IQ or HT), you must spend character points equaicethe begin- the actual level of skill possessed by each individual will vary
ning point-cost difference between the old score and the new @ugording to his underlying attribute score. The point cost of racial
Example:To go from ST 10 (beginning cost 0) to ST 11 (beginniry-learned skills is figured according to the chart on p. 14. Thes
cost 10) would cost 20 points. may be increased with experience, just like normally-bought skills.
usfgg)?hgnsp;%\f;mn&nr:fum’ el peseson atebie 52 %%glcael tlr?eeggﬁ:g trlr?enchanics are taken care of, you must come
Ia@ivg:tagiigoﬁgﬁgvﬁngﬁg dees {ahrii mbcl)irkn, %ndrﬁgn{lcl)qt t}? Xboug ith a racial description: what the race looks like, what environmen
: - EXCEp gs like Lombat ReMexes aplf 5 assyres combined to give its advantages and disadvantag
Literacy, which can be leamned, and social advantages like Staiitg; ihe race lives and governs itself, how they think, and how we
which can be earned (in some societies). To add an advantage,twayget along with others.
must pay the appropriate amount of character points. _ It's easy to figure out what nonhumans look like, and even hov
Buying Off Disadvantageddo character may get extra points byhey act. The hardest part about playing a nonhuman is deciding hc
adding disadvantages after he is created. However, yowetaid hethinks— which is what roleplaying s all about!
of most beginning disadvantages by “buying them off” with pointswhen choosing racial advantages and disadvantages, avoid assir
equal to the bonus earned when the disadvantage was taken, adrgngpint values to purely cosmetic alterations in the race’s anatom
as the player and GM can agree dogical explanation for this. and instead concentrate on those abilities that actually affect pla
Adding and Improving Skill€€arned character points can be usethe single most important thing to keep in mind when designing
to increase your skills or add new ones. Normally, these mustrie@human races is that outward appearanoelysa special effect!
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; } Encumbrance and Movemen&ncumbrance for beasts works as
Settlmg Rules QUGStIOﬂS it does for men: the level of encumbrance reduces the beast's Move
In any question of rules, the GM’s wordasv. The GM decides which  score. The encumbrance table for four-footed creatures is different:
optional rules will be used, and settles any specific questions that come\o encumbrance (up to<8T):Move is unaffected.
up. A good GM will always discuss important questions with the players | jght encumbrance (up to6T):Move is reduced by 2.

before deciding — but a good player accepts the GM’s decision once it isl\/ledium encumbrance (up to 2T): Move is reduced by 4. Few
made. ' '

i i i I
When a situation is not covered by the rules, there are several te&nlmals will carry greater than 48T on thglr backs!
niques that can be used: Heavy encumbrance (up to2%T): Move is reduced by 6.
Success rollsRoll 3 dice to test a character’s strength, dexterity, skill, Extra-heavy encumbrance (up tox&T): Move is reduced by 8,
or whatever. Use a success roll when a question arises about someohéisnever to less than 2.
ability to do some particular thing. Maximum encumbrance (up to *88T): Move is reduced to 1.

Random rollsFor a question like “Are the keys in the car?” a randomQOnly a very willing beast will attempt to move a load this heavy.
roll is often best. The GM decides what the chances are, and rolls the

dice. The GM decides what the odds should be, and leaves the resjifip |-AY| NG 'l'HE GAME
fate. 'J

Arbitrary fiat. You don’t have to use the dice at all. If there is only one - o
“right” answer to it the plot of the adventure — then that's the answer. ~ We've seen the rules for creating and equipping characters. Now
here’s how todo things. Essentially, the GM describes a situation
BEASTS and asks each of the players what his character is doing. The players

answer, and the GM tells them what happens next. At some point,

R GM won't be certain that the characters can automatically do
RWhat the players say they are doing . . . “You're carrying WHAT and
'ur@ping the chasm?” . . . and the dice come out.

Animals or monsters will often appear in games. The point va
of such beings is irrelevant — the GM simply assig
reasonable abilities. A few notes on beasts:

Attributes: These have the same meaning for beasts as for hum
with one exception: for beasts, hit points need not be equal to
HT determines how hardy the beast is, but hit points are IargIEyHYSICAL FEATS
dependent on size, and very large or small creatures may have i
or fewer hit points than HT. Wﬁnnmg L :

Abilities and Skills:Most creatures have keen senses. The “generln combat, running is just a series {
ic” roll for an animal to sense something (sight, hearing, smell, tadgve maneuvers. Your running speed
is 14, regardless of its 1Q, although this may vary. Some animals g&é¢'al to your Basic Speed score, pl
have the equivalent of skills; e.g., a bloodhound might have fRenning skill bonugp. 16) plus a one
Tracking skill at level 18! yard per second “sprint bonus” if you al

PD and DR:Many creatures have a hide, - running in a straight line for more than o
shell, scales or thick fat that protects like armor. amageé . rn This is modified downward b

Attack Roll: To hit, an animal rolls against it 1-2 ~ 1d-5 encumbrancép. 21)
DX; use the same modifiers as if a humanw 3-5 1d-4 When figuringlong-distancespeed (i.e.,

attacking. 6-8 1d-3 .

Damage:Use the chart on the right; an ani9-11  1d-2 Ior runsbo{ a few hun?recdiqﬁrds, %S (;) PPRo
mal's bite (or claw) damage depends onits 12-15 1d-1 0 combat movement), round down
When a carnivore bites, this is treated asita 16-20  1d your Speed. A Basic Speed of 5.5 would

ting attack, figured at full ST. The bite of a her1.25 1d+1  YOU fun 65 yards in 10 seconds, if you we
bivorous creature is@ushingattack, figured at 26.30  1d+2 unencumbered.
half its actual ST. An animal bite — even from 31.35 24-1

carnivore — can do zero damage. 36-4 2d Jumpmg . )

Basic SpeedExcept in the case of loadewg.ag o Usually, when you want to jump over someth_lng, the GM should
riding and draft animals, this will also be thgj.45 oq+1  Say “Okay, you jumped over it and get on with play. In combat,
creature’s Move. 46-50 2d+2 jumping over an “ordinary” obstacle costs one extra yard of move-

Dodge: This is the only active defense 51.55 3d-1 ment but is automatically successful. Only when the obstacle seems
most beasts. It is equal to half DX or half Mo' andsoon. .. really significant should you resort to math to see if the character can
whichever is better, up to a maximum of 10. actually make the jump!

Riding and Draft Animals

Type ST DX IQ HT Move Cost Wit. (Ibs.) Notes

Donkey 25 10 4 13 8 $1,000 500

Small mule 30 10 4 14 8 $1,000 800 Too small to ride.

Large mule 40 10 4 14 9 $2,000 1,400

Pony 30 10 4 13 13 $1,500 800

Racehorse 32 9 4 13 18 $4,000+ 1,100 Some are faster!

Saddle horse 35 9 4 14 12 $1,200 1,200 Ordinary riding horse.

Cavalry horse 40 9 4 15 16 $4,000 1,400 A light warhorse.

Heavy warhorse 50 9 4 16 15 $5,000 1,900 Usually vicious.

