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The smell of popcorn filled the air, He sat on
the edge of a too-soft chair in Abe's quarters with
a bowl of Butler Fiesta ;\Iicrowa\"e Pop in his lap.
lef! hand perched motionless abo\·e the corn like
c.xcavalion equipment abandoned O\'ernight.

Though the smell ought to have been over
whelming. the desire for pOfXorn was forgotten,
as \vas the contorted position he wa~ forced to
put himself in because the chair had not been
designed for someone with a tail. 'l1le tll.llh was,
the more comfortable a chair was meant to be,
the more difficult it was for him to rebx in it.

11le DVD player whirred. the bass speaker
nllllbled so loudly that the n(X)r bene<lth his
hooves trembled. and Hellboy stared at the
screen. riveted, as the Iron Giant cautioned
Hogarth not to follow and took off inlO the sky
to intercept a missile that would have destroyed
an entire IOwn. TIle Iron Giant wanted to be a
hero like Supennan: he didn·t want people to be
afmid of him anymore.

For the last few minutes of the movie.
Hellboy did not touch the popcorn on his lap,
\\;!hen it was over. Abe got up and went to tum
the lights on. Hellboy blinked, eyes adjusting,
and his lips twitched in an expression most peo
ple would not h:lve recognized as :I smik. Abe
Sapien did. however. TIle amphibious man had
a similar problem with people misimerpreting
his feelings because the muscles in his face and
mouth did not mO\'e the way a normal human
being·s did.

-I knOll'''· Abe said. before Hellboy had
uttered a word. "I told you it was a gre:H movie,"

At last Hellboy popped a handful of polxorn
inlO his mouth. "It was pretty good."

"No'" Abe replied calmly. in a tone that
would brook no argument. -No. iI's not good. It's
great. h·s one of the most underrated mills of iLs
time

"Okay, okay. it's great. I'm just surprised, You
don't watch a lot of recent movies. Weslerns, old
Sogall and Cagney movies, that's usually more
your style."

Abe ran long, slender fingers along the rough,
green skin of his cheek. MNo argllmenl. BUI if
you think aboul it there are a 101 of ways lhe
movie is similar to the selUP of some of my

favorite westerns. ;\lisllndersto<xl str.:lnger rides
into town, is alienated by the locals, and ends up
proving himself in the end. If Clint E3stwocx:l
was a giant robot from outer space - -

Hellboy raised his massive right hand and
rubbed the back of his neck. -You're making my
head hun," He unfolded himself from the chair,
his hooves (hudding on the carpet, :l1ld set the
polxorn tub down on top of a bookshelf. His tail
curled up behind him, stiff from being tucked
beneath him so long. "So what's next in the Abe
Sapien Film Festival?"

TIle amphibious man \yenl 10 the small cabi
nel \vhere he kepr his growing DVD collection
and perused litles in silence. IleUboy had prom
ised to spend the day wilh Abc. reveling in the
magic of digital video. :llld pal1 of the deal was
that Abe was free to choose anything he wanted
for them to walch. It was a nice chance to rebx
and spend a few hour~ with his friend at :1 time
when they weren't being attacked by goblin~.

monstrous w.i1rus-men. or the ghosts of ancient
buffalo herds.

When he wasn't on assignment for lhe
Bureau. Abe srayed close 10 the headquaner:-..
sometimes walking the grounds and other limes
jusl retrearing to his own rooms. lie \vas pretty
self-conscious about his appear.:l1lce, though he
didn·t like to ralk about it much. And sure. he
had a cenain Black Lagoon quality 300ut him,
but Hellboy had reassuR-'d him time and again
rhal if he jusl got OUI more. he \vould gel u~d
to being ~lround people, and Ihem to being
around him.

Abc always said he preferred :1 solitary exis
tence, aside from his ft.,\v friends al the Bureau.
His books, his music ... and now his D\1) play
er. What else did a guy n<.x-'d?

Hellboy warched him nll1ning hi:-. fingers o\'er
the spines of lhe DVO cases in the cabinet 1I1ltii
finally Abe seledecl one and drew il OUI.

··What's it gonn:t IX'?" Hellboy ~lsked.

Abc turned the case so he could see it. L.A.
Confide/llial, Another movie made in the 1:l:-.t
decade, but with the fee! of lhe older films he
liked so much.

M Have you seen it?-
Hellboy shook hb head. MGrem cas!. lhough, M
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Abe SL~l11ed pleased as he went to the DVD
player and began (0 switch discs. A knock at the
door intemlpted the process.

''I'll gel it. ~ IIdlbo)' said. Abe did not even
gbnce lip ~l~ he lefl the converted study and
wenl into the main room of the apartment to
answer the door.

\'('hen he opened it. he found Kate Corrigan
:-,landing in the hall. She was a friend but he
kne\\ from the set of her eyes and mouth and
the way ~he hung back from the door thal this
was no ~bl calL Kate was here in her capacity
:15 director of field operJtions for the Bureau.

-Hi,- Hellbo)' said,
-Hi.-
-I'd a:;k yOlI in. btU I ha\'c a feeling you're nQl

here for the popcorn.-
-111ere':; popcorn?" Kate smiled. bUllhere was

an edge 10 it.
-Lo:ld".'·
-I hope you\'c h:lcl your sl13re already..'
IlelllX))' sighed. "\,\1here am I going?"
Kate crossed her arms. all business now,

"Boston, \X'e'\"e gOI ~l situalion there, Something
- some t!;iI1RS. actually - on the roof of a build
ing. eating anyone who comes into the vicinity,"

"Things? You can'l do bener than things?"'
"Naked, flying women with the heads of

lions,"
Ilellboy sighed <md glanced at the ground.

