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GURPS stands for “Generic
Universal RolePlaying System.” It was
originally a joke . . . a code word to
describe the game while we looked for a
“real” name. Years went by - literally! —
as the game developed. We never found
a better name, and now that the Fourth
Edition is in your hands, the name is
more appropriate than ever.

“Generic.” Some people
like quick, fast-moving
games, where the referee
makes lots of decisions
to keep things moving.
Others want ultimate
detail, with rules for
every contingency. Most
of us fall somewhere in
between. GURPS starts
with simple rules, and -
especially in the combat
system — builds up to as
much optional detail as
you like. But it’s still the
same game. You may all use
it differently, but your campaigns will
all be compatible.

“Universal.” Tve always thought it
was silly for game companies to publish
one set of rules for fantasy, another one
for Old West, another one for science
fiction, and another one for super pow-
ers. GURPS is one set of rules that’s
comprehensive enough to let you use
any background. There are worldbooks
and supplements that “fine-tune” the
generic system for any game world you
want. But they are still compatible. If
you want to take your Wild West gun-
slinger and your WWII commando for-
tune hunting in Renaissance Italy . . . go
for it! And because that's exactly the
kind of game that so many of our fans
play, the Fourth Edition adds an over-
arching background created to support
just such campaigns.

“RolePlaying.” This is not just a hack-
and-slash game. The rules are written
to make true roleplaying possible — and,
in fact, to encourage it. GURPS is a
game in which you take on the persona
of another character - and pretend, for
a little while, to be that character.

“System.” It really is. Most other
RPGs started out as a simple set of
rules, and then were patched and mod-
ified, ad infinitum. That makes them
hard to play. GURPS, more than ever in
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the Fourth Edition, is a unified whole.
We've gone to a great deal of effort to
make sure that it all works together, and
it all works. GURPS will let you create
any character you can imagine, and do
anything you can think of . . . and it all
makes sense.

GURPS has been in print now for
nearly 20 years. It was not
designed in a vacuum;
every game builds on
the ones that came
before. We learn from
our successes — and
from the successes of
others. I think the best
games are those that are
simple, clear and easy to

make GURPS “friendly.”
One important influ-
ence was Hero Games’
Champions, for the
flexibility of its charac-
ter-creation system.
Another was Flying Buffalo’s Tunnels &
Trolls, for its appeal to solitaire gamers.
Finally, M.A.R. Barker's Empire of the
Petal Throne remains noteworthy, even
after decades of competition and imita-
tion, for the detail and richness of its
alien game world.

But there’s more to GURPS than try-
ing to repeat past success. The failures
of earlier systems are important, too. In
GURPS, Tve tried to achieve several
things I think earlier designs missed.

First and foremost, of course, is the
flexibility of a “universal” system.
Others have tried this, but have fallen
into the twin traps of watered-down
combat (where a lightning bolt is just
like a .45 pistol) or incompatibility
(where players have to learn so many
alternate rules for each new game and
characters don't easily cross over).
GURPS presents a single, unified sys-
temn that allows for great diversity with-
out losing its coherence. This Fourth
Edition incorporates dozens of rules
that originally appeared in supplements
published for the Third Edition. They
seemed important enough to bring into
the Basic Set - so here they are.

Second is organization. Every gamer
has had the experience of hunting fran-
tically through one book after another,
looking for arule . . . and not finding it.
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GURPS is extensively cross-referenced,
with a Table of Contents, an Index, and
a Glossary of terms used in the game.

Third is ease of play. In GURPS,
most of the detailed calculations are
done before you start play . . . they are
entered on the character sheet, and
saved until you need them. Once play
actually begins, it should not be com-
plex. I've tried to make GURPS as fast-
moving yet realistic as possible. It's up
to you to decide whether I succeeded.

Most roleplaying systems depend
for their success on a continual flow of
“official” supplements and adventures.
GURPS is different. True, we've
released a lot of material already, and
we plan to do much more; a totally uni-
versal system offers great leeway, and
we've got a supplement list as long as
your arm. But GURPS is designed to
be as compatible as possible with sup-
plements written for different games.
The reason? Simple. Suppose that
youre a GURPS player. You're at the
hobby shop, and you see a really inter-
esting supplement package. But it’s by
another publisher, for another game.

No problem. The GURPS system
breaks everything down into plain
English and simple numbers.
Distances are given in feet and miles,
rather than arbitrary units; times are
given in minutes and seconds. That’s
what makes it generic. That also makes
it easy to translate. If you see an inter-
esting supplement for another game,
go right ahead and get it. You can use it
as a sourcebook for GURPS.

Likewise, if your gaming group
favors other systems . . . you can still
use your GURPS adventures. As long as
that other game uses units that you can
translate into feet, minutes, and other
plain-English terms, you can import
your GURPS adventures.

When GURPS was launched, we
dreamed of its becoming the “standard”
roleplaying system. The hobby has
grown hugely since then! There will
never be a single standard . . . but
GURPS is one of the standards, and
that’s fine. We have never tried to drive
others out of the market, or even to
force them to conform to us. Instead,
we are conforming to them - by pro-
ducing a system that will work with any
clearly written adventure.




At any rate, here it is. I'm satisfied
that GURPS is the most realistic, flex-
ible, and “universal” system ever
developed. This Fourth Edition is the
culmination of 18 years of continuous
development and two years of con-
certed revision. I hope you like it.

In closing, I want to acknowledge
and thank the two revisors of this edi-
tion. Sean Punch, the GURPS line edi-
tor, and David Pulver spent two years
collating feedback, experimenting
with variant systems, and knitting a
decade and a half of rules material
into a coherent whole. It would not
have happened without them.

— Steve Jackson

Notes on the
Fourth Edition

This edition represents a leap for-
ward in more ways than just rules. As
the hobby has grown, standards have
become higher. You expect more from
a roleplaying game than you did a
decade ago; it's our job to deliver.
So...

® The book is bigger. Future
GURPS releases will also be large . . .
most will be over 200 pages . . . and
they'll be hardback. Feedback has
been clear on this point; most people
want more material in each book, and
they want the durability and looks of
hardcover.

® The art is better. It's full-color
throughout, and it’s treated as an inte-
gral part of the book, not as filler
material. Many will find this the most
dramatic change in the new edition!

® Regular support will continue. We
plan to release one high-quality hard-
cover sourcebook every month . . .
indefinitely. As I write this in April of
2004, we're already scheduled more
than three years out.

Holding this book, you might ask,
“Why does this edition of the Basic
Set come in two volumes? Why not
one big book, like the Third Edition
and lots of other RPGs?” The answer
involves a bit of history . . .