Draft horse 60 9 4 16 12 $2,000 2,000

Ox 80 8 4 17 8 $1,500 2,500+

Camel 40 9 4 15 10 $1,500 1,400 Vicious; drinks little.
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The maximum distance you can jump is determined by your EI"hrowing Things Throwing Distance Table

score, as follows: Anything you can lift — i.e., anything Veight Distance
High jump:(3xST)-10 inches. Add 2 feet to the above if you havgith a weight of 25 times your ST 0 1lb.orless 3.5
4 yards for a running start. less — can be thrown. To hit a target, rc 115 Ibs. 3.0
Standing broad jum(ST-3) feet. against DX-3 or Throwing skill. To lob 2 Ibs. 25
Running broad jumpAs above, but add 1 foot for every yard ofomething into a general area, roll 3 Ibs. 1.9
“takeoff” distance, up to double your standing broad jump distance.against Throwing or DX. The distanc 4 Ibs. 15
Jumping Skill:If you have this skill, you magubstituteyour skill you can throw an object depends on 5 Ibs. 1.2
level for ST in the height and distance formulas above. weight and your ST. Find the weight 7 Ibs. 1.0
. . nearest to that of the object on the table 10 Ibs. 0.8
Climbing below, then multiply the distance liste ~ 15 Ibs. 0.7
To climb anything more difficult than a ladder, a Climbing roll ithere by your ST to get the distance, 20 Ibs. 0.6
required. One roll is required to start the climb, with a further raglards, that you can throw it. 25 Ibs. 0.5
every five minutes; a failed roll means you fall. Modifiers to the rollIThrowing Skill: If you have the 30 Ibs. 0.4
depend on the difficulty of the climb — see the table below. Yolihrowing skill, divide it by 6 (round 40 Ibs. 0.3
encumbrance level is also subtracted from your Climbing skill. ~ down) and add the result to your ST = 50 Ibs. 0.25
. o - ; determine how far you can throw 60 Ibs. 0.2
Type of lemb Modifier Short Climb  Long Climb something. 80 Ibs. 015
Ladder going up no roll 3 rungs/sec. lrung/sec. Throwing Things in Combat: 100 Ibs. 0.1
Ladder goingdown o roll aings/sec. 1rung/sec. Throwing an object during comba 200 Ibs. 0.05
Ordl|nary tree +5 1 ft./sec. 1ft./3 secs. (whether as an attack or not) requires
Ordinary mountain 0 1t./2 secs. 10 ft./min.  the Attack maneuveip. 25) You must pick it up first, as described
\ertical stone wall -3 1t./5 secs. 4ft/min.  above. To see if you hit, roll against the Throwing skill or an appro-
Modern building -3 1 ft./10 secs. 2 ft/min.  priate Thrown Weapon skill.
Rope, going up 2 1ft/sec. 20 ft/min. " if something weighs more than 25 times your ST, forget the for
R(f/)veg'egqotjinpgmdeor;,vt)n 1 2 ft./sec 30 ft./min mula — you can't throw it
. ) : X : : If you are hit by a (blunt) thrown object, the damage it does
(W/ equipment) ! 12 ft/sec. L2 ft/sec. depends on its weight and the ST with which it was thrown.
ST %1t010lbs. 10+to50lbs. 50+to100lbs. over 100 Ibs.
5-6 1d-5 1d-4 1d-5 -
7-8 1d-4 1d-3 1d-3 -
9-10 1d-3 1d-2 1d-2 1d-3
11-12 1d-2 1d-1 1d-1 1d-2
13-14 1d-1 1d 1d 1d
15-16 1d 1d+1 1d+2 1d+2
17-18 1d+1 1d+2 2d-2 2d-1
19-20 1d+2 2d-2 2d-1 2d

A fragile object (or a thrown character) will take the same amoun
of damage it inflicts. Roll damage separately for the thrown objec
and the target.

Lifting and Moving Things Swimming
In general, the GM may let characters lift whatever they need taswimming short distances, your Move is equaloyour

without die rolls; but when very heavy weights are involved, a chegtimming skill (round down), minimum 1 yard per second. Over
against ST may be needed. The maximum weight you can lift is gy distances, the number of yards you swim in 10 seconds equs

erned by ST. _ your Swimming skill minugwice your encumbrance. Swimming
One-Handed Lift6xST pounds. long distances can cause fatigue — see p. 29.
Two-Handed Lift25xST pounds. Make a Swimming roll when you enter the water, and again ever

Carry on Back30xST pounds. Thus, you can carry more than ygiye minutes. Subtradtvice your encumbrance level, and add 3 if
can lift by yourself. (Note that evesecondyou carry more than you entered the water intentionally. Fat characters (p. 5) get a bon

20xST pounds, you lose offetiguepoint; see p. 29.) _ here. If you fail this roll, lose one point of fatigue (p. 29) and roll
Shove and Knock Ove25xST pounds, or BT pounds with a again in 5 seconds, and so on until you reach ST 0 and drown, ¢

running start. rescued, or make the roll. If you recover, roll again in one minute. |
Shift Slightly:100xST pounds. you make that roll, go back to rolling every five minutes.

Drag: On a rough surface, you can drag only about as much aswimming skill can be used to rescue a drowning person. Make
you can carry. If you are dragging something on a smooth, level $%{fimming roll at -5, plus or minus the difference in ST between you

face, halve its effective weight. - _ _ and the person you are rescuing.
Pull on WheelsAs for dragging, but divide effective weight by 10

for a two-wheeled cart, or by 20 for a good, four-wheeled wagc;Fnravel

Halve effective weight again if it is being pulled on a good road. Distance traveled in a day, either on foot or horseback, is a dire:
Picking Things Up In Combalin combat, a light item is picked upfunction of your encumbrance. Under ideal travel conditions, a part

with the Ready maneuver, which takes 1 second. It takes 2 secamdmod shape may plan on traveling the following distances in on

to pick up a heavy item (weight in pounds greater than your ST). day’s march:
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No encumbrances0 miles

Light encumbrancet0 miles

Medium encumbranc&0 miles

Heavy encumbranc@0 miles

Extra heavy encumbranc&0 miles

A party’s speed is equal to the speed}s
its slowest member. Whatever your dai.{
mileage, you will spend about the sa
amount of time traveling. But the heavi

COMBAT

As violent and dangerous as it may be, combat is a staple of
adventure stories, and PCs are very likely to end up fighting at some
point. Here is a simple system for resolving such conflicts:

Combat Turn Sequence
Characters act one at a time, until they have all takemathen
§ they start over. Theequencé which they act is set as follows:
Before combat begins, compare the Move scores of all characters.
) . ViNe highest Move goes first, the second-highest Move score goes
you will walk and the more frequently you will stop to rest. next, and so on. In case of ties, the higlzatic Speedjoes first:
Parties with mechanical transport will move at that transport's bgste is where a 5.5 is better than a 5.25. for instance. If any,one is
speed, depending on the terrain. Remember that driving or pilogrﬂg tied, roll dice to see who goes first. ’
for over 8 hours a day, or about 4 hours at a single shift, can be dags, thrnstartswhen you choose a maneuver, andswhen you
gerously tiring or boring and may require a roll against the approRiyose your next maneuver — that is, adienther characters have
ate Vehicle Skill to avoid a mishap. acted once. Each turn represantssecond of real time.

MENTAL FEATS Maneuvers
Start each turn by choosing any one of the following maneuvers.
Sense Rolls The maneuver you choose will also affect your defe(sssp. 26)

Sense rolls include Vision rolls, Hearing rolls and Taste/Smgl,oy are attacked before your next turn. You do not select a defense

rolls. All Sense rolls are made against the character's 1Q. Thgil you are actually attacked — but the maneuver you choose will
Alertness advantage is a bonusiicSense rolls. govern the defenses you can use.

Vision Move

To see something small or hidden, make a Vision roll with a bonugyove, and daothingelse (except for a “free” action — see below).
roll easier or harder for things that are more or less well-hiddenyiovement and special actions are wholly abstract; no gameboard
Partial darkness can give from -1 to -9. A nearsighted person hag -Rquired.* If a detail about movement is important (“How long
to Vision rolls for items farther away than three feet; a farsight@g it take me to run across the room and grab the jewel?”), the GM

acters, or those in total darkness, can see nothing! your Move score.