"Of course. Why notf"
"We'tt have more for you by the time you get

there, Hescal'ch arc working on it now, trying to
figure out what they are, if there's any p~tr1iculm

W~IY to combat them,"
"Buy them c10lhes for a stan," Heltboy mut

tered. Shaking his head he turned his back on
Kate and walked back across the room to poke
his head into what Abe called his home theatre.

'111e amphibious man was sining primly in a
high-backed chair with the remote control in his
h~lIld. watching some kind of documentary on
lOs IlollywOCK! th~lI was apparently an added
feature on the L.A. COl1fidential DVO.

~Abe.~ HelllX>y 5.1id, "Intermission.-
TIle only resJX>nse was an expression that on

Abe passed for :1 frown.
~You feel like going up to Boswn with me?

Fighting some naked flying women with lion
heads?"

'l1le fins on the side of Abe's neck fluttered
slightly as he regarded Hellboy, -I'll pass, I just
feel like Slaying in t<Xby."

"Do you some good. Get some fresh air?"
"I don't think so. But I'll watch something else

if you W~lIlt 10 see this when you get back.··
Hellboy nodded. But he wasn't about to

push. If Kate h~ld given them both the assign
ment, it would be 3 different story. but given a
choice it was no surprise that Abe would opt to
stay behind. lie wished Abe \vould come along,

Dakini ~\
'v

mainly for the company but also because the guy
just needed to get out more.

"We still having l11ai tonight?"
"Sure." Abe replied, "Bring a date if you want.

Never met a nying naked lion-headed woman,"
With a twitch of a smile Hetlboy turned and

went to join Kate in the corridor. His hoo\'es
clacked on the harc!\wxx) in Abe's li\'ing room
and he stepped C'Mefully so as not to damage the
floor,

MAbe's nOI coming?H Kate asked when they
were walking down the hall together,

Hellboy scraped his SlOne-like hand across
one of the horn-stumps on his forehead. He did
not miss them - the horns - but sometimes they
itched. It was impossible. of course. but then
he'd heard lots of stories "boUI people who slill
felt phantom pains in limbs that they'd had
amputated, and he figured it was something like
that.

"lie's gonna hold the fOil. Guess he's not feel~

ing like playing tourist today,"

Boston was only a couple of hours away
from the B,P,R.D. compound in Connecticut but
Hellboy had not spent much time there over the
years, When he wanted to travel just to get away
his wanderings generally took him much further
afield than that. It was an interesling city. there
was no queslion aoout that. filled with history
and mystery and yet still somehow young and
vibrdnt.

It was also a mess,
Hellboy S<1! in the back of the helicopter and

sUT\'eyed the City as they swept in from the west.
It sprawled below them. a strange mix of old
and ne\\'. of buildings that still stood from
Colonial days. gleaming modern office towers,
and bland, gray things constntded in the mid
twentieth century. All of that would have lx'en
fine if not for lhe swath of chaos that cut through
the city not far from the Harbor. Hellboy dimly
remembered hearing about this projeo - the City
was trying to replace the elevated high\yay with
an underground one - but the actual sighl of it
was almost unnerving. Off-rdmps from the ele
v,Hed highway jutted ofT into nowhere, ending
abruptly dozens of feet in the air, Massive piLS
gaped open in the ground beneath, erdnes were
everywhere.
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, Dakini,.
It occurred 10 him lhal whatever these things

\vere that had suddenly appeared in Bos10n.

they might have been sC'Jred lip from under the
city by all that tunneling. It wouldn'l have been
the first Lime something had been driven lip
from below by humans digging where they
shouldn't.

From her seat lip beside the pilot. Kale
glanced back at him. "\'\'hat a disaster. huh?- she
said. loud enough to be overheard over the
rolOrs.

H' don't know.- I-Iellboy replied. M){ isn"t preL
ry but people around here would probably call
It progress.

The pilol, Rick ~lorelti. laughed. "Call it what
you want but this is usually the way it looks
when I pick you up, not when I drop you off.

Hellboy narrowed his eyes and glowered at
the back of the pilol"s head. Rick didn't even
nOlice.

-Funny guy:' HelllJOy 5.:1.id.
Rick only grinned, smile a brighl white swath

amidst the man's dark, bushy beard.
They had clearance from Stale. Federal and

cily authorities 10 set down on lOp of the Fleet
Cenler, Boston's premiere spons arena. Kate
jumped down from the chopper while Hellooy
carefully extracted himself from its cramped con
fine~.

"Bring me back a souvenir." Rick called
cheerily, then he pulled the brim of his cap
down over his eyes and laid his head back.
preparing to take a nap until they returned,

Representatives from the Boslon Police
Department met them on the roof and escorted
Ihem down through the enormous building and
OUI to the street below, A line of police cars
siood at Ihe curb in front of the Fleet Center. As
they approached. Hellboy spotted a pair of men
in casual clothes. hair neady trimmed. They
weren'l wearing uniforms. bUllhey were unmis
takably cops as well, It was in the way they
slcxxl. like feudal lords slIIveying the holdings
of their \'as.s<i1s.

TIle first of the 1\\'0 cops 10 nOlice Iheir arri\'al
was a S<.r,l\vny lillie man with glasses who came
quickly up 10 Kate and shook her hand \'igor
ously.