The first two editions of Basic Set
— released in 1986 and 1987 — were
boxed sets containing cardboard fig-
ures, combat maps, dice, and two rule-
books (sound familiar?). Book 1:
Characters was aimed mainly at play-
ers, while Book 2: Adventuring was
more of a GM’s guide. This was a logi-
cal division of content for a RPG, and
quite common in the "80s.
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By the time of the third edition
(1988), gamers had come to prefer
economical all-in-one rulebooks to
expensive boxed sets. We decided to
dispense with the box and release
Basic Set, Third Edition as a single
book. We managed to shoehorn every-
thing into one volume. We continued
to call it the Basic Set - even though it
was not a boxed set - so that retailers
and customers would know that it was
the same game.

By 1995, we had published over
100 titles for GURPS. However, it just
wasn't feasible to keep them all in
print, so it became progressively hard-
er to find certain supplements.
Meanwhile, gamers with large
GURPS libraries were finding it
increasingly difficult to locate specific
rules. To solve these problems, we
compiled the most frequently used
rules from all of GURPS into two
expansion volumes: Compendium I:
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Character Creation and Compen-
dium II: Combat and Campaigns.

Most GURPS supplements written
between 1996 and 2003 required one
or both of the Compendia. The basic
rules had effectively spread to three
books. In the process, several internal
inconsistencies became evident - the
almost-inevitable result of growth by
agglomeration.

Basic Set, Fourth Edition address-
es the inconsistencies by recasting
Basic Set, Third Edition and the two
Compendia as a unified system. It
occupies two volumes not because we
think we will make more money that
way, but because condensing three
books into one proved impossible -
there was too much material! But
these two volumes contain the best of
18 years of GURPS development,
making Fourth Edition comprehensive
in a way that few other RPGs are.




And because this edition’s Basic
Set is comprehensive, there is no need
to “bolt on” extra rules that will come
to be seen as mandatory. This should

put the brakes on growth by agglom-
eration The Basic Set is truly all you
need to run nearly any kind of game:
fantasy, science fiction, supers, horror

. . anything. We believe that’s a big
win, and we think you will agree!
— Sean Punch

WHAT IS ROLEPLAYING?

In a roleplaying game (RPG), each
player takes the part of a “character”
participating in a fictional adventure. A
referee, called the Game Master (GM),
chooses the adventure. He determines
the background and plays the part of
the other people the characters meet
during their adventure. The adventure
may have a fixed objective - save the
Princess, find the treasure, stop the
invasion - or it may be open-ended,
with the characters moving from one
escapade to the next. A roleplaying
“campaign” can be open-ended, lasting
for years, as characters (and players)
come and go. It’s all up to the GM and
the players.

No game board is necessary for a
roleplaying game - although some sys-
tems, including GURPS, include
optional “boardgame” rules for combat
situations. Instead, the game is played
verbally. The GM describes the situa-
tion and tells the players what their
characters see and hear. The players
then describe what they are doing to
meet the challenge. The GM describes
the results of these actions . . . and so
on. Depending on the situation, the GM
may determine what happens arbitrar-
ily (for the best possible story), by refer-
ring to specific game rules (to decide
what is realistically possible), or by
rolling dice (to give an interesting ran-
dom result).

Part of the object of a roleplaying
game is to have each player meet the
situation as his character would. A role-
playing game can let a player take the
part of a stern Japanese samurai, a
medieval jester, a wise priest, a stow-
away gutter kid on her first star-trip . . .
or absolutely anyone else. In a given
situation, all those characters would
react differently. And that’s what role-
playing is about! Thus, good roleplay-

ing teaches cooperation among
the players, and broadens their
viewpoints.

But roleplaying is not purely educa-
tional. It’s also one of the most creative
possible entertainments. Most enter-
tainment is passive: the audience just
sits and watches, without taking part
in the creative process. In roleplaying,

the “audience” joins in the creation.
The GM is the chief storyteller, but the
players are responsible for portraying
their characters. If they want some-
thing to happen in the story, they
make it happen, because they're in the
story. Other types of media are

mass-produced to please the widest
possible audience, but each roleplay-
ing adventure is an individual gem,
crafted by those who take part in it.
The GM provides the raw material, but
the final polish comes from the players
themselves.

Mini-Glossary
Below are a few important terms used in this book. The complete

glossary appears on pp. 563-565.

advantage: A useful #rait that gives you an “edge” over another person
with comparable attributes and skills. See Chapter 2.

attributes: Four numbers — Strength, Dexterity, Intelligence, and Health
— that rate a character’s most basic abilities. Higher is always better!

See pp. 14-15.

cinematic: A style of play where the needs of the story outweigh those
of realism, even when that would produce improbable results. See

p. 488.

d: Short for “dice.” “Roll 3d” means “roll three ordinary six-sided dice

and add them up.” See p. 9.

Dexterity (DX): An attribute that measures agility and coordination.

See p. 15.

disadvantage: A problem that renders you less capable than your other
traits would indicate. See Chapter 3.

enhancement: An extra capability added to a trait. This increases the
point cost of the trait by a percentage. See pp. 102-109.

Fatigue Points (FP): A measure of resistance to exhaustion. See p. 16.

Health (HT): An attribute that measures physical grit and vitality. See

p. 15.

Hit Points (HP): A measure of ability to absorb punishment. See p. 16.

Intelligence (IQ): An attribute that measures brainpower. See p. 15.

limitation: A restriction on the use of a trait. This reduces the point cost
of the trait by a percentage. See pp. 110-117.

point: The unit of “currency” spent to buy traits for a character. The
more points you have, the more capable you are. Point costs for
traits are often written in brackets; e.g., “Combat Reflexes [15]”
means the Combat Reflexes trait costs 15 points. See p. 10.

prerequisite: A trait you must have to qualify for another trait. If the
prerequisite is a skill, you must have at least one point in it. See

p. 169.

skill: A number defining your trained ability in an area of knowledge
or broad class of tasks. See Chapter 4.
Strength (ST): An attribute that measures physical muscle and bulk.

See p. 14.

trait: An advantage, attribute, disadvantage, skill, or other character
“building block” that affects game play and costs points to add,

modify, or remove.
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Materials Needed for Play
® GURPS Basic Set Characters. Everyone will need access to this
book in order to create characters and look up character abilities. A large
group will find it handy to have several copies available, especially during

character creation.

® GURPS Basic Set Campaigns. The GM will need a copy of this
book, which contains rules for success rolls, physical feats, combat,
injury, animals, and vehicles, as well as advice on how to run the game

and design a campaign.

® Character sheets. Each player will need a copy of the Character Sheet
(pp. 335-336) on which to record his PC’s statistics. You may make as
many copies as you like for your own use (but not for resale).

® Three six-sided dice. A set of three dice for each player, and another

set for the GM, is even better.

® Pencils and scratch paper. For taking notes, sketching maps, etc.

The other important thing about
roleplaying is that it doesn’t have to be
competitive. In most roleplaying situ-
ations, the party will succeed or fail as
a group, depending on how well they
cooperate. The greatest rewards of
good roleplaying come not in “win-
ning,” but in character development.
The more successfully a player por-
trays his character (as judged by the
GM), the more that character will gain
in ability.