Hearing _ _ Change Position

To hear a faint sound, roll against IQ with a bonus equal to yougsq from standing to prone, kneeling to standing, or any other
level of Acute Hearing, if any; Hard of Hearing gives -4. The GMosition change. (It takes two turns to go from prone to standing:
may make this roll easier or harder, depending on the loudness oklaey o, kneel, then you standxception:You can go from kneel-
sound, surrounding noises, and so on. Once a sound is heard, a 159 standingj or vice versa. and attack on the same turn
lar 1Q roll may be required tanderstandts significance. Deaf char- You can use ’emy defense c;n the turn you change position. The fol-

acters can hear nothing! : . : .
9 lowing table summarizes the effects of various positions on combat:

Smelling and Tasting g
These are two manifestations of the same sense. To notice an GdgJe of Positions

or a taste, roll versus 1Q with a bonus equal to your level of Actgsition Attack Defense

Smell/Taste, if any. In some cases, the GM may require a separatgtgﬁding Normal Normal

roll to understandhe significance of a smell or taste that everyoiCrouching -2 Ranged weapons Normal vs. others

notices. -2 to hit you

Will Rolls Kneeling _-zztsirilgﬁ;juweapons -2 to any active defense
When someone is faced with a frightening situation, or needscfr?awling Cannot attack Ranged -3 to any active defense

overcome a mental disadvantage, the GM should requiid eoll. weapons

Normally, Will is equal to 1Q, so this is just an 1Q roll. However, i -4 10 hit you

the character has the Strong Will advantage or the Weak Will disgﬂﬁng 2 As for kneeling

vantage, this is added to or subtracted from 1Q. : : :
On% successful Will roll, the character overcomes his fear, b%@ g down é:l(;sesxbcoevstgl:h un As for crawling

impulse, or whatever. On a failed roll, he is fregihtd or gives in to g

the “lower impulse,” whatever that is. Any Will roll of 14 or over iSReady

an automatic failure (this doest apply to Will rolls made to resist Ready any weapon or other item. Any weapon is “unready” if it is

influence skills and mind control). in its scabbard or holster. An axe, mace or other heavy weapon
Furthermore, if someone has an IQ of more than 14, treat his I®@somes “unready” when you swing it; it must be readied again

only 14 beforesubtracting Weak Will. If you have an IQ of 14 obefore each use! Some weapons must be “readied” for more than
higher and 3 levels of Weak Will, your Will is only 11. one second after each use.

* The full GURPSsystem includes Advanced Combat rules which allow for the use of a map divided into hexagons, each one yard (or onessneter) acrc
If you see a reference inGlJRPSbook to a “hex” as a unit of measure, read that as a yard or a meter, as appropriate.
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You can parry with a weapon, or block with a shield, as soonlagng Action
you have readied it — that is, on the same turn! You can also use amjiis is a “generic” choice that allows for one second’s worth of
other legal active defense on the turn when you ready an iteifly multi-second action (picking a lock, for instance, or defusing &
Exception:If you are “readying” a missile weapon by reloading ihomb). The GM decides how many turns each “long action” will
your only defense is to dodge — and if you dodge, you lose the beske. As a rule, no defense except dodging is possible during a loi
fit of that turn of reloading. action, but the GM can vary this as he sees fit. Any sort of defens

Note that, even if you are ambidextrous, you cannot ready @ngy also interfere with whatever you are trying to do.
weapon on the same turn you attack with another. .
Free Actions

Reload These are things you can do during any maneuver. These inclui
Use the “Ready” maneuver to reload a missile weapon. This tateking, dropping a weapon or other object, and crouching dowi

several turns. With a sling, for instance, you need a secondehind cover (not kneeling).

“ready” th k, and dt t th k in the sling. If :

ready” the rock, and a second to put the rock in the sling. If y klng An Attack

n't aim n fire on the thir nd. Cr ws take m
don't aim, you can fire on the third second. Crossbows take mu you choose théttackor All-Out Attackmaneuvers, you may try

longer. First you mustockthe bow — this takes 2 seconds for a boy ', /
of your ST, or more for a heavier bow. Then you must ready eh|t a foe. You may attack any foe, unless the GM rules that attac

arrow (1 turn) and load the bow (1 turn) s Impossible for some reason.
: - : You cannot attack unless your weapomedy.A sword or knife
Some sample reload times:

Sling: 2 seconds to reload — can be fired every 3 seconds. is ready every turn. An unbalanced weapon, like an axe, becom:

4 . unready when you swing it, so it can only be used every other turn.
Bow: 2 seconds to reload — can be fired every 3 seconds. Each attack is resolved by three die rolls. First is yadiack roll.

, Crossbow(your ST or Iess):'4 seconds to cock and reload - Canlpgwis roll is successful, your attack was a good one. Now famir
fired every 5 seconds. If ST is up to 2 greater than yours: 8 S€CqHHt make aefense rolto see if he can defend against your blow.

to cock and reload —can be fired every 9 seconds. If he makes this roll, he is not hit. If he misses his defense roll, you
Guns: Changing magazines for a replaceable magazine gun ta}lﬁ

3 seconds. Revolvers take 3 seconds of preparation, plus one adgcﬁ\! struck home and yall for damage.
tional second for each round loaded. Rolling to Attack
Aim Your “attack roll” is a regular success roll. Figure yeffective

. . kill basic skillpl i iateodifi ith
Aim a readyrangedweapon at a specific target. You must na skill (your basic skillplus or minus any appropri fier wi

; . AMfe weapon you are using.
your target. Your attack is at -4 if you use a ranged weapon W'tho%«pplicable modifiers include:

aiming unlessyour effective skill is at least equal to the weapon’s g4 light:-1 to -9 (GM's decision); -10 for total darkness.

Snap Shotumber (listed on thé/eapon Tablegp. 19-20. If you - 5pg eve:1 for hand weapon attacks, -3 for ranged attacks.
aim for one turn, your attack is at your normal skill level plus thegjing: _6: blindedsuddenly:10.

weapon'sAccuracymodifier (also on th&Veapon Tablgs You may ad footing:-2 or more (GM's option)
aim for up to three more turns, getting a further +1 bonus for eaci;acker is' in a strange positio(re.é. hanging/
additional turn you aim. ide down): -2 or more (GM'’s decision).

S . . S
You can use any defense while aiming . . . but it spoils your al'J'%\ttacker is Crawling or Lying Down#
and you lose all the accumulated benefits. If you are injured While,1er is Crouching, Sitting or Knéélin@.

aiming, you must make your Will roll or lose your aim. Off-hand attack:4 (no penalty if Ambidextrous).
Attack Shield:-2 to attacks if using a large shield (it gets in your way).

Attack any foe with your ready weapon. The GM always has the> T under minimum ST for that weapehfor each point of differ-
option of ruling (for any reason having to do with the situation) tHal¢®- ] . .
some combatants may not attack certain foes. If the battle is in (ix_)g ounds:Penalty equal to hits you took on the preceding turn.
quarters, bows and similar missile weapons should only be allo&g Pain Threshold advantage eliminates this penalty.
one shot each — then the fight will go to hand weapons. _Now roll 3 dice. If your roll isless than or equal tgour "effec-

You may parry (with a ready weapon), block (with a ready shiefl§e skill, you have rolled well enough to hit the foe, and he musi

or dodge on the same turn you attack. roll to defend. Otherwise, you missed!
Critical Hits: No matter what your skill, a roll of 3 or 4 always

All-Out Attack hits, and is acritical hit. A roll of 5 or 6 maybe a critical hit,
Attack any foe with hands, feet or a ready hand weapon. You hdegending on your skill. If your effective skill is 15, then a roll of 5
three choices: or less is a critical hit. If your effective skill is 16 or more, than a roll

(a) Make two attacks against the same foe, if you have two reafl§ or less is a critical hit.

weapons, or one weapon that does not have to be readied after use®n a critical hit, the blow automatically hits home — your foe does
(b) Make a single attack, at a +4 bonus to your skill! notget a defense roll. As well, on an attack roll of 3, you do not roll
(c) Make one attack, at normal skill, doing +2 damage if you hit.for damage — your blow automatically doesntestdamage it could
However, if you choose any form of all-out attack, you may make. For instance, maximum damage for a 1d+2 blow would be 6+:

no active defenses at aihtil your next turn! or 8 hits. Other critical hits bypass the defense roll, but roll normally
for damage.
All-Out Defense Automatic MissesRegardless of skill, a roll of 17 or 18 always