"You musl be ~liss Corrigan. I'm Lieutenant
Krensky. \'(e spoke on the phone:'

Kate and the Lieulenant were orr on a quick
langenl of greetings and explanations. most of
which sounded like a retread of things the
Bureau already knew. Btll all the while. the sec
ond civilian-dress cop hung back and just
observed. lie was a towering black man nearly
as lall as Hellboy himself. -nlis enormous man
paid little attention to Kate or 10 Lieutenanl
Krensky. keeping his focus on Hellboy. AI
length he stepped forward, grim-faced. jaw sel
like stone. and thnlst hi:-. hand out to shake.

"Hellboy. I'm Captain Aaron Burr. I saw you
once before, a long time ago. I was a beat cop
Ihen. ble -O~, I don't mind telling you Ihm you
sGlred lhe Cr:.lp out of me back Ihen. But you got
Ihe job done and from \\hat I hear you always
do. I appreciate you coming. This is a lot more
up your ~llley Ihan il i... our......·

They .::.hook. and de!'!pih~ Aaron Burr's size his
hand was sW~llIowed up in Hdlboy's own.

"Aaron Burr. like the 'i1;:lIeSman:' llelllX>y
observed,

TIle Lieuten;:lnl only looked al him quizzical
ly. bUI Kale nodded,

"Yeah.- Capt;:lin Burr replied. Hl"m quill' a
diplomat '0\\ if you and ;\Iis...<; Corrigan \yill
come \yith u.::.. maybe we can make ....ure notxxly
else die... Icx.lar.~

TIle way lhe p:u""ade of jx>lice \'ehicles was
forced to wea\'e among.sl Ihe contortions the
streelS of BO~lon had undergone of Iale. il \yould
have been fa'iter for lhem ju.::.t to \yalk 10 the
:\onh End. In minutes. however. Ihey found
themseh'es rolling slowly along a one-\yay
sireel. cars parkt..·'d on either ~icle in fronl of
Italian reSlaUf"'dnt.s and pa.::.try shops. The side
\valks were olher\\'i:-.c ahandoned. They had
passed a barricade of police vehicles and an
ambubncc wilh it:-. light.-. Oa:-.hing a half:l block
back and now it feil a.... though they were enter
ing no-m:ln's bnd.

A:-. J-1ellhoy g:lZ(~c1 oul Ihe window of the
squad car he saw terriried, wide-eyed faces star
ing out from the shops at the police cars as they
passed. Lieutenant Krensky was behind the
wheel. Capt:lin Burr in the passenger's seat. [n
the back. Hellboy tried to gi\'c Kale as much
room as jX>sfo.ible, Krensky put Ihe Glr in PARK
right there in Ihe middle of the street and
glanced al lhe Capt:lin.

Burr looked o\'er his shoulder at Helltx>y.
"This is as far a:-. we can ....Ifcly proc{.-"{'d."· He
pointed out through Ihe windshield at a four
story building up the block with an Italian gro
cer in lhe storefront and what appeared to be
apartmcnb on Ihe upper stories. Other than the
fact lhat the stn..:oel \\as a.., empry as high noon in
some old western town just before a sho\\"dO\yn.
nOlhing seemed Oul of the ordinary.

'They're up there on Ihe rooC Burke said.
-\'('e C',m't P"t our ....nipe...., on the roof.... of the sur
rounding building!'!. Too dangerou:-.. So \\e\e
put them on the upper floors. in ap;:lnmenb and
such. TIle)"\e winged the thing:-. a couple of
lime~. bUI bulleb don't ')t'em 10 do much (!:Im
age. \'(e're in telephone cont;:ld with some of the
residenb in:-.ide Ihe building. bUI Ihere's no way
10 know how lllany of them are al work or jusl
out at the lllomeni. \'('hal \\e do know is thai
there han~ Ix--en :-.e\"cn casu:t1tie:-. so far. includ
ing lhree people who h:lCl been passing by on
the ~lreel and one IXX)!' ba:-.tard Ihey threw off
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the building. Fourteen others were injured in the
fir.,t few minutes but we'\'e managed to gel them
~111 ~lway from the scene and inlO medical care."

As Captain Burr !'i[Xlke Hellboy sJX>tted the
b~urt'b of ~vcral sniper fines juuing from the
winc!o\Vfo, of some of the apartment building.s
around the faded !-.tone blructure where all hell
had apparently broken loose. But Captain Hurr
kept saying lhey' and so far beyond whal Kate
h~ld rold him earlier he hadn't a clue what 'the)'
were SUprX):,ed 10 be. lie could not see an}thing
on the roof. that was Slire.

-All righL -. Ilellho)' said. opening the door.
MLeI me have :1 look."

K;:ue pulled oul her cell phone. -I'm going to
cdl tht' Bureau. see if Research has been able to
figure OUI exaaly whal you're up against find
oul if they've come up with an)1hing thaL would
m~lke il ea~ier for you (Q take thcm down.-

lIelllX>y gave her ~ln earnesl nod. "I find
pummeling to be generally prelly effecri\·e. But
let me know if you come up with anything else."

Ill' shut the door and ...Lrocle down the street.
his eyes surveying the building that '\vas Ihe cen
ter of all Ihi~ violence 3nd the windows of the
various alX1l1ments. The clip-clop of his hoo\'es
seemed too loud. echoing off the buildings all
around. Iialfway down the block he noticed a
blur of motion on the roof and looked up.

The crealUre lived up to its billing. It had the
head of a lioness; damp, prcdatory eyes stared
down:1t him from four sLories high. tr3cking him
;IS he moved closer to the building. With a

Dakini ~,
\C-

sinewy, feline motion, the creanlre stood to
reveal that the rest of her was also as advertised:
beneath the leonine head was the full. bronze
skinned nude fann of a human woman.