When it’s all said and done, the GM
and the players will have created a
story . . . the story of how the charac-
ters met, learned to work together,
encountered a challenge, and (we
hope) triumphed!

How 10 LEARN
GURPS

If you have some experience with
roleplaying games already, you should
find GURPS easy to pick up. But if
this is your first RPG, you'll have a lit-
tle more to learn. Relax - if you got
this far, you'll be fine!

Don't be alarmed by the physical
size of the game. There’s a lot of mate-
rial here - two thick books - but we've
done our best to make it easy to use.

The tables of contents (pp. 3-4 and
339-341) and the index (pp. 329-334 or
570-575) are as detailed as we could
manage.

We've also added several features
to make the rules easier to learn. The
Quick-Start (below) and Conventions
(p. 9) sections cover the most impor-
tant game concepts. The Glossary
(pp. 563-565) defines the terms used
in the game - and an abridged version
(see Mini-Glossary, p. 7) appears here
so you can understand the Quick Start
rules without flipping pages.

The best way to learn GURPS is to
join a group of friends who already
play. If you're starting out on your
own, here’s what we recommend:

1. Quickly skim this book, just to
get the flavor of the game. Don’t worry
about the details yet.

2. Read the Mini-Glossary (p. 7) to
learn the basic terminology.

3. Read the Quick-Start and
Conventions sections to learn the basic
game concepts.

4. Read Creating a Character
(pp. 10-12) to get an idea of the differ-
ent things characters can do.

5. Read the rest of the rules in
detail, as your time permits.

GURPS Lite may also be useful to
you. It's a 32-page distillation of the
basic system; you can download it free
at www.sjgames.com/gurps/lite/.

Once you have absorbed the rules,
you can be the GM for your friends,
and help them learn the game. You
can do whatever you want . . . that’s
the whole point of the system.

Most important: Have fun!

QUICK START

This section is a brief guide to the
whole GURPS game system. The Basic
Set spans two thick volumes, but most
of that is detail, “color,” and special
cases. The game system is actually easy.

GURPS is designed to be “friendly,”
both for the player and the Game
Master. The rulebooks include a lot of
detail, but theyre indexed and cross-
referenced to make things easy to find.
And all the detail is optional — use it
only when it makes the game more fun.

There are only three basic “game
mechanics” in GURPS. Learn these
and you can start to play.

(1) Success Rolls. A “success roll” is
a die roll made when you need to “test”
one of your skills or attributes. For
instance, you might test, or roll against,

your Strength to stop a heavy door
from closing, or against your Guns skill
to hit an enemy with your pistol.

The only dice used in GURPS are
six-sided ones. Roll three dice for a suc-
cess roll. If your roll is less than or equal
to the skill or ability you are testing,
you succeeded. Otherwise, you failed.
For example, if you are rolling against
Strength, and your ST level is 12, a roll
of 12 or less succeeds.

Sometimes you will have modifiers
to a roll. For instance, if you were try-
ing to stop a very heavy door from clos-
ing, you might have to roll against
Strength at -2 (or ST-2, for short). In
that case, with a Strength of 12, you
would need to roll a 10 or less to suc-
ceed. Rolling a 10 or less is harder than
rolling a 12 or less, just as stopping a
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heavy door is harder than stopping an
ordinary one.

For an especially easy task, you
would get a bonus to your attempt. You
might roll “Animal Handling+4” to
make friends with a very friendly dog. If
your Animal Handling skill were 12, a
roll of 16 or less would succeed. Making
aroll of 16 or less is easier than making
the base skill roll of 12 or less, because
a friendly dog is easy to deal with.

For details on success rolls, see
pp. 343-361.

(2) Reaction Rolls. A “reaction roll”
is a roll made by the Game Master (or
GM) to determine how his nonplayer
characters (NPCs) react to the player
characters. This roll is always optional;
the GM may predetermine reactions.




But sometimes it's more fun to let the
dice control the reactions.

To check reactions, the GM rolls 3
dice and consults the Reaction Table
(pp. 560-561). The higher his roll, the
better the NPCs will react, and the bet-
ter the treatment they will give the PCs.

Many traits give reaction modifiers
that add to or subtract from reaction
rolls. If you have a +2 reaction due to
your good looks, the GM will add 2 to
any reaction roll made by someone who
can see you. This is likely to improve the
way they behave toward you!

For details on reaction rolls, see
p. 494.

(3) Damage Rolls. A “damage roll” is
a roll made in a fight, to see how much
harm you did to your foe. Damage rolls
use the “dice+adds” system (see Dice,
below).

Many things can affect the final
injury inflicted by your attack. Armor
reduces the damage received by the
wearer. Certain attacks do extra dam-
age if they get through armor. “Critical
hits” can do extra damage. All these
things are explained in the combat
rules — see Chapters 11-13. But the
combat system is “modular”; you can
use all the rules for a complex, detailed,
realistic combat simulation - or just
those in Chapter 11 for a quick game.

There’s another important system —
but you don't need to know it to start
with. It's the character creation system.
The GM will give each player a number
of points to spend on his character.
High attribute levels cost points, as do
advantages and skills. Disadvantages,
such as Greed and Berserk, are also
available; these give you extra points.
Details appear in Chapters 1-4.

These rules let you do all your cal-
culations before play starts, and enter
them on the Character Sheet (p. 13).
That way, you don't have to bother with
calculations during play!

Got all that? Good. Now you can
play GURPS. The rest is just detail.
Have fun.

CONVENTIONS

GURPS uses the following mathe-
matical conventions.

Dice

GURPS uses six-sided dice only. All
“success rolls,” and most other rolls,
require you to throw three dice (“3d”)
at once, add up the number of pips, and
compare the total to a “target number.”

To figure combat damage, and for
many other things, GURPS uses the
“dice+adds” system. If a weapon does
“4d+2” damage, this is shorthand for
“roll 4 dice and add 2 to the total.”
Likewise, “3d-3” means “roll 3 dice and
subtract 3 from the total.”

If you see just “2d,” that means “roll
two dice.” For instance, if an adventure
says, “The base is guarded by 5d
human soldiers and 2d+1 robots,” that’s
short for, “Roll five dice for the number
of human guards at the base. Then roll
two dice, and add 1, for the number of
robots.”

For really huge numbers, dice can
be multiplied. For instance, “2dx10”
means “roll 2 dice and multiply by 10.”

Rounding

A mathematical formula is often the
best way to ensure that a rule is fair,
realistic, or universal. But formulas
sometimes yield inconvenient frac-
tions. Except where instructed other-
wise, round off fractions as follows:

Round up for point costs. When you
modify a point cost by a percentage, or
multiply it by a factor, round all frac-
tions up. For instance, a 25% enhance-
ment to a 15-point ability would result
in 18.75 points, which would round to
19 points. For negative numbers, “up”
means “in the positive direction”; e.g., if
you multiply -7 points by 1/2 to get -3.5
points, round the result to -3 points.