Defend yourself; do nothing else this turn. If you fail your defenggsses.
roll against any attack, you may yother(different) defense — in
other words, you get two defense rolls, using tlifeerent active Defense
defenses against the same attack. You are limiteslablocks and  If you make your attack roll, you have not (yet) actually struck
two parries per turn when you choose All-Out Defense, and ygaour foe, unless you rolled a critical hit. You have thrown a blow tha
can't parry twice with a weapon that becomes unready after a pariggood enougtto hit him —unlesshe defends.
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Your foe’s defense is equal to the sum of fssivedefenses parry twice — or twice with each weapon, if you have more than
(armor and shield) and h&tive defense (Dodge, Block or Parry).one).
Passive defenses always protect, but active defenses must be spetiifirou successfully parry a bare-handed attack with a weapon,
cally chosen from those that are “legal” at the moment. This depepda may injure your attacker. Immediately roll against your own
on the maneuver he chose on his last turn — see p. 24. weapon skill (at -4 if your attacker used Karate). If you hit, your
The defender rolls 3 dice. If his roll isss than or equal this parry struck the attacker’s limb squarely; roll normal damage.
total defense, he blocked the blow (or dodged or parried it)Some special parrying rules:
Otherwise, his defense was ineffective and your blow struck homerhrown weaponsnay be parried, but at -1. Thrown knives and
If your blow hits your foe, you can roll for damage. similar small, hurled weapons are parried at -2.
A defense roll of 3 or 4 ialwayssuccessful — even if your total Knivesand equally small weapons are at -1 to puaitiy.
defense is only 1 or 2! A roll of 17 or 18 always fails. Flails are at -4 to parrggainst.
Your foe does not get to attempt a defense roll if you rolled a critiQuarterstaveparry ats; skill rather thans.
cal hit against him. Fencing weaponsise a unique fighting form that emphasizes
defense, allowing a fencer to parry better than other fighters. If you

Active Defense : . have the Fencing skill and appropriate gear (a smallsword, rapier or
There are threactive defensethat can protect you against ansaper no larger than a small shield and no greater than “light”

attack. Each of these defenses is calculated in advance. Whengypimprance), your Parry is your Fencing skill (round down).
are attacked, you may choasgeactive defense as part of your totakrthermore, you may partyice per turn, rather than just once.

rate defense rolls, using different defenses.)

Your active defense will depend on your situatioespeciallythe Passive Defense
maneuver you chose last turn. Some maneuvers limit the activ&/hen you are attacked, yonay also have a “passive” defense
defenses you can make. A stunned character’s active defense is &&e4or operating in your favor, thanks to your armor and shield.

Sometimes you will haveo active defense. A stab in the baclassive defensswaysprotects you, even if you are unconscious or
from a “friend,” a sniper’s shot or a totally unexpected booby trapaware of the attack. If you have any passive defense at all, a
would be attacks against which no active defense is possible. ~ defense roll of 3 or 4 will succeed for you!

The Combat Reflexes advantage gives a +1 to each of your actifémor: The passive defense from your armor depends on its type,

defenses. varying from 1 to 6. . o
Dodging Shield: The passive defense of your shield depends on its size: 1

Your Dodge defense is the same as your Move sootenpdified for a buckler, up to 4 for a large shield. It does not protect against
X . s 99 . - attacks from behind.
for Running skill, however). Amnimal’'s Dodge score is half its
Move or half its DX, whichever is better — up to a maximum of 10. S .
You may dodgeany attack, except one that you did not kno "
about! There is no limit to the number of times you may dodge|
one turn. :

Blocking
You must have a ready shield, which you use to “block” th

attack. Your Block defense isif your Shield skill, rounded down. Weapon Damage

In general, you can block any hand weapon, whether it is th“ﬁblling for Damage

swung or thrown. You may also block arrows and similar Iow—techlf an enemy fails his defense roll, you have hit him and may make

missiles. Youcannotblock bullets or beam weapons . . . thesg «yamage roll” This roll tells how much damage you did to your
come too fast to be stopped with a shield. (However, the shieldget The number of dice you roll for damage is determined by
passivedefense helps against all missile weapons.) your weapon (and, for low-tech weapons, by your own strength).

You may only block one attack per tumn, unless you chosalkhe * f the enemy is wearing armor, the armor's Damage Resistance
Out Defensenaneuver. This lets you block two attacks per turn.  (pR) is subtracted from the damage you roll. The Toughness advan-
Parrying tage may also provide DR, which works just like armor and which

Hand weapons (blades, clubs, axes, spears, polearms) can beagstgito that of any armor worn.
for defense as well as offense. When you parry with a wedpdn, If you are lucky, you will roll enough damage to exceed your foe’s
your skill with that weapon (round down) counts as active defengeotection and injure him!

Thus, if you have a Sword skill of 20, you would have a ParmjLIry

defense of 10 when you use a sword. If the total damage you roéxceedshe Damage Resistance of
You cannot parry unless your weaporréady. Parrying with an ur foe (armor, skin, and so on) the excess hits are taken as dam-

unbalanced weapon will make it “unready.” For instance, you ca e.Example:Your “basic damage” when swinging your sword is

parry with an axe on the same turn you attacked with it; you havez - You roll 2 dice and get an 8. The target has 3 points of DR, so 5

rexeady it first. t st hi t hand it oints of damage get through. Add the 50% damage bonus for a cut-
weapon parry won't stop anything except hand weapon atta, weapon (2 points, because you always round down). The total is
A further exception: A weapon has‘chance of breaking if it par- 5 So the target takes 7 hits of damage.

ries anything of three or more times its own weight! (If it breaks, that
parry counts.) Effects of Injury

You may only parry one attack per turn, unless you have twa\ll injuries are assumed to be to the torso; specific hit locations
weapons (in which case you may parry once with each weapona@ beyond the scope GURPS Lite.Subtract the hits you take
you chose thll-Out Defensemaneuver (in which case you mayfrom your HT score. Sgap. 27-280r more details.
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Shock:lf you take a wound, your attack roll will be reduced (oExplosions
your next turn only) by the number of hits you took. Wounds takerExplosions do concussion damageet@rythingnearby. World
during the same turn are cumulative for this purpose. See p. 28. War Il grenades would do from 2 to 5 dice damage, depending c

Knockdown and Stunnindf you take a single wound that doesype. A mere 10 Ibs. of TNT would do @iches20 damage. Apply
damage ofmore than halfof your basicHT score, you must roll full damage to anyone within 2 yards. More distant targets divide
against youbasicHT. If you fail the roll, you ar&nocked down! damage by 4 per 2 yards rangedt 2 yardslis at 4 yards, and so

Whether or not you fall down, you aseunnedAll active defense on). Only fully sealed armor, or the DR from a sealed vehicle, pro
rolls are at -4 until your next turn. At that time, you must roll againteicts against concussion.
your basicHT. A successful roll means you recover, and can act norExplosions may also produce fragments; the radius of fragmer
mally that turn and thereafter. A failed roll means you are stiffect is 5 yards times the number of dice of concussion damag
stunned, and continue to stand there (or lie there) without makifig: chance of someone’s being hit depends on far too many factc
any maneuvers — and continue to take -4 on each active defense (odver, position, type of explosion) to discuss here; the GM shoul

Severe Wounddf you are reduced t8 hit points or lessyour just assign a chance he thinks reasonable, and roll the dice! Anyo
Move and Dodge scores are both cut in half (round down). Yauhno is hit takes cutting damage, from 1d-4 for thrown dirt to 2d for
wounds are slowing you! grenade shrapnel.