Though Kale had given him fair warning. the
sight of her threw him a momenL and Hellboy
gbllced away and reached lip Lo tug gently at
the knot of h:lir tied at the base of his skull. Then
an image nashed across his mind of one of the
building's residenls being thro\yn off the roof
and he steeled himself and looked back up.

TIle creature had been joinL""Ci by two more.
one more ...lender and girlish and the other
volupluous and full-figured. '111e sl..'1' was a rich.
lextured blue. as though evening were going 10

come early. and against that backdrop the Iion
headed women seemed almost painted there.
'111e surreality of it all was only enhanced when
the first one he had SL->en. whose skin was the
deepest bronze. rose off the roof and hovered in
the air without the benefit of wings or any obvi
ous effort.

Magic, Hellboy thought. I hate this crap.
All three of them traced his gait with their

eyes. lie imagined if he were close enough he
could have seen the naring of their nostrils as
they scented the air. uying to figure out what to
make of him. Hellboy figured it was only this
confusion - or perhaps the simple fact that he
was headed their way - which prevented them
from coming clown off the building to attack him
as they had done to others in the street several
hours before.
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'111cn he passed into the shadow of the build
ing and out of their line of sight. There was a
long smear of blood on the sidewalk in front of
it and a spaltcr of crim::.on that had splashed
across the plate glass window of the Iialian gra-
eery on the first Ooor. Someone had made a run
for it. obviously_ And had not gotten vcry far.

To the (,If right side of the building two doors
stood next to one anolher. One let into the gro
cery store. the other to the stairwell that led to
the apartment'; on the upper floors. Hellboy
reached oul his left hand - the massive right fist
was dum."" when it came to things like turning
a doorknob or. for instance. buncring his bread
at dinner - and tried the knob. Il was locked.
apparently one of those like most apartment
buildings that locked behind tenants as Lhey left
the building.

Hellboy's tail bobbed and S\\1.mg behind him
as he drew back hi:, right hoof and kicked the
door. The frJ.me shanercd. lock learing right Qut
of the wood. and slammed open with enough
force that the small square of glass 5el into [he
door shanereel into liny shards. He crossed the
threshold and started lip the stairs. lne wood
creaked LInder his hoo\'cs but it didn't mauer
how much noise he made.

The CfealmeS knew he was coming.
Most of the apaJ1menLS he passed 'were very

quiet. '1110Ugh his mind W:IS preoccupied with
the discomfoll he felt al having 10 physic111y bat-

lie these particular creatures, he look notice of
some of the doors :15 he wcnt by. 2C was wide
open, lights and a television on inside, but the

lenanl \vas gone. Probably the fX>Or bastard
who'd made a nln for it. Hellboy figured. Inside
2F someone was crying loudly, an infantile wail
that could only be born of terror.

As he reached the third nCKJr the dCKJr to 3B
opened and a teenager with tired eyes stepped
oul. He seemed completely unaware that any
thing Out of the ordinary was happening. right
up lIntil he glanced up and saw Hellboy coming
toward him.

TIle kid's mouth dropped open and his
whole body seemed 10 go limp. though he
remained swnding.

MGet back inside and lock the dCKJr until the
police tell you ifs safe to come out- Hellboy
instructed him.

111e kid shuffied backward withollt turning.
eyes locked on Hellboy. and slammed the d(X)r
when he was inside. It was hard to imagine. but
it was obvious from the kid's behavior that there
might be others in the building who remained
unaware of the danger they were in.

His job had just become that mllch harder.
As he passed 3C he heard loud music com

ing from behind the dCKJr. some old scll(X)1 R&B
thing. Luther Vandross or 13~IlTY White or one of
those guys. lie was no expen. Beneath the
music there was another sound, however. a
human sound. One he tried not to pay attention
to as he went by the same way he did not wal11
to look at the bronze-skinned bodies of the
monsters on the roof. But he knew that like
their neighbor in 313, whoever was in 3C hadn't
heard the ruckus either.

The fourth noor was completely silent, but
the hallway up here wasn·t as empty as on the
lower stories. The corridor was strewn with
human remains, the bones and limbs and pieces
of at least three fourth-noor tenants, maybe
more. Doors had been torn off their hinges and
a crossbreeze blew all through the violated
apartments.

Hellboy took all of this in from the landing
at the top of the stairs. Opposite him. at the far
end of the halhvay. the door that led up to the
roof hung twisted and cracked from its 100\"er
hinge. Beyond it was a shan nighl of steps GIst
in bright sunlighl.

But at the base of those sleps, straddling the
threshold between corridor and roof access,
another of the creatures knelt on all fours. bent
over a puddle of blood Lhal had JX>Oled on Lhe
noor and run in tendrils that stretched to the
walls on either side. Her bare back was arched
and he could see Ihe nodules of her spine
pressing against her golden skin. The fur on her
leonine head was tufted and her ears twitched
as he unsnapped Ihe str.lP on his holster and
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drew the enormous pislOl at his side. In the
pouches of his he~lVY leather belt were dozens
of magiGli talismans and al1if.lclS, wards against
evil and olher such lilings. BUI despite the
whole flying thing. these were flesh and blcxxl
monsters. No curse here. no vampires. nothing
faith could drive away_ Bullets \vere another
slory. though. And a good ass-kicking would
probably do the job as well.

The lion-headed woman turned her huge c-""t
eyes up lOward him and he got a very clear look
al her long, thick longue as she lapped blood
from the puddle on the floor like a kitten with
a bowl of milk.