Round down for character feats and
combat results. When you do math to
determine what a character can do -
how much he can lift, how far he can
jump, etc. — or to calculate injury or
other combat results, round all frac-
tions down. For instance, for an attack
that inflicts 3 points of injury with a
50% damage bonus, round down from
4.5 to 4 points.

Exceptions and special cases (such
as “round to the nearest whole num-
ber” or “do not round off”) are noted
explicitly with the relevant rule.

Metric Conversions
GURPS uses the old imperial units of measurement, rather than
metric, because most of our readers are Americans who use the old sys-
tem. But not all! Every year, more and more people in the rest of the
world start GURPS campaigns. And outside the U.S., people think in
metric. We can't afford to do two editions of everything, but we can pro-

vide this conversion table.

Note that there are two conversion columns. The first column is an
approximation, easy to do in your head, and good enough for gaming.
The second column is the real metric equivalent, for those times when

you want to be exact.

Imperial

1 inch (in.)

1 foot (ft.)

1 yard (yd.)

1 mile (mi.)

1 pound (Ib.)

1 ton

1 gallon (gal.)

1 quart (qt.)

1 ounce (0z.)

1 cubic inch (ci)
1 cubic yard (cy)

Game Metric
2.5cm

30 cm

1 meter

1.5 km

0.5 kg

1 metric ton
4 liters

1 liter

30 grams

16 cubic cm
0.75 cubic m

Real Metric
2.54 cm

30.48 cm
0.914 meters
1.609 km
0.454 kg
0.907 metric tons
3.785 liters
0.946 liters
28.349 grams
16.387 cu. cm
0.765 cubic m

Temperature: When dealing with changes in temperature, one
Fahrenheit degree is 5/9 the size of a degree Celsius. So a change of
45°F is equal to a change of 25°C. To convert actual thermometer read-
ings, subtract 32 from the Fahrenheit temperature and multiply the
result by 5/9. So 95°F is 5/9 of (95-32), or 5/9 of 63, or 35°C.

INTRODUCTION




CHAPTER ONE

CREATING A

CHARACTER

When you roleplay, you take the part of another person —a “character” that you cre-
ate. GURPS lets you decide exactly what kind of hero you will become. Asteroid
miner? Wizard? Professional time-traveler? You can take your inspiration from a fic-

tional hero or heroine, or create your new “self” from the ground up. Once you know
what role you want to play, it's time to bring that character to life!
The GM (Game Master — the person “running” the game) will give you a num-
ber of character points with which to “buy” your abilities. For instance, the
stronger you want to be, the more points it will cost. You can also buy advanta-
geous social traits, such as wealth, and special abilities called advantages (see
Chapter 2).
'_\ If you want more abilities than you can afford on the budget given to you
by your GM, you can get extra points by accepting below-average strength,
appearance, wealth, social status, etc., or by taking disadvantages - specif-
ic handicaps such as bad vision or fear of heights (see Chapter 3).
Advanced players can fine-tune these traits by adding enhancements
and limitations; see pp. 101-117. Such modifiers will raise or lower the
basic point cost of the modified trait.
Start with a character sheet (see p. 13) and fill it in as you go
along, keeping track of the points you spend. We have included
examples at each stage to illustrate the process.

CHARACTER POINTS

Character points are the “currency” of character creation.
Anything that improves your abilities costs character points:

you must spend points equal to the listed price of an ability to

add that ability to your character sheet and use it in play. Anything
that reduces your capabilities has a negative cost - that is, it

gives you back some points. For instance, if you start with 125
points, buy 75 points of advantages, and take -15 points of disadvantages,
you have 125 - 75 + 15 = 65 points remaining.

Starting Points
The GM decides how many character points the player characters (PCs)
— the heroes - start with. This depends on how capable he wants them to be,
and can range from under 25 points (small children) to 1,000 points or
more (godlike beings), with 100-200 points being typical for career adven-
turers.

This beginning point level is sometimes referred to as the power level of
the campaign (see Power Level, p. 487). This is not the same as the
“stakes” of the campaign! Heroes with abilities that let them overcome
even the toughest opposition in an optimistic fantasy campaign might
face mortal danger in a dark horror scenario.

In most campaigns, all the PCs start at the same power level. This is
simple and fair. However, not all people are equally capable in real life,
and it is common in fiction for one character to be obviously superi-
or. If everyone agrees, some players might play “lead protagonists,”
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worth more points than the other PCs,
or “sidekicks,” worth fewer points.

Disadvantage Limit

A disadvantage is anything with a
negative cost, including low attributes,
reduced social status, and all the spe-
cific disabilities listed in Chapter 3. In
theory, you could keep adding disad-
vantages until you had enough points
to buy whatever advantages and skills
you wanted. In practice, most GMs
will want to set a limit on the disad-
vantage points a PC may have.

The purpose of a disadvantage
limit is to keep the game from becom-
ing a circus, with the PCs" troubles
stealing the spotlight from the setting,
the adventure, and everything else the
GM has created. Most GMs find it dif-
ficult to run an engaging game if the
PCs are completely dysfunctional -
e.g., clumsy, one-eyed, alcoholic out-
laws who are afraid of the dark.

A disadvantage cap serves another
purpose as well: it restricts the abili-
ties available to starting characters,
allowing the GM to set an upper limit
on the capabilities of the PCs. A good
rule of thumb is to hold disadvantages
to 50% of starting points - for
instance, -75 points in a 150-point
game - although this is entirely up to
the GM.

However, if the GM rules that all
PCs must have certain disadvantages

(e.g., all the PCs are spies, with a Duty
to their agency), these “campaign dis-
advantages” should not count against
the disadvantage limit. Disadvantages
that are part of your racial makeup
(your “racial template”; see p. 260) are
also exempt.

Character Points in Play

Your character’s starting point total
is only relevant when he first enters
play. Shortly thereafter, he will start to
change. The GM will sometimes
reward you with extra points to spend,
or even new abilities . . . but you might
lose capabilities, too. All of these
things will change your point total.

Eventually, your PC will be worth
more or fewer points than those of
your companions, even though you all
started out equal. Don’t worry about
it! Develop the habit of regarding your
point total as a useful measure of your
capability at this time — not as a gauge
of overall campaign power level, or of
your personal success or importance
relative to the other players or PCs.

For more on character evolution,
see Chapter 9.

CHARACTER
CONCEPT

The two most important things to
know about your character are who he
is and what role you want him to play

Character design in GURPS is intended to give a balanced hero,
someone whose strengths and weaknesses more or less cancel each

other out.

In real life, of course, being super-strong doesn’t necessarily mean
you have to give up something else. And being weak in body doesn’t
mean you'll automatically be good at something else. A totally realistic
system would be one in which a character’s strength (for instance) was
determined randomly, with no relationship to his intelligence or social
status . . . and so on for all his other capabilities.