Unconsciousnessf you take enough wounds to reduce your HTeJr
to zero or lessyou are hanging on to consciousness by she narmed Combat _
willpower. At the beginning of each turn that your HT is zero or lessSometimes you will have to figh
make a roll againdtasicHT, modified by Strong or Weak Will (if Without weapons. This is unarme
you have either). A successful roll means you can take your turn §@tbat. Anyone can engage |
mally; a failed roll means you fall unconscious! Roll each turn, unigf@rmed combat, but there are cert:
you fail a roll and fall unconscious. skills — Karateand Brawling — that

Death: If your HT goes fully negative (for example, -10 if youtVill make you a more effective
basic HT is 10), you risk death — see p. 28. unarmed fighter.

Punching
Ranged Weapons A punch is an attack. Your “skill”

Thrown Weapons for a punch is the best of DX

In GURPS Lite,anyone can (usually) hit anyone else with a h%\rEf awling or Karate skill. Damage it

weapon. But there may still be times when you want to thro ste”‘?'”ed by your ST: it is Thrust-

weapon. Donot roll against your weapon skill when you throw &'USNing damage, determined fro

weapon; roll against a “throwing” skill instead. A Snap Shot (ofg€ tadle 0?1 p. l&xample:With ST :

made without aiming) is at a -4. S&ien, p. 25. » your EdrUSt ggn;aége is 1d-1, ¢
If a weapon can be throwthrowing it is a separate skill. All yog:;:gcknﬁgiles' oram?g?é-mai

weapon-throwing skills are “easy” to learn, defaulting to DX-4. auntlets add +2 to youe punchin
There is also the “generic” skill called Throwing. This is a “har

X ; T : . amage. A rock or roll of coins ir
skill. But if you have this skill, you can use it to throw anything — ur figt will add +1 to the damage yé)u do with a punch. The Karat

knife, a baseball, a brick, a spear. Your target can dodge, block, 9 gra\yiing skills also give bonus damage — see the skill descrij
parry a thrown weapon. . . tions for details.
If you hit, you do normal damage. Whether you hit or miss, your

weapon falls on the floor. In a big fight, the GM probably shouldrkicking

let you recover the weapon at all; in a small battle, he may roll ong kick is treated exactly like a punch, but you roll at an additional

die to see how many turns it takes you to get your weapon back! -2 and you do straight thrust/crushing damage — or Thrust+1 if yo
are wearing heavy boots or something similar. If you kickraiss,

MisfSi!e Weapons . you must make a DX or skill roll to avoid falling down!
Missile weapons are treated like other weapons; make your atfack

roll, let your foe make his defense roll, and then roll for damage.Rarrying Bare-Handed

GURPS Lite,assume all attacks are at a fairly close range unless thé you are fighting bare-handed, you may parrick or punch

GM rules otherwise. To hit with a missile weapon, roll against yowith your hands, using half your basic DX as your Parry. Unarmes

weapon skill. Attack at -4 for a Snap Shot (no aim);Aie® p. 25. combat skills give you a better bare-handed patryour Brawling

The target of a missile weapon may dodge, but may not pagtyKarate skill (round down).

Arrows and quarrels may be blocked with a shield; higher-tech migf you parry a weapon bare-handed, your defense is at -3 unle

siles cannot be blocked. you parry athrustor are using Karate (use your normal parry). A
Bows and slings do not fire every turn. A bow, for instance, négiled parry means the weapon hits; the attacker may choose to |

mally takes two seconds to re-ready, so it can only fire every thifgere he was aiming, or to hit your arm! If your arm takes damag

second. SeReadyp. 24. of more than half your HT, it is automaticadlsippled (see p. 28)
Modifiers for Ranged Attacks | NJURY, ILLNESS AND FATIGUE
The GM may wish to apply the following situational modifiers to The life of an adventurer is not all song and glory. You get tired
ranged attacks. If the target is: You get dirty. You may actually ghtirt, or even worsejead.
prone or crawling=-4 (-7 if behind cover) Wounds and other injuries cause bodily damage, or “hits.” You
crouching, sitting or kneeling2 (-4 if behind cover). HT (health) score tells how many hits you can take. A character wh
behind someone elset. goes down to 0 hit points will soon fall unconsciouss ftossible to
only partially exposed:3. survive with a negative hit point total.
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General Damage (Lost Hit Points) First Aid
Someone who is wounded repeatedly will eventually weaken antflost of the HT loss from an injury is due to shock rather than
collapse, even if no single injury is very great. Record hits on yagtual physical damage. Therefore, prompt treatment after a fight

character sheet. The effects of lost hit points are: can restore some of the lost hit points.
3, 2, 1 hit points left: Your Move and Dodge are cut in half; youSimple bandaginggven done by a totally unskilled persenil|
are reeling from your wounds. restore one lost hit point per fight — but no more, no matter how bad

0 or less hit points left: You are in immediate danger of collapsiee injury. This takes 30 minutes per victim.
At the beginning of each turn, roll against your basic HT, plus ofFirst aid (a successful First Aid skill or default roll) will restore a
minus Strong/Weak Will. A success means you may take your tuamiable number of hit points, depending on the tech level of the First

normally. A failed roll means you fall unconscious. Aid skill (see the table below) and the degree of success. A mini-
-HT hit points: You must make your HT roll (use basic HT) or dieaum of one 1 point is always restored. Thigdascumulative with

Another roll is required after each further loss of 5 hit points. simple bandaging . . . sometimes, first aid is ho more effective than
-5 HT: Automatic death. You have lost a total of 6 times your origlain bandaging. Tech Time Hits

inal hit points; no one can survive that much injury. Great Success or Failurédn a Level pervictim restored

critical success, the victim regain -

Shock the maximum possible HT for thab 4 ?é% nr::irr]]ﬂtt%ss 11((114:;
Whenever you are injured, your IQ and DX are reduced by théth level. On a critical failure, thes’ 30Tminutes =2

amounton your next turn only. Examplé:you take 3 hits of injury, victim loses2 hits, and bandagincs 20 minutes  1d-2

your 1Q, DX and skills will be at -3 on your next turn. Active defensgill not help. 6,7 20 minutes  1d-1

es are not DX-based skKills. 8+ 10 minutes 1d

This subtraction will most often affect weapon attacks —abyt Natural Recovery
use of 1Q, DX or skills is affected. Therefore, on the turn after youNatural recoverywill cure any number of hits. At the end of each
are badly hurt, it may be a good idea to try flight, All-Out Defensday of rest and decent food, the victim may roll againdtdss: HT.

or the like, rather than counterattacking instantly. A successful roll results in the recovery of one hit point. The GM
This is only a temporary effect due to shock. On your followingay modify the roll downward if conditions are bad, or upward if
turn, your skills are back to normal. conditions are very good.
If the victim is under the care of a competent Physician (skill level
Knockdown 12 or better) the victim gets a +1 on all healing rolls.

Anyone who takes damaggeater thanthan half his HT in one ) )
blow must immediately roll against his basic HT. If he fails the rolRecovering From Unconsciousness o
hefalls and isstunnedsee below). If he makes his HT roll, he keeps This depends on the severity of your injuries. If your HT is still

his footing, but he is still stunned. positive, roll vs. HT every hour to awaken (or, if you have lost no
. more than 2 HT, roll every 15 minutes).
Stunnlng If your HT is negative, but not fully negative, you will become
Someone will be “stunned” if he takes damageater thanhalf conscious in as many hours as your HT is negative, or a maximum of
his HT in one blow. 12 hoursExample:Your HT is -8 after the battle. You will wake up

If you are stunned, all your active defenses are at -4 until your ngill with -8 HT) in 8 hours. When you awaken, you can call for
turn. At that time, roll against basic HT to see whether you recovslp or even try to drag yourself to shelter.
A successful roll means you can act normattythat turn.A failed If your HT has gone “fully negative” — e.g., HT of -10 or worse for
roll means you are still stunned and stand there mindlessly . . . $b@eone with a basic HT of 10 — you are in bad shape. If you can
“stunned” state continues until you can make your HT roll and sn@gke a roll on basic HT, you will awaken (as above) after 12 hours,
out of it. You may act again on the turn you roll successfully aadld can try to help yourself. If you fail the roll, you stay in a coma
shake off the daze. and die unless you are helped within (HT) hours.