~Aww, m~ln,P lIellboy muttered. -Thar's ie
Any hesitation or awkwardness he'd felt

becdUse of the creatures' appear.mee disap
peared in that moment.

-Here kitty, kitty:' he said. his voice low and
raspy. like Slone sliding across slone.

Hellooy lined the specially-made wide-bar
reled pistol, took aim, and pulled Ihe trigger.
TIle boom echoed off Ihe walls bUI the crealure
had moved an instant before he fired. She
leaped to one side and the huge bullet punched
a four-inch hole in the wall beside Ihe roof
access door. The creature came up on two legs
then and fled up the stairs, sunlight casting
sti.lllge Skldows across her body.

"Crap," J-1ell1)Qy growled, and he ran through
the gruesome obstacle course in that corridor
~tnd reached the roof access steps only seconds
after the creature had gone up them.

The pistol felt warm in his hane!. He squint
ed his eyes ~lgainst the sun and lumbered up
those ten ~teps, swinging the barrel of the gun
in an arc side to side, wailing for one of them
to attack him as he emerged onto the roof. Then
he was out of the stairs and standing on the roof
and he spun around in search of the one he had
shot at,

He &1.W her crouched twenty feet away.
swung the pistol around and took aim right
aboul the same moment Ihal one of (hem bar
reled into him from behind, Hellboy grunled as
he hil the larpapered roof. fell inlo a roll and
came up fast. gripping Ihe piSlOl in his left hand
light enough that his fingers hurt.

Two of them. The one from Ihe corridor
do\\'nslairs - Ihe front of whose body was
streaked with blood from the puddle she'd been
lapping at. the fur of her muzzle slained wilh it
- and the volupluous one. the biggest of the lot.
But she hadn't been in view \vhen he'd hit the
roof. that full-figured one. and then he felt s[u
pid for wondering why.

Hellboy craned his neck back and scanned
the sky around the building, keeping his pistol
aimed at the two of Ihem, who had crouched
low and were stalking slowly to either side,
working to trap him belween them like he was

Dakini ~\,-,

an elk on Ihe freakin' veldl or something, But it
wasn't the veldt. And he was no elk.

Nothing in the air. And as he looked around
the roof he saw that olher than a couple of vent
caps and some old TV aerials there was nothing
for them 10 hide behind. They had gone over
the side, maybe hunling some of the people
who had hidden Ihemselves away in the shops
and reSLaUi'JnlS below.

MOne Ihing at a lime," he told himself. He
couldn'l be much help 10 anybody else until he
took c-.ue of these IWO.

In the few momenlS respile they had given
him Ihe pair of lion-headed women had circled
around him in opposile directions so that now
he was between Ihem on the broad expanse of
old tarpaper roof. They were silent hunler:-,.
these lionesses, Not a growl or a snarl would
have given Ihem away had they been creeping
through lall grass. They behaved as though
Hellboy might not notice the way Ihey were
positioning Ihemselves for an :mack.

"11e pistol felt suddenly heavy in his left hand
and he squeezed il more tighlly. Abnlptly he
shol a Withering stare at the creature on his right.
the one whose body was slreaked with bkxxl.

"Is il the hooves?" he asked through gritted
teelh. "You see something wilh hooves, you fig
ure I'm slupicl?"

She lowered her head and arched her back.
arms hanging down beside her with long,
tapered fingers curled into claws. Then al last
she opened her mouth and let out a thunderous
roar that rolled across the rooflOp, a sound so
loud ~lI1d deep and fierce that it seemed impos
sible that it could come from wilhin that lithe
female form.

BUI Ihe lioness did not attack.
Hellboy kept his gazed locked u(X)n her but

he swung his pislOl backward, aiming directly
behind him. and pulled Ihe lrigger. 'l1le I::xx>m
crashed across Ihe sky and a grunt of surprise
and pain punauared it. follo\\'ed by the sound
of somelhing hC'~vy hining Ihe larpaper.

While the blood-streaked one had disli'dCled
him, the other had lried 10 slalk closer, to calch
him unaware. He had pUfJX>SCly nlrned his hili
altention on Ihe one to draw in the OIher, So
much for their altitude loward people wilh
hooves.

For several seconds Ihe blood-slreaked crea
ture's cat-eyes widened and she slared at him.
ears twitching as she lried 10 figure Oul what 10

do, Hellboy couldn't afford seconds. The OIhers
might return al any moment. He slarted to swing
the fat-mouthed pistol over 10 dra\y a bead on
her when he heard anolher soft grunl from
behind him.

Felt hOI brealh on his neck.
"Crap," he muuered.
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Hellboy twisted around as fasl as he could,
but not fast enough. 111e other cremure lunged
at him. drove him to the roof. He h:ld been too
confident of the slopping power of the pistol.
The damn thing had enough kick 10 take down
a rhino - when it worked ~ll all instead of falling
apan in his hands. But -

The roar of the creature was loud in his ears
and her breath stank of raw human flesh \vith
the acrid copper lang of blood just beneath the
meal smell. lief s1:.lvcring jaws cbrted down
LOwarci his throat, yellow cat-eyes glaring at him
with pain and [lilY.

"Rarrhh yourself." he muttered.
Gripping his pistol still, he used his left arm

to block the beast's descent, made a fist of his
massive battering ram of a right hand. and struck
the thing so hard in the skull lhal he heard lx>oe
crack. She tumbled back and away from him.
trying weakly to regain her feel.

lie had just enough time 1O see the massi\-e
hole his pistol had blown through her torso
when the other. the blood-stre'.!ked decoy.
mshed him from behind. Hellboy was still on his
knees. trying to ~tand, and though he tried to
tum and defend himself he was too late. TIle
lioness slashed him with her claws and tough as
his hide W'IS. she gashed deep furrows across
his chest as she drove him down to the roof
again. The way his tail was trapped beneath him
il threw off his balance.