But random choices aren't really satisfactory for /eroes. You might
end up with a superman . . . or a weak, stupid, boring clod. You avoid
people like that in real life; why would you want to become one, even for

a minute, in a game?

In GURPS, two characters built on the same number of points start
off “equal,” but not the sane. You can design the type of character you
want while leaving room for growth and improvement.
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in his adventures. Find out what kind
of game the GM plans to run and what
kinds of characters he intends to
allow. Then start filling in the details.
There are several ways to approach
this.

You can choose the abilities you
want, spend your character points,
and work out a character concept that
fits the abilities. A good character is
much more than a collection of abili-
ties, but “shopping” for abilities can be
a great inspiration.

You might instead decide on your
character’s focal qualities first — the
handful of things that define him, such
as personal history, appearance,
behavior, aptitudes, and skills. Think
about how he acquired those qualities,
then spend your points on features
that go with these traits. (You might
find it useful to work out a biography
first, as described below.)

Finally, you might find it helpful to
answer some basic questions about
your character, using the answers to
develop a biography before you spend
any points. For instance:

® Where was he born and where
did he grow up? Where does he live
now?

® Who were his parents? (Does he
know?) Are they still alive? If not,
what became of them? If so, does he
get along with them?

® What training does he have? Was
he an apprentice? A student? Or is he
self-taught?

® What is his current occupation?
What other jobs has he held?

® What social class does he belong
to? How wealthy is he?

® Who are his friends? His ene-
mies? His closest professional associ-
ates?

® What were the most important
moments of his life?

® What are his likes and dislikes?
Hobbies and interests? Morals and
beliefs?

® What are his motivations? Plans
for the future?

You can answer such questions in
your head, on paper, or in an interview
with the GM. You can even discuss
them with the other players (but you
will want to keep some secrets, even
from your friends). Or you might pre-
fer to answer them by writing a life
history.



Life Histories

To really solidify your character
concept, you can write your charac-
ter’s life history, or “character story.”
You don't have to write a character
story — but it's recommended. If you
do, then you should show this story to
the GM, but not necessarily to the
other players. This can serve as a great
aid to roleplaying, and can help the
GM integrate your character into his
campaign world.

As your character adventures and
gains experience, his “story” will get
longer and more detailed. Not only
will you have the adventures them-
selves to remember . . . the more you
play your character, the more you'll
work out his background, history, and
motivations.

Characterization Bonus

Writing a life history amounts to
roleplaying a character before the
campaign begins. The GM might
choose to reward players who write
detailed character stories with a few
extra character points for good role-
playing (see p. 498) — perhaps 1 to 5
points. The story need not be a literary
masterpiece to merit bonus points,
but it should be more than just a token
effort, and should attempt to answer
all of the questions listed under
Character Concept that are relevant to
the character.

CHARACTER
TYPES

A character can have any combina-
tion of abilities he can afford, provided
the GM agrees. (Players of other RPGs
take note: this means that GURPS
does not use character classes.)
However, all of his abilities should
paint a picture consistent with his
character concept. Some inspirations
from heroic fiction:

Exotic. An alien, angel, robot,
“super” (a comic-book superhuman),
or other hero defined by his unusual
powers or nature. Most of his starting
points should go toward high attrib-
utes, exotic or supernatural advan-
tages (see p. 32), or a racial template
(see p. 260). As a result, he probably
has fewer mundane abilities than his
fellow adventurers.

extraordinaire! Dai hails from the Infinite Worlds setting in Chapter 20.

Dai's career started on Yrth, a medieval fantasy world populated by
descendants of Crusades-era folk pulled from Earth by a dimensional
rift. He remembers nothing of his-birth-orearly childhood; he-was-a
street kid. When he was about seven, he was taken in by an old thief
who taught him to be a pickpocket and second-story man, and Dai
learned well. But the Thieves’ Guild didn't like the competition, and
when Dai was 15, the Guild set fire to the old man’s house, and picked
off the fleeing occupants with crossbows. Only Dai escaped.

At the time, he thought that he had made a terror-fueled leap from
the burning building’s roof to the next one. Later he realized that that
jump had been impossible. Something else had happened. In fact, the
fear of death had unlocked his psionic gift of teleportation, though it
took time before he realized the truth and gained control of his abilities.
When he did, he became a master thief indeed, living in quiet comfort
and reveling in the marketplace talk of “impossible robberies” that no
lock and no wizard could stop.

Then Dai crossed paths, and swords, with an equally formidable
rival . . . a world-jumping criminal using stolen technology to loot Yrth’s
treasures. Matters were complicated further by the arrival of an ISWAT
team pursuing the world-jumper. When the dust had settled, two of the
agents owed their lives to the little thief . . . but he knew too much. They

couldn't just let him go.

So they recruited him. After all, a good teleport is hard to find. As for
Dai, he was ready for new challenges . . .
We'll create Dai as a full member of ISWAT. As an established hero,

he'll have a base of 250 points.

Jack-of-All-Trades. A many-skilled
hero: mercenary, bush pilot, reporter,
etc. DX and IQ are most important.
Advantages such as Talent and
Versatile can help. Pick one or two
skills from those suggested for each of
the other character types. A Jack-of-
All-Trades isn't as good as a dedicated
expert, but he has some skill in many
areas.

Mouthpiece. A bard, con man, or
other person who exploits wit and
charm. IQ is crucial. Charisma,
Cultural Familiarity, Rapier Wit, Voice,
and a good appearance are all useful.
Most important are skills that empha-
size social interaction: Carousing,
Fast-Talk, Merchant, Public Speaking,
and so on.

Sage. A “wise man” - priest, profes-
sor, scientist, etc. High IQ is essential.
Classic advantages are Eidetic
Memory, Intuition, Language Talent,
and Languages (and, in some cam-
paigns, Illuminated!). He needs several
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related 1Q/Hard skills in obscure fields
(Expert Skills are especially suitable),
as well as Research, Teaching, and
Writing.

Scout. A seasoned outdoorsman or
“ranger.” All attributes are equally
important; some extra Basic Move and
Perception can be extremely useful.
The archetypal scout advantage is
Absolute Direction. Valuable skills
include Area Knowledge, Camouflage,
Naturalist, Navigation, Survival, and
Tracking.

Sneak. Thieves and spies need high
DX and IQ, as well as good Perception.
Helpful advantages include High
Manual Dexterity and Night Vision.
Many skills are appropriate — Acting,
Current Affairs, Disguise, and Savoir-
Faire suit a worldly spy, while a fanta-
sy thief should pick Climbing,
Lockpicking, Pickpocket, and Traps.
Stealth skill is universal!