Mental Stun:Someone who is surprised or shocked may alsorg
mentally“stunned.” The effects of this sort of stunning are just t ther Hazards
same, but you must make your IQ roll, rather than your HT roll, toAdventures often face other dangers, including . . .
snap out of it. You're ndiurt— you'reconfused. Flame

Crippling Injuries Walking through fire does 1d-3 damage per second; actually
Sometimes, the GM may rule that a particular limb has beg@ndingin fire does 1d-1 damage per second. Armor protects you
injured (by a trap, botched bare-handed attack or parry, or sim@mpletely against ordinary heat or flame for a number of turns
m|Shap) In this case, enough damage to an arm, |eg’ hand or fo@ﬂ”ﬁ' to 3 times its DR. After that, it still pro_tects against flame_, but
one blow will cripple it. A hand or foot is crippled if it takes damag@€e wearer must roll vs. HT every turn to resist the heat of the fire. A
greater thars your HT. An arm or leg is crippled if it takes damagégiled roll costs 1 point of fatigugp. 29) Example:heavy leather
greater tharhalf your HT. protects against all damage for 6 turns. After that, the wearer starts
For simplicity, any body part that has been rendered useless Wking HT rolls.
be referred to as “crippled.” A crippled arm or hand cannot be use
to attack or hold anything; for the effects of a crippled leg or foot,
see thd.amedisadvantage. Make a HT roll for each cri
pled limb. On a success, the limb will work again o
the victim has regainedll his lost hit points. On a fail-
ure, the limb will be crippled for 1d months. A critic
failure indicates that the limb gveredr otherwise ren-
dered permanently useless.
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er, is in dangerHxceptionithe Immunity to Disease advantage pro-
tects wholly against disease.) Most diseases allow a HT roll ti
resist, made in secret by the GM. Roll against HT once per day;
failed roll means you catch the disease. From the table belov
choose the least advantageous roll each day:

Avoided all contact with possible victink$T+4

Entered dwelling or shop of victiritT+3

Spoke with victim at close quartek$T+2

Touched victim brieflyHT+1

Used victim’s clothes, blankets, and so ldif:

Ate victim’s cooked flesh (animal, we hop€fJ:

Ate victim’s raw flesh (ditto!")HT-1

Prolonged contact with living victim(sfT-2

Kissing or other intimate contact with victitdT-3

These chances are not cumulative; roll anew each day. The G
may require a harder roll for a virulent plague, or an easier one for
less contagious one.

Falling

When you fall, roll for damage as fol
lows:

1 or 2 yards: (1d-4) damage per yard

3 or 4 yards: (1d-3) per yard

5 or more yards: (1d-2) per yard

If you land on something soft, subtra
1 point per yard fallen. A successft
Acrobatics roll will reduce the effective
distance of your fall by 5 yards.

Terminal velocity — the maximum spee
a falling object can achieve — varies fi

4 seconds of falling. Therefore, treat al
fall of more than 50 yards as only 5
yards.

For simplicity, assume that armor prc
tects against falling damage at half i

usual DR. Symptoms
_ ) Disease symptoms usually appear at least 24 hours after the d
Falling Objects ease is caught. Most diseases aren’t contagious until after symptol

If you are hit by enhard falling object, calculate the damage doneppear. Typical symptoms include daily HT loss (which may endan
as follows: Round its weight off to the nearest 10 pounds, and ges the victim) for several days; loss of ST, DX or |Q; fatigue; sneez
distance it fell to the nearest 10 yards. Multiply the number of 1i@g, coughing, spots, sores or rash. Severe symptoms could inclu
pound and 10-yard increments . . . and take that many dice of ddelirium, unconsciousness, blindness, and so on.

age. For simplicity, when dealing with falling objects, treat any fﬂ. .
of more than 200 yards as 200 yards. 1agnosis .

Example:A 20-Ib. rock, falling 30 yards, doesx@)=6 dice of  When symptoms of a disease are apparent, the GM should rc
damage. each character’s Diagnosis skill, or 1Q-6. Success means he iden

A very light object, or one that falls a short distance, does |digs the disgaase._TotaIIy new iIInessgs can't be identified, but a vel
damage. Any weight or distance of 2 or less should be treated a§9@! roll might give enough information to help.
— but halve the final damaggoftobjects (living things, for instance)

e Recovery
do half damage for their weight. Typically, a disease sufferer must make a daily HT roll (possibly a
Poisons a penalty). This roll, and the effects of failure, vary with each illness

Types of poison includeontactagents (which only have to touchFor a “generic” disease, a failed roll might mean you lose 1 HT; «
the skin);bloodagents (which must enter the body through a wousdccess would let you regain 1 HT.
or injection);digestiveagents (which must be swallowed); aaspi- When you have recovered all HT lost to an illness, you are curet
ratory agents (which must be inhaled). If your illness allows HT rolls to attempt to recover, a roll of 3 or 4
Poison is commonly met on weapons; on darts, needles, or spikegns the disease has vanished (lost HT must be recovered in
in traps; in food or drink offered by a treacherous foe; and in the igrmal fashion).
of certain animals. For some diseases, recovery will be aided by use of appropria
The effects of an individual poison are up to the GM. Aside fro#iugs. For most diseases, a physician’s care (as for injuries) will ai
damage, poisons may temporarily reduce ST, DX or 1Q (and @ftlempts to recover.
related skills and abilities). .
As a rule, anyone who is poisoned will get a modified HT roll Eatlgue . o
avoid the poison’s effects. The more toxic the poison, the harder tHeatigue represents lost strength, just as injury represents lo
HT roll. Some especially virulent poisons will have a reduced effdgalth. If your ST is 10, you can lose 10 “fatigue points” before

even on those who resist! falling unconscious from exhaustion. Keep separate track of an
The description of a poison should include: fatigue you lose or regain. Fatigue does not affect HT at all.
Name, general description, and source. You can suffer fatigue from exertion, running long distances, heat

Type:contact’ b|00d, respiratory’ digestive or a combination. Str0ke, and so on. You will also suffer fatigue at the end of each ba

Cost per dos¢a dose is enough to poison one person or envenBfhthat lasts more than 10 seconds; the amount is equal to yo
one weapon). encumbrance, plus_ 1. Fighting in armor |s_hard work! _

Effects of the poisoif it is not resisted. Most poisons are slow; While your ST is reduced due to fatigue, any “test of skill,”
time will be specified. Unless specified otherwise, multiple dosiéempt to lift or throw an object, or other use of ST will be made a

will have no extra effect. the reduced ST score. Likewise, your score in any ST-based skill wi
HT roll allowed to resist the poison. be reduced by the amount of your fatigue. o
Effects of the poisofif any) on someone who resists it. The basic damage you do with weapons is unchanged. This is f
playability, to avoid constant re-figuring of weapon effects!
lliness Likewise, your Move score is not affected by fatigunil your ST

Strange diseases may affect the adventurer in far lands. The inuegches 3At that point, cut your Move in half, rounding down.
tion of diseases is an excellent opportunity for the GM to exercise H fatigue reduces your ST to 0, you fall unconscious and automat
morbid sort of creativity! cally rest until your ST reaches 1 and you awaken. You cannot ha
Anyone in a disease-ridden area, or encountering a disease caregative” fatigue or a “negative” ST.
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Sample Fatigue Costs If the roll succeeds, the caster pays the cost and the spell is activat-
Marching: Each hour of road travel gives fatigue equal to yo&d; on a critical success, he pays no cost! If the spell fails, the caster

encumbrance level +1. Add 1 more in hot climates. pays 1 ST and nothing happens; aritical failure, he pays the full
Running or SwimmingAfter each 100 yards traveled, roll vs. HTcost and suffers a minor disaster (a bad smell, blinding flash, slight
A failed roll costs 1 point of fatigue. damage, etc. — the GM chooses). Regardless of the outcome, the
Overexertion:Carrying more than 20 times ST, or pushing otaster may act normally after he rolls the dice; that doesn’t count as
pulling a very heavy load, costs 1 fatigue per second. his action for the turn.
Losing SleepA night without sleep costs 5 fatigue. Losing a half- Distraction: A wizard who is grabbed, shoved, wounded or forced
night of sleep costs 2 fatigue. to make an active defense r@il. 26) while concentrating may be
. . distracted. He must make a Will-3 roll or lose his spell.
Recovering from Fatigue Injury: A wizard who'’s injured while concentrating casts his spell