The bkxxl-streaked lioness lashed at him.
cla\\-S shredding his long jacket. He tried 10 bring
the pistol up and she sbshed his arm. Pain
spiked up to his shoulder and he lost his grip.
The huge gUll cbllered to the roof.

"Hey!" I-Iellboy shouted in pain and protest.
\Vhen next her claws came dm"'.'n he man

aged to smg both her wrists in his hands. In his

huge right hane!. he felt and heard hones break
ing. Hellboy shoved her back enough lO raise
one leg and get a hoof up between lhem and he
kicked her off. But she didn't fall back down.

TIle lioness crouched in lhe air above him.
claws of her uninjured hand extended. and
roared again. Movement 10 his left drew
HeIJlXl)'s attention and he glanced over to see
the other rising. a gaping hole in her lOfSO.

blood seeping from her eye on the side where
he h~ld cracked her skull. \'\!ith a low puning
growl she b:lrreled lOward him. lumbering half
blind and near dead.

"r11C creature was grotesque. i'\othing but a
monsler. Any di~omfon he'd felL before about
her semi-human fOrlll. her nudity. was eclipsed
by disgust.

I-Iellboy·., gaze licked up tow~lrd the one fly
ing above him, and then he launched himself up
from the ground. nlllning toward his gun. lie
sn~lIched it up ofT the roof and began to turn. but
100 late. The half-dead lioness stmck him 1m\'.
the Oying creature took him high. and their
momentum carried him toward the edge of the
roof.

lie felt himself falling <lgain in a tangle of fur
and blcxxl and soft, supple skin and claws and
then his left wrist stll.lck lhe six-inch-high ledge
that ran the perimeter of Ihe roof and the gun
fell out of his grip ~lgain. Fell over the edge.

They were tearing al him. his coat was in tat
ters. he was bleeding all over the place. and now
he'd lost his gun.

"That does it," I-Iellboy grunted. "I\'ow I'm
steamed.'"

The blood-smeared lioness tried again to get
her l('eth into his throat. IleJIIXly punched her in
the snoul with his right fist. sll3pping off teeth
and dislocating her jaw. Ag.ain he hammered at
her and she dropped away. The other olle was
so weak from her injuries that he sloughed her
off without too much trouble. The buxom crea
ture tried to fly. rising up off the ground a few
feel. blood and thick gore raining down 1O the
roof beneath her. "111en she fell. hit the roof with
a wet smack. and jusl died.

TIle surviving creature scrabbled away from
him but he knew it would only be moments
before she would recover enough to anack
again. Hellboy :,eanned Ihe roof and the skie~.

trying to figure out what had happened to lhe
other t\VO. the one he had seen first with lhe
glC<lming bronze skin and the thin girlish one.

Gun~hots cracked the sky and echoc.od from
below. Glass ~haHered. and Helllx>y knew
where they had gone.

He glanced over the edge of the building
where his gun had bJlen. The other t\\'o mon
sters were nying around the three IXllice cars
that had parked in the middle of the street. The
one in front was the one IleJIIXly had arri\'ed in.
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and he knew that Kate and Captain Burr were
prob~lbly ~lill im,ide. Officers I~gan to fire al
thl'm from the t\\O other cars. but the sniper~

::>l<llioned on the upper noors of slllToundillg
building... did not dare for relf of hining one of
their fellow omce~ or Kate.

Lieutenant Krensky wasn't in the car any
more. hO\\ c\ cr. En:n :I::. Ilell1x>y gbnced m-er
the edge he ~\\ the mOI1::.lers dragging Kren::.ky
out through the broken \vindshield. The
Lieutenant was screaming. and an instant later.
he ..,topped ~lbnlpdy as the bronze-skinned
lione~.., IOfe hi.., throat ouL

Bulleb enlplL.><1 from irbide the car and
punched through her. throwing her rock ofT the
hood of the ..,quad C..If. But an in.'>lant Imer she
W;I." ri'iing again. Ikllboy had learned lhal the
things could die. but it look more damage than
that.

··Kale.·· he ~iel angrily. staring down as the
two lion-headL'<.i women - looking absurd and
horrifying now in their nudity a~ they attacked
the car :lg:lin.

Hellboy turned to ~Ce Ihe ~urYiving lione~s

on Ihe roof beginning 10 Oy again, 10 rise up
abo\'(:' him. It W:.l ... 100 late for finesse. Kate \\'a~

in trouble. Kren...ky was dead, and others could
die al any moment. With a roar of his own he
1'11l at her, reached up and snatched her ankle.
and then :-.wung her with all his sirength at the
roof beneath his feel. [I shook under him with
the impact. The creature was not dead. but a
kind of daze fogged h('r eyes.

As swiftly as he could manage he ran to the
corpse of the bllen one, lifted her up inlo his
arms. went 10 the edge of the roof and threw her
off. The dead mon~..trosily lumbled end o\"(;'r end
.and :-.truck the pavement with a sound like a
small explmiion. The pair of lion-headed women
aU:lcking the Ix>lice car froze and then. as one.
turnL-'d their ferocious. leonine faces up to glare
:H him.