Specialist. An expert at one skill. His
knowledge runs deep and narrow; he is




the opposite of the Jack-of-All-Trades.
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of character (see Skills for Design, HT [ 1 FP [ ] b
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Warrior. A professional fighter e ol o e
needs hlgh ST' DX’ and HT’ and mlght = ml\::a.\T\.t'r;!::uull'lrnuﬁ = SKILLS
wish to buy up Hit Points and Basic S Naime " Level Relative Level

Speed. Useful advantages include
Combat Reflexes, Hard to Kill, and
High Pain Threshold; cinematic war-
riors should also consider Extra Attack
and Weapon Master. Combat skills are
a must, and Leadership, Strategy, and
Tactics can help. Modern commandos
should add skills such as Explosives,
Forward Observer, and Parachuting.
Wizard. 1Q and Magery are crucial.
Extra Fatigue Points are useful for
powering magic. Of course, a wizard
needs spells - as many as he can
afford! Although wizards are most
common in magical worlds, the “sur-
prise value” of a mage on a low-magic
world can compensate for his reduced

DISADVANTAGES AND QUIRKS

effectiveness.
See pp. 335-336 for a full-sized, two-page character sheet which you may
CHARACTER copy for your own use. This and other GURPS forms may also be
downloaded at www.sjgames.com/ siresources/.
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CHECKLIST

Be sure to visit all of the following
sections during character creation:

® Basic Attributes (p. 14) and
Secondary Characteristics (p. 15).
These affect almost everything else on

Job Details. Tt can be important to know what you do for a living when
you're not adventuring (unless adventuring is your job - lucky you!) and
your character sheet, so pick them how !ong you spen'd' doing 1t This determines your income and on-the-job
First. training opportunities. Mllltary characters should keep a service record.

® Build (p. 18) and Age and Beauty Lz]_‘e History. If you write down_your character story, keep it in a sepa-

rate file so you can easily expand it as your adventures unfold.

Spells. Wizards often know dozens of spells — more than easily fit on a
character sheet. If you wish, you can just note the total point cost of all

(p. 20). These sections describe the in-
game effects of height, weight, age,

IOOI:Sésct; I Background (p. 22), Wealih your spells under “Skills” and write out your full spell list on a separate
and Influence (p. 25), Friends and Foes grimolre or s pellbook sheet. ;
(p. 31), and Identities (p. 31) Vital Statistics. If you think your parents’ names, your place and date

of birth (or zodiacal birth sign), your bloodline (or race — in some settings,
you might need to specify that you are an ordinary human!), and similar
traits are likely to matter, keep a separate “personnel file” on yourself that
contains such details.

Determine what kind of society you
are from, where you stand in the game
world, how others regard you, and
who you can count on for support - or

for a knife in the back!

CREATING A CHARACTER



® Advantages (p. 32). Chapter 2 lists
dozens of special talents and powers.
Perks (p. 100) are special “mini-advan-
tages” that can help individualize your
character.

® Disadvantages (p. 119). Chapter 3
lists a wide variety of negative traits,
from inconvenient to crippling.

Mental disadvantages and Quirks
(p. 162), special mini-disadvantages,
can help you define your personality.

® Skills (p. 167) and Techniques
(p. 229). The abilities in Chapter 4
describe what you can actually do. Be
sure to match your skills to your occu-
pation and character type.

Aside from attributes, which you
should normally select first, the order
you work through these sections
makes little difference . . . start with
the one most important to you, and
work from there.

BASIC ATTRIBUTES

Four numbers called “attributes”
define your basic abilities: Strength
(ST), Dexterity (DX), Intelligence (1Q),
and Health (HT).

A score of 10 in any attribute is free,
and represents the human average.
Higher scores cost points: 10 points to
raise ST or HT by one level, 20 points
to raise DX or 1Q by one level
Similarly, scores lower than 10 have a
negative cost: -10 points per level for
ST or HT, -20 points per level for DX or
IQ. (Remember — negative point values
mean you get those points back to
spend on something else!)

Most characters have attributes in
the 1-20 range, and most normal
humans have scores in the 8-12 range.
Scores above 20 are possible but typi-
cally reserved for godlike beings — ask
the GM before buying such a value.
The exception is ST, which can range
significantly beyond 20 even for nor-
mal humans. At the other end of the
scale, a score of 0 is defined in special
cases, but 1 is the minimum score for
a human. No one may have a negative
score.

Strength (ST)

+10 points/level
Strength measures physical power
and bulk. It is crucial if you are a

strengths and weaknesses — throughout the game. Choose wisely.

6 or less: Crippling. An attribute this bad severely constrains your

lifestyle.

7: Poor. Your limitations are immediately obvious to anyone who
meets you. This is the lowest score you can have and still pass for “able-

bodied.”

8 or 9: Below average. Such scores are limiting, but within the human
norm. The GM may forbid attributes below 8 to active adventurers.

10: Average. Most humans get by just fine with a score of 10!

11 or 12: Above average. These scores are superior, but within the

human norm.

13 or 14: Exceptional. Such an attribute is immediately apparent — as
bulging muscles, feline grace, witty dialog, or glowing health - to those

who meet you.

15 or more: Amazing. An attribute this high draws constant comment
and probably guides your career choices.

All of the above assumes a human. For nonhumans, read each point
above or below the human norm of 10 as a 10% deviation from the racial

norm instead.

warrior in a primitive world, as high
ST lets you dish out and absorb more
damage in hand-to-hand combat. Any
adventurer will find ST useful for

using a shield.

Handedness

Decide whether you are right-handed or left-handed. Whenever you
try to do anything significant with the other hand, you are at -4 to skill.
This does not apply to things you normally do with your “off” hand, like

GURPS assumes you are right-handed unless you decide otherwise or
buy Ambidexterity (p. 39). If you choose to be left-handed, any combat
result that would damage your right hand affects your left instead, and
vice versa. Left-handedness is a feature worth 0 points.

CREATING A CHARACTER

lifting and throwing things, moving
quickly with a load, etc. ST directly
determines Basic Lift (p. 15), basic
damage (p. 15), and Hit Points (p. 16),
and affects your character’s Build
(p. 18).

Lifting capacity is proportional to
the square of ST. Compared to the
average human adult (ST 10 - 10x10 =
100), ST 14 is about twice as strong
(14x14 = 196), ST 17 is roughly three
times as strong (17x17 = 289), and ST
20 is four times as strong (20x20 = 400
= 4x100). Likewise, ST 7 is about half
as strong (7x7 = 49), ST 6 is approxi-
mately 1/3 as strong (6x6 = 36), and ST
5 is only 1/4 as strong (5x5 = 25 =
100/4).




Strength is more “open-ended”
than other attributes; scores greater
than 20 are common among beings
such as large animals, fantasy mon-
sters, and robots. Even a human could
have a ST over 20 - record-setting
weightlifters can be very strong!

Those with nonhuman physiolo-
gies may, with the GM’s permission,
purchase their ST with one or both of
the limitations below. You may not
reduce a point cost by more than 80%
through limitations; treat any total
over -80% as -80%. (For more on
limitations, see p. 110.)

Special Limitations

No Fine Manipulators: If you have
either level of the disadvantage No
Fine Manipulators (p. 145), you may
purchase ST more cheaply. -40%.