Anyone suffering fatigue may regain the lost ST by resting quietit.a penalty equal to his wounds.
Talking and thinking are allowed; walking around, or anything more . . .
strenuous, isiot rest! Each ten minutes of rest will cure 1 point dMaintaining Spells
fatigue. The GM may allow an extra point of fatigue to be regained®ome spells can beaintained:when the duration expires, more

if you eat a decent meal while resting. ST can be spent to keep the spell going for another period equal to
However, fatigue due tost sleepis regained only by gettingfall  the duration. This can be kept up until the wizard runs out of ST. If
night of sleep! This restored lost fatigue. it's possible to maintain a spell, a “cost to maintain” will be listed.

Cancelling Spells
Once cast, a spell lasts for the entire duration. If a wizard wishes to
end his spell before that time, he loses 1 point of ST.

MAGI(

Magic is a fickle supernatural force th
can sometimes be used to perform mirag
lous feats.

Basic Concepts
Magical Aptitude (Magery)The advan-

4 Classes of Spells
{ Every spell belongs to a clagsgular, area, missiler resisted.
fs0 Regularspells use the rules as written.
Area spells affect a circular area. They have a “base cost” stat
_ ] instead of “cost.” This is multiplied by the desired radius in yards to
tage(see p. 10pf being attuned to magic. get the final ST cost. If the spell succeeds, the entire area is affected.
Mage: Someone with Magery. . A missilespell appears in the caster's hand when the spell roll is
Spell: A mag|cal skill. Spells are usually MentaI/ngd skillspade. The wizard then hurls it like a thrown weafjun27) The
When learning spells, add Magery to IQ (so someone with 1Q 15 gk is rolled against Spell Throwing skill (Physical/Easy). If it
Magery 3 earns spells as if his IQ were 18). You must spend at Igst the missile injures the target as per the spell description.

1 point on each spell. Resistedspells are treated as quick contépts?) The caster rolls
Wizard: Anyone who knows spells. - _ _against his spell level, modified as usual. The subject rolls against an
Casting a SpellUsing a spell skill. This requires a roll againshyripute whichattribute is determined by the spell) plus Strong Wil

one's skill level with the spell. or Magic Resistance (if any). The caster mwit the contest to
Caster:The person using the spell. affect the subject.

Subject: The target of a spell, which may be a person (including
the caster), place or thing. ME COMMON SDELLS

Mana: The source of magic. Its strength (mana level) varies in di ™

i nymor lls exist; RPS Magic.
ferent places, as set by the GM or scenario. In no mana, maglca ymore spells exist; seURPS Magic

doesn't work. In low mana, only mages can cast spells, and at -Eieate Fire Area
skill. In normal mana, mages can cast spells at full skill. In highCreates fire without fuel. This will fill the entire area, igniting
mana, anyone can cast spells at full skill. flammables and inflicting damage as per Fteme rules (p. 28)

. Cannot be castithin an object.
Properties of Spells Duration: 1 minute.

Each spell has some basic statistics: . L
! . . . .Base Cost2; half that to maintain.
Time to CastThe time required to activate the spell. Unless Spec"Prerequisite'lgnite Fire
fied otherwise, time to cast is 1 second. ' '

Duration: The length of time the spell will last. Until a spell'sDaze Resisted by HT
duration ends, it's considered to be “on” and gives the wizard a -The subject looks and acts normal, but simply won't notice what's
penalty when casting other spells. going on around him, or remember it later. Any injury, or successful

Cost: The number of ST points temporarily “spent” by the wizargsistance to a spell, breaks the spell.
to fuel the spell (se€atigue p. 29). This returns at the rate of 1 Time to Cast2 seconds.
point per 10 minutes if the wizard rests. Duration: 1 minute.

Prerequisite:1Q or Magery requirements that must be met andCost: 3 to cast; 2 to maintain.
spells that must be known at level 12+ before the spell can bererequisite:Foolishness.

learned. Some spells have no prerequisite. )
Detect Magic Regular

Castlng Spells Lets the caster determine whether any one object is magical. A
To cast a spell, the wizard must concentrate for the entire “timectitical success will also identify the exact spell.

cast.” At the start of his next turn, he rolls against his skill with theTime to Cast5 seconds.

spell. He's at -1 for every spell he has “on” and -5 if he can’t see oburation: Instantaneous.

touch the subject. The subject's Magic Resistance (if any) is alsQost:2.

subtracted from skill. Prerequisite:Magery.
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Fireball Missile Shape Fire Area
Lets the casterl Lets the caster move flame around, changing its shape but retal

throw a ball of fire ing its volume. Fire can be moved at 5 yards per second, but wor

from his hand. Whe move to a place where it cannot burn.

it strikes something, it Duration: 1 minute.

does damage and var&#€ Base Cost2; half that to maintain.

ishes in a puff of flame that may ignite flammables. Prerequisite:Ignite Fire.

Time to Castl second per 1d damage (maximum 3). .
Duration: Until thrown. Shield _ _ ~ Regular
Cost: 1 to 3; the fireball does 1d damage per point of ST Sp(_m{\dds to the subject’s passive defense (PD). This PD behaves as
Prerequisite:Magery, Create Fire, Shape Fire. Duration: 1 minute.
Cost: Twice the PD added, up to +5 PD (costs 10); half that tc
Foolishness Resisted by IQmaintain.

Reduces the subject’s 1Q temporarily. Ability with all spells and Prerequisite:Magery 2.
1Q-based skills is reduced as well.

Duration: 1 minute. Sleep . , Resisted by HT
Cost: 1 for every point of 1Q reduction (maximum 5); half that The subject falls asleep (if standing, he_falls d0\_/vn) and sleeps ft
(round up) to maintain. 8 hours unless awakened. Upon awakening, he is mentally stunn
PrerequisitelQ 12+. (p. 28)and must make an 1Q roll to recover.
Time to Cast3 seconds.
Haste Regular  Duration: An instant; the ensuing sleep isn't magical.
Increases the subject’s Move and Dodge by 1 to 3. Cost:4.
Time to Cast2 seconds. Prerequisite:Daze.

Duration: 1 minute.

Cost: 2 to cast and 1 to maintain fewverypoint added to Move GAM{ WO RI-DS
and Dodge (maximum 3).

Ignite Fire Regular _ When designing a new setting for your game, start with the checl
Sets fire to aeadily flammable, non-living object. list below. It is by no means exhaustive, but if you take the time t
Duration: 1 second. describe these items, you'll be off to a good start.

Cost: Depends on heat. 1 will light a candle, tinder in 1 second; 2 itures and Customs Adventure Settings

will ignite paper in 1 second, someone’s clothing in 4 seconds; 3 wil

ignite dry firewood or someone’s clothing in 1 second, leather in 2
seconds and heavy wood in 6 seconds; 4 will ignite coal in 1 second
heavy wood in 2 seconds. Same to maintain.