Hellboy \\a\'cel.
111en he ran back to the other. Time 10 cut

down the odd..., :,he wa ... slill dazed and on the
ground, bUI ...he hared her Ic('lh and leI a small.
dangerou~ roar loo:-.e from her throat. He i.1bed
his huge .,tone-like righl hand alxwe her head
and brought il e10\\ n wilh all hi-. strength,

'111e cre:Jtllre 11100'eel.
Hi... fi.,l sbl11m<...-'d into Ihe fCX)[ splintering

w(Xx.! :.Iml lea ring through t:.upaper. A loud
cl.lcking nobe \\ hipbshed across the roof and
then il g::t\'e way \\ ilh a terrible rumble and
HellIX>y and Ihe dazed lioness "vere crashing
dO\\ n through the ceiling of the apanmenl
below. He :'lbmmcd imo the linoleum 0001' in a
kitchen \\'allpapered in a fmit basket print and
redolent of garlic and onion:-. ~lIld olher Italian
cooking smetb.

Dakini ~l,:-

The lione:>s ~tn.lCk lht:' kilChen table and il
cracked in two e\'en as the legs snapped
bene:lIh her.

HelllX>y hurried 10 get up before she could.
BUI then he ...a\\' the liule 'ltreams of blood that
Ooweel into lhe kitchen from the open ckx)l'\vay
(0 lhe li\ing reX)m and he heard a roar from out
there.:-. A mOment Ialer IwO more of the lion
headed \\omen ~Iunk inlo Ihe kitchen and he
backed slowly IOwaI'd the wall.

A ...numing, angry. besli<l! sound made him
look up. The 1\\0 \\ ho had killed Krensky and
lX'en :Il1acking the police C"M were abo\'e him.
hO\ering. 10\\ ering themseh"es down through
the de.,troyed roof. He'd figured one dead. one
injured. IwO 10 go were decelll cxlcls. But the
"YO in Ihis ap:lnmelll were a surprise, andlhrew
Ihe odcb all 10 cmp,

And the injured one slnlggled to her feel in
Ihe.:- remain~ of lhe kilChen lable,

-Maybe we should talk about Ihis?" he sug
ge~ted,

\Xr'ith ~I furiou .... roar the two from the living
room lunged at him across the kitchen, lxxlies
slamming into him so hard Ihal HeJlboy losl his
balance and b1~lggered back\vard. hooves lea ring
up the Linoleum. '!11e three of them stmek the
tall window and it sh~llIered: Hellboy fell himself
going over ~lIld he reached out and twined the
fingers of his Idl hand illlo the fur on the b::lck
of the hl.'ad of the lioness closest to him.

He fell out the window and look her with
him,

The two of them lumbled end over end and
the world spun around him. lie glanced build
ings, bees at windows. IXllice cars below, sniper
rifles aimed his way. He grappled wilh the cre:l
ture and ....he clawed him :lIld he winced, queasy
al the way her ~ort Oe....h felt under his hands.

"You're ....uplxl....cd 10 Oy!" he smpped at her.
Then. amaZingly. "he was. Their de.scenl

...lowed and I-Iellboy grabbed hold of her arm
:l1ld would not let go. He \\-as dangling from her
arm now. Ihirty fet:'1 al)Q\'e (he ground.

'111<.' lione~ glanced down at him and her
black lip.... curled back from glbtening f:lI1gs. and
...he ...b ...h<...->d him aero........ the face. claws scraping
loudly again....t the ....Iump... of his horns.

Ilelll)()} let Oul a shoul of pain and lei go.
·111i .... time \\ hen he fell there was no tumbling.
no turning. He dropped like a brick and crash<...-'d
into the hood of the police GIl' he had arrinxl in.
For ju"t a '><...-"Concl his \ bion wenl hazy and then
he \\'a" staring up at (he impossibly blue skT the
lione~ .... ilhouettecl ag:linst it. and the snilX:f::) and
Ihe cops on the ground opened fire. l'p ulllil
nO\\ they had been cautious. :'\0 more.
Gunshots thumped Ihe air ::Inc! his eardrums and
il \\"a .... like .... tanding 100 close 10 the fireworks
di:'lp1:ly on the Fourth of July.
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It was unnerving to see thai slender female
f0n11 riddled with bullets and he felt almost
ashamed. But then he remembered how she'd
clawed his face and all the people they'd ealen.
and by the time her corpse hit the ground. she
was just another dead monster (0 him.

Hellboy rolled ofT the cnll1lpled hood of the
squad C'M jU~l as Kate and Captain BUrT jumped
OUI of the car. His ears were ringing and his
head felt like it was Sluffed with cotlon. He reg
istered Ihal Kate was okay, but he wanted (0

make sure she stayed okay SO he turned to look
lip a1 the window he'd crashed through and at
[he roof of the building. but for the mOlllent the
monsters seemed to have retreated. He WOIl

dereel if they had witnessed the death of their
pack-mate. . or pride. A group of lions was a
pride. nO{ a pack. Their pride·mate had been
slaughtered. so maybe the)' were getling shy
aoout public appearances all of a sudden.

It had been a risk. Hellbo)' knew. for the
snipers and all 10 lake her down. If they had
done it earlier. Krensky might still be a!h"e. But
maybe Ihe)' just had a beller shot Ihis lime;
maybe she had been flying in a spot \yhere stray
bul1e~ were less likely 10 hil ~lIlY curious
Bostonians.

At Ihe edge of the roof IlelllX)y saw one of
them then. It \vas her. the firsl one he had seen
upon his ~llTival, proud and statuesque, the
leader of the pride he was sure.

"DakinL" Kate said at his side.
Brow flllTOwed, he glanced down at her.