Size: Large creatures may purchase
ST more cheaply; see p. 19 for details.
-10% x Size Modifier, to a maximum
limitation of -80% (for Size Modifier
+8 or higher).

Dexterity (DX)

+20 points/level

Dexterity measures a combination

of agility, coordination, and fine
motor ability. It controls your basic
ability at most athletic, fighting, and
vehicle-operation skills, and at craft
skills that call for a delicate touch. DX
also helps determine Basic Speed (a
measure of reaction time, p. 17) and
Basic Move (how fast you run, p. 17).

/

1Q, Sentience, and Sapience
Sentience is self-awareness. Any being with a GURPS 1Q of at least 1
is sentient by definition. To create nonsentient beings — plants, brainless
clone bodies, etc. - take IQ 0, for -200 points. Nonsentient creatures can-
not learn skills or have any purely mental traits.

Sapience is defined as the ability to use tools and language. In GURPS,
this requires at least IQ 6. Those with 1Q 5 or less cannot learn techno-
logical skills (see p. 168) or possess Languages (see p. 23) — not even the
initial Language that most characters get for free. They can still commu-
nicate primitive concepts (such as hunger or danger) through gesture or
vocalization, and may be trained to respond to a few commands (see Pets
and Trained Animals, p. 458).

Those with nonhuman physiolo-
gies may, with the GM’s permission,
purchase their DX with the following
limitation.

Special Limitations

No Fine Manipulators: If you have
either level of the disadvantage No
Fine Manipulators (p. 145), you may
purchase DX more cheaply. -40%.

Intelligence (1Q)

+20 points/level

Intelligence broadly measures
brainpower;, including creativity, intu-
ition, memory, perception, reason,
sanity, and willpower. It rules your
basic ability with all “mental” skills -

sciences, social interaction, magic,
etc. Any wizard, scientist, or gadgeteer
needs a high IQ first of all. The sec-
ondary characteristics of Will (p. 16)
and Perception (p. 16) are based on

IQ.

Health (HT)

+10 points/level

Health measures energy and vitali-

ty. It represents stamina, resistance (to
poison, disease, radiation, etc.), and
basic “grit.” A high HT is good for any-
one - but it is vital for low-tech war-
riors. HT determines Fatigue Points
(p. 16), and helps determine Basic
Speed (p. 17) and Basic Move (p. 17).

SECONDARY CHARACTERISTICS

“Secondary characteristics” are
quantities that depend directly on
your attributes. You can raise or lower
these scores by adjusting your attrib-
utes. You can modify some of them
directly: start with the value calculated
from your attributes and spend the
required points to adjust it away from
that base level. This does not affect the
related attribute scores.

Damage (Dmg)
see Striking ST (p. 88)
Your ST determines how much
damage you do in unarmed combat or
with a melee weapon. Two types of
damage derive from ST:

Thrusting damage (abbreviated
“thrust” or “thr”) is your basic damage
with a punch, kick, or bite, or an
attack with a thrusting weapon such
as a spear or a rapier.

Swinging damage (abbreviated
“swing” or “sw”) is your basic damage
with a swung weapon, such as an axe,
club, or sword - anything that acts as
a lever to multiply your ST.

Consult the Damage Table (p. 16)
for your basic damage. This is given in
“dice+adds” format; see Dice (p. 9).
Note that specific attack forms and
weapons can modify this!

Add 1d to both thrust and swing
damage per full 10 points of ST above
100.
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Damage is often abbreviated
“Dmg.” On your character sheet, list
thrust followed by swing, separated by
a slash; e.g, if you had ST 13, you
would list “Dmg 1d/2d-1.”

Basic Lift (BL)
see Lifting ST (p. 65)
Basic Lift is the maximum weight
you can lift over your head with one
hand in one second. It is equal to
(STxST)/5 Ibs. If BL is 10 Ibs. or more,
round to the nearest whole number; e.g.,
16.2 Ibs. becomes 16 Ibs. The average
human has ST 10 and a BL of 20 Ibs.
Doubling the time lets you lift
2xBL overhead in one hand.
Quadrupling the time, and using two
hands, you can lift 8xBL overhead.



Damage Table

ST Thrust  Swing
1 1d-6 1d-5
2 1d-6 1d-5
3 1d-5 1d-4
4 1d-5 1d-4
5 1d-4 1d-3
6 1d-4 1d-3
7 1d-3 1d-2
8 1d-3 1d-2
9 1d-2 1d-1
10 1d-2 1d
1 1d-1 1d+1
12 1d-1 1d+2
13 1d 2d-1
14 1d 2d
15 1d+1 2d+1
16 1d+1 2d+2

17 1d+2 3d-1
18 1d+2 3d

19 2d-1 3d+1
20 2d-1 3d+2
21 2d 4d-1
22 2d 4d
23 2d+1 4d+1
24 2d+1 4d+2

25 2d+2 5d-1
26 2d+2 5d

The amount of equipment you can
carry — armor, backpacks, weapons,
etc. — is derived from BL. For more on
this, as well as a ST-to-BL table, see
Encumbrance and Move (p. 17).

Hit Points (HP)
+2 points per +1 HP

Hit Points represent your body’s
ability to sustain injury. By default,
you have HP equal to your ST. For
instance, ST 10 gives 10 HP.

You can increase HP at the cost of
2 points per HP, or reduce HP for -2
points per HP. In a realistic campaign,
the GM should not allow HP to vary
by more than +30% of ST, e.g., a ST 10
character could have between 7 and
13 HP. Nonhumans and supers are not
subject to this limit.

You can temporarily lose HP to
physical attacks (such as swords),
energy attacks (such as lasers), super-
natural attacks, disease, poison, haz-
ards, and anything else that can injure
or kill. You can also “burn” HP to
power certain supernatural abilities. If
you lose enough HP, you will eventu-
ally fall unconscious; if you lose too
many HP, you will die. Lost HP do not
reduce ST, despite being based on ST.

ST Thrust  Swing
27 3d-1 5d+1
28 3d-1 5d+1
29 3d 5d+2
30 3d 5d+2
31 3d+1 6d-1
32 3d+1 6d-1
33 3d+2 6d
34 3d+2 6d
35 4d-1 6d+1
36 4d-1 6d+1
37 4d 6d+2
38 4d 6d+2
39 4d+1 7d-1
40 4d+1 7d-1
45 5d 7d+1
50 5d+2 8d-1
55 6d 8d+1
60 7d-1 9d
65 7d+1 9d+2
70 8d 10d
75 8d+2 10d+2
80 9d 11d
85 9d+2 11d+2
90 10d 12d
95 10d+2 12d+2
100 11d 13d

Injury is often compared to a mul-
tiple of your HP; e.g., “2xHP” or
“HP/2.” Where this is the case, use
your basic HP score in the formula,
not your current HP total.

For information on the effects of
injury and on recovering lost HP, see
pp. 418-425.