Skills, Jobs and Professions Medicine

Monsters and Animals Transportation

"Technology and Communications Maps

Weapons and Combat Politics and Religion

Lend Health Regu|ar Special Advantages and Disadvantages Mana Level(s)
Lets the caster spend STteanporarilyrestore any amount of the

subject’s lost HT; when the spell ends, the injuries return. Cann])oBS

increase HT above its original level. It's up to the GM to define the jobs availal
Duration: 1 hour. in his game world. A job is defined by sevef
Cost:1 per point of HT restored. Cannot be maintained. things:
Prerequisite:lLend Strength. Description: The job’s title, and exactly wh
the job entails. 5
Lend Strength Regular  prerequisite SkillsThe skills needed to do th
Lets the caster transfer ST to restore someone else’s missingjgpl(if any), and the minimum required level
Cannot raise ST above its original level. each. Some jobs also have prerequisite ad
Duration: The subject's ST is restored instantly; the caster's $Jges.
recovers normally. _ Job Success Rolit the end of every month in which a character
Cost:Any; ST is transferred on a one-to-one basis. works, he must roll against one of the prerequisite skills for his jot
Prerequisite:Mageryor the Empathy advantage. (selected by the GM) — possibly at a penalty, for difficult jobs. Job:
Light Regular without prerequisites may have a flat success roll (e.g., all characte

Produces a small light like a candle flame. The caster may mové%lgvs' 12) or require an atribute roll (e.g., ST or IQ). If you roll

at 5 yards per second by concentrating.
Duration: 1 minute.
Cost: 1 to cast; 1 to maintain.

thing but a critical success or critical failure, just collect the
monthly paybelow) and go on. On a critical success, you get a 10%
permanent raise in income. Results of a critical failure vary; loss ¢
the job is typical, but the GM should be creative.

Minor Healing Regular _Monthly Pay:The amount of money earned on a successful roll

Restores up to 3 HT to the subject. Skill is at -3 per attempt afigmember that unless the economy is under some sort of stress
the first, when used on a given subject more than once per day bytgide control, jobs will never be high-paying unless they are diffi

same caster. cult (hard success roll), dangerous (severe consequences on a fai
Duration: The injury is fully healed. success roll), highly trained (difficult skill prerequisites) or privi-
Cost:1 to 3 — the amount of HT restored to the subject. leged (difficult Status or Wealth prerequisites; e.g.Viealth Level,
Prerequisite:Lend Health. below).
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Weal_th LevelEach job has avealth Ievel,vv_hi(_:h can b_epoor, Characters and Tech Levels
struggling, average, comfortabter wealthy. This is the minimum  gyjis: Many skills are different at each tech level. These skills are
level of wealth acharactermust have if he holds that job. Veryingicated by a /TL on the Skill List. When you take this skill, replace
Wealthy and Filthy Rich characters get “wealthy” jobs, but Vefje TL py the tech level at which you learn the skill. An engineer in
Wealthy people take home twice the listed pay for any job, and g edieval world, for instance, would learn Engineer/TL3, while a

Filthy Rich get ten times the listed pay! modern engineer would learn Engineer/TL7; for game purposes,
these arseparate skills.

GAME TlME_ ) When characters are from differing tech levels, being from a high-

Game time is the time that passes in the game world. The GNAAST than the campaign norm is an advantage; being from a lower

the judge of how much time has passed. TL is a disadvantage. To reflect this, use the advantage High

Time During Adventures Technology(p. 10)or the disadvantage Primitiyp. 13)
Combat is played out in “slow” time. One combat turn equals oT'F. AVEL BETWEEN GAME WORLDS

second. It may take a minute or so for each combat turn, especially e of the chief purposes of tEJRPSdesign is to let players

players are inexperienced or the battle is a large one. But combat between different lds without learni hol
usually a life-or-death situation, and you need to give players timd"igVe DEween diterent game worlds without learning a whole new
think. set of rules each time. A player can participate in several campaigns,

Conversations, attempts to pick locks, attempts to escape ﬁ%qﬁh in a different place or time, and play a different character in

traps, and similar situations are played in “real” time. If the playéféCch One. Each character stays in his own world. Buthisacters

spend ten minutes discussing how to best approach an NPC _aIAso lmove from donelworld tﬁ anotther, In two ways: d and th
chant . . . theicharactersspent ten minutes talking outside the shop. ) A player can EVEIop a character in one game world and hen
Routine travel, and so on, is handled in “fast’ time. When tR&N9 that character into another game world. An example might be a

party is walking along a trail, for instance, the GM can simply sKi edieval wizard, hurled hundreds of years into the future by a magic

the time between encounters. Tell the players when they meet sorgl Participating in a WWil adventure.

one, when they come into a town, or when night falls. Just compredg) An entire campaign can move from one game world to anoth-
the rest of the time. er. For example, suppose the party is the crew of an interstellar trad-

ing ship. They crash-land on a primitive planet. Until they can make

Time Between Adventures their way to the spaceport, on the other side of the world, they have

In a continuing campaign, you also need to keep track of tigiéectively been dropped into the 12th century!
between adventures. This can always be the same amount of tim :
the GM and the players can simply agree on a “logical” time to p@smerences In WOI‘|dS ,
between the end of one adventure and the beginning of the next. ItAS & rule, the more different two worlds are, the harder it should
often a good idea to let a month or two go by, to allow time for heBf for PCs to move between them deliberately. Significant differ-
ing, earning money at “ordinary” jobs, and so on. ences would include: _

Of course, no game time at all has to pass betaessionsf you  Very low-tech world vs. very high-tech world.
can't finish an adventure in one session. If, when you quit play, theOW-mana world, with little or no magic, vs. high-mana world.
party has just confronted a rampaging Tyrannosaurus, thatagely- or all-human world, vs. world with many races.
Tyrannosaurus will get no closer in the real-world week before yolyVar-wracked, plague-ridden world, vs. peaceful, decadent world.

can play again! Certainly any or all of these differences could exist on a single
planet! But they would not be found next door to each other. So
TECH |_ EVELS GMs should make travel between incompatible wadiffscult. This

chhieves an effect that is very rare in gaming; it improves both real-

A tech level(TL) is a general description of a culture’s highe S " ;
achievement in technology. It is possible for a locale, nation or woltd! and playability. “Rule changes” can be a lot of fun, but don't

to have widely varying TLs in different subjects. Tech levels rdﬂa"e themoomuch of a surprise.
from O to 16. High TLs are likely to seem like magic to anyone of arpere you have it. You can uS&JRPSfor any kind of roleplay-

sufficiently low TL! Standard tech levels are: ing campaign, in any world you can dream of . . . and you can move
0. Stone Age: fire, lever, language. 9. Starfaring: faster-than-light star  easily between worlds, with the same characters or different ones.
1. Bronze Age (Athens): wheel, travel, sentient computers, artifi- Lots of support is available . . . but all you really need is this booklet.
writing, agriculture. cial longevity. Have fun!
2. Iron Age (Rome): keystone archLO. Antimatt?r: AyrEOWg_fy artificial
; . . gravity, slow radio. .
> x:grl)%\g‘(g:t# ﬁt?])'zitr?' 11. Force: force screens, tractor GURPS on the_ World Wide V_Veb
4. Renaissance/Colonial (1450- beams, fast FTL radio. G_URPSls _supported_, massively, on the World Wld_e V\/_eb. Our
1700): gunpowder, printing. 12 Gravitic: contragravity, grav main page is alvww.sjgames.com The GURPSsection is at
5. Industrial Revolution (1701- compensators, personal Www.sjgames.com/gurps _ .
1900): mass production, steam  force screens. There is so much free material on the web (articles, adventures,
power, telegraph. 13. Worldbuilding: full terraforming ~ World descriptions, characters . . . ) that WtbRPS Liteand a
6. World War | - Il (1901-1950): of planets. net connection, you could play for the rest of your life without
cars, airplanes, radio. 14. Dysonian: construction of ever spending a penny. But we hope that you like the system
7. Modern (1951-2000): nuclear worlds, ringworlds and so on. enough to occasmnally buy abook. .. ) )
energy, computer, laser, rocketsl5. MT: matter transmission, cos- You may also want to check our online magaziRgramid
8. Spacefaring (2001-20507): slow-  Mic power. (www.sjgames.com/pyramidl, which covers not jusBURPS or
er-than-light space travel, fusionl6. As you wish . . . even just roleplaying, but all kinds of games: computer games,
power, implants. boardgames, card games . . . the whole field.
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