"Huh?"
"'!1ut'::> what they're called," she said, and he

saw the cell phone still clutched in her hand. "Or
somelimes A"hrapa. \vhich means 'b1<xxJ
drinkerf-,.' 'nlOugh Ihey're sUPJX>Sed to be flesh
ealef:) 100. 'nley're servanL" of K::IIi."

"Good to kno\\'," HelllX))' S::ticl ::IS he glanced
back up at the lioness - the Dakini - who hm"
ereel al Ihe edge of the roof. -Is there a faster
W<I)' to kill them, 'cause .

lie lei his words trail off <lnd looked elown <It
K<lte, r::lising his anns 10 indicate his shredded
coat and all the bloody <;\uunds he h<ld incurred
alreldy.

"l\'OI unless you have an ivory dagger
handy," she said apologetically,

-Must have left it in my other P~ll1ts'" Hellooy
sighed and st~lred up at the roof ag'.lin. "We don't
know ~1l1)1hingelse <loout them? J-low'd they get
here?"

-Gary in Rese<lrch said they're usually
invoked by <I Yogin for Tantric initiation rites.
\'(/hen a nO\'ice is first attempting 10 learn the
secreb of the Tantra.-

Hellboy narrowed his gaze and clapped a
h<lnd over his f'iCe. He sighed, long and deep.
and lurned 10 look at Kale. Myou mean what I
Ihink you me'dn? Tantric. like in - ..

Kate shmgged. obviou:-.ly confused by hi:;
reaction, "Yes, Tantric. 111e Tantra, And I'm nOI
talking aooul simple Yoga. rmlalking bocly-eon
lorting positions and many-hour marathons and
physical peaks undreamed of unless you're
Sting."

~Sling?" Hellooy asked, "'!11e musician?
~~ever mind. Short ans\vcr. yes. Dakini can

be ~ummoned by people doing Ihe \vild thing."
Hellooy blinked and lookeel aw'ly. His mind

wenl immediately back to the building. back to
apartment 3C with it.s blaring R&B groove music
and (hose other sounds, those very human
sounds involving he<lvy bre~l1hing ~l1ld loud sighs
and the creaking of bed springs.

"You have got to ~ kidding me," he said.
voice nunbling low in his che:-.1. Then, feeling as
though his entire body would have nushed red
if it wasn'l already <I deep crimson color, he
turned 10 Kate. 'Til be righl back.·'

'one of the Dakini tried to fly down and
all<lck him as he ran up Ihe block IOwaI'd the
building for the second lime Ihat day. Perhaps
they were afraid of being gunned down, bUI he
thoughl th,lt it was more likely Ihey were going
to lie in wait for him al the top of the stairs. jusl
as they had done the first lime, Stalking him like
lions. But this time he was not going ~lll the way
to the lOp.

Moments later he stood in front of ~c. shifL
ing nervously from hoof to hoof. !lying to force
himself to knock on the door. The music had
ch<lngcd now. but W:lS still a sultly R&B groove.
And Ihose other sounds beneath the music \\'ere
still there. For a moment he tried to calculate the
hours since the Dakini had firsl appeared and
then g~l\'e it up. embarrass<..-'d even by the math.

He had been standing in frol1l of the door for
fifteen or rwenty seconds when the stink of
dealh from upst<lirs fin<llly drO\'c him 10 knock.
He used his right hane!. the hea\)' slone
appendage shaking Ihe door on its hinges. The
music \\'ent on unintcmlpled bUI those other
noises stopped immeckHely.

A long pause ensued but no one came to t.he
door. AfLer another twenty awkward seconds or
so, IleJ[Jx)y pounded on the door ~lg:lin.

"Who is it?" came a hesitant female voice
from within.

lie almosl did not respond at ~111. They had
swppecl. That me<lnt the Dakini were likely gone
<llready. He could jusl slip down the stairs and
take off. But there \\'<lS always the possibiliry thaI
they might accident:1lly summon the Dakini
:lgain and he could not risk Ih:lI.

HPIe<lsc jusl open the door,- he nllnbled. -It·s
... II S an emergency.

A moment later Ihere wa~ Ihe sound of the
deadlX)h being thrown back and a chain being
removed from the door and it S\Vllllg open to
reveal a woman in a blue ICIT)'doth ro~ with a
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wild tingle of mussed-up hair and a man
dressed only in gray sweatpanLS. Both of them
were breathing heavily and so flushed that their
skin was nearly as red 3S his.

The woman let Ollt a CI)' of fe-ar when she
s..1\\' him. but the man slid his aml around her
immediately and .:>miled broadly.

-[\0. rnlbe. iI's cool. II's Hellboy:' He glanced
away from hi~ girlfriend. -Hey. man. Seen you in
the papers.- 111eo he frowned. confused. -",fhal
:are YOll eloin' here'

Hellboy stared al Ihe ground. unconsciously
leuing his tail curl benelth him. He ran a hand
over the stubble on his chin.

-Cm. listen. do YOll think you two em cut it
outr

"CUI whal Olll?" the guy asked.
Ilcllbe)' glanced at (hem. his g3Ze licking

from the guy to the girl. and then he looked
awkw~lrdlr aW:ly. hack into the hall.

"Oh my God," the girl ~aid. as it sunk in for
her exactly what he was asking.

11le guy stared to ask him what he was talk
ing about. who he thought he was, but Hellboy
would not look :H either one of them. lie

laughed softly, just out of nervousness and dis
belief.

"Listen. get dressed. come dm\'nstairs. The
police want :1 word with you, I\'e galla go."

With that he turned and began 10 clomp
down the srairs. tired and aching. his wounds
burning a liule. He figured (his was all weird
enough (hat they'd do what he asked, and then