Those with nonhuman physiolo-
gies may, with the GM’s permission,
buy additional HP with the following
limitation.

Special Limitations

Size: Large creatures may purchase
HP more cheaply; see p. 19 for details.
-10% x Size Modifier;, to a maximum

limitation of -80% (for Size Modifier
+8 or higher).

will
+5 points per +1 Will

Will measures your ability to with-
stand psychological stress (brainwash-
ing, fear, hypnotism, interrogation,
seduction, torture, etc.) and your
resistance to supernatural attacks
(magic, psionics, etc.). By default, Will
is equal to IQ. You can increase it at
the cost of 5 points per +1, or reduce it
for -5 points per -1. You cannot raise
Will past 20, or lower it by more than
4, without GM permission.

Note that Will does not represent
physical resistance — buy HT for that!

Perception (Per)
+5 points per =1 Per
Perception represents your general
alertness. The GM makes a “Sense
roll” against your Per to determine
whether you notice something (see
Sense Rolls, p. 358). By default, Per
equals IQ, but you can increase it for 5
points per +1, or reduce it for -5 points
per -1. You cannot raise Per past 20, or
lower it by more than 4, without GM
permission.

Fatigue Points (FP)
+3 points per +1 FP

Fatigue Points represent your
body’s “energy supply.” By default, you
have FP equal to your HT. For
instance, HT 10 gives 10 FP.

You can increase FP at the cost of 3
points per FP, or reduce FP for -3
points per FP. In a realistic campaign,
the GM should not allow FP to vary by
more than +30% of HT; e.g., a HT 10
character could have between 7 and

of being “redlined.”
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Machines ana

Those with the Machine meta-trait (p. 263) should list FP as “N/A,”
regardless of HT. They can neither buy extra FP nor reduce FP to save
points. This is both an advantage and a disadvantage: machines do not
fatigue, but they cannot spend FP to use extra effort or fuel special abili-
ties. When a machine operates beyond its normal limits, it risks lasting
structural damage. This takes the form of reduced HT, not lost FP. A char-
acter with the Machine meta-trait should buy up HT to be more tolerant

Overall, this is a 0-point feature (see Features and Taboo Traits, p. 261).




13 FP. Nonhumans and supers are not
subject to this limit. Also, while HT is
usually limited to 20, there is no such
limit on FP.

You burn FP gradually during
strenuous activity. Disease, heat,
hunger, missed sleep, and the like can
also sap FP. You can deliberately
“spend” FP to fuel extra effort (see
p. 356) and supernatural powers (e.g.,
magic spells). As well, some attacks
cause FP damage instead of or in addi-
tion to HP damage. If you lose enough
FP, you will slow down or fall uncon-
scious — and if you lose too many, you
risk death from overexertion! Lost FP
do not reduce HT, despite being based
on HT.

Fatigue is often compared to some
multiple of your FP; e.g., “2xFP” or
“FP/2.” Where this is the case, use
your basic FP score in the formula, not
your current FP total.

For more on losing and recovering
FP, see pp. 426-427.

Basic Speed
+5 points per +0.25 Speed

Your Basic Speed is a measure of
your reflexes and general physical
quickness. It helps determine your
running speed (see Basic Move,
below), your chance of dodging an
attack, and the order in which you act
in combat (a high Basic Speed will let
you “out-react” your foes).

To calculate Basic Speed, add your
HT and DX together, and then divide
the total by 4. Do not round it off. A
5.25 is better than a 5!

You can increase Basic Speed for 5
points per +0.25, or reduce it for -5
points per -0.25. In a realistic cam-
paign, the GM should not allow char-
acters to alter Basic Speed by more
than 2.00 either way. Nonhumans and
supers are not subject to this limit.

Dodge: Your Dodge defense (see
Dodging, p. 374) equals Basic Speed +
3, dropping all fractions. For instance,
if your Basic Speed is 5.25, your Dodge
is 8. Encumbrance reduces Dodge; see
Encumbrance and Move (below). You
must roll under your Dodge on 3d to
duck or sidestep an attack.

Basic Move
+5 points per =1 yard/second
Your Basic Move is your ground
speed in yards per second. This is how

fast you can run - or roll, slither, etc. -
without encumbrance (although you
can go a little faster if you “sprint” in a
straight line; see p. 354).

Basic Move starts out equal to
Basic Speed, less any fractions; e.g.,
Basic Speed 5.75 gives Basic Move 5.
An average person has Basic Move 5;
therefore, he can run about 5 yards
per second if unencumbered.

You can increase Basic Move for 5
points per yard/second or reduce it for
-5 points per yard/second. For normal
humans, training or a sleek build can
justify up to 3 yards/second of
increased Basic Move, while disability
or poor fitness can explain up to 3
yards/second of reduced Basic Move.
Nonhumans and supers are not sub-
ject to these limits. Races and supers
who can move very fast should see
Enhanced Move (p. 52).

Your Move score in combat is your
Basic Move modified for your encum-
brance level; see Encumbrance and
Move (below).

Encumbrance and Move
“Encumbrance” is a measure of the
total weight you are carrying, relative
to your ST. The effects of encum-
brance are divided into five “encum-
brance levels.” All but the lowest level
will reduce your actual Move to a

fraction of your Basic Move and give a
penalty to Dodge, as follows:

No Encumbrance (0): Weight up to
Basic Lift. Move = Basic Move. Full
Dodge.

Light Encumbrance (1): Weight up
to 2xBL. Move = Basic Move x 0.8.
Dodge -1.

Medium Encumbrance (2): Weight
up to 3xBL. Move = Basic Move x 0.6.
Dodge -2.

Heavy Encumbrance (3): Weight up
to 6xBL. Move = Basic Move x 0.4.
Dodge -3.

Extra-Heavy Encumbrance (4):
Weight up to 10xBL. Move = Basic
Move x 0.2. Dodge -4.

Drop all fractions. Encumbrance
can never reduce Move or Dodge
below 1.

Note that these levels are num-
bered from 0 to 4. When a rule tells
you to add or subtract your encum-
brance level from a die roll, this is the
number to use. For instance, encum-
brance gives a penalty to Climbing,
Stealth, and Swimming skills.

Home Gravity

Gravity is measured in “Gs.”
Earth’s gravity is 1G. Note the gravity
of your home world if it differs from
1G; e.g.,, “1.2G” for a world with 1.2

Basic Lift and Encumbrance Table
This table summarizes Basic Lift and encumbrance levels for ST 1-20.

ST BL
(1bs.)
1 0.2 0.2 0.4
2 0.8 0.8 1.6
3 1.8 1.8 3.6
4 32 32 6.4
5 5 5 10
6 7.2 7.2 14.4
7 9.8 9.8 19.6
8 13 13 26
9 16 16 32
10 20 20 40
11 24 24 48
12 29 29 58
13 34 34 68
14 39 39 78
15 45 45 90
16 51 51 102
17 58 58 116
18 65 65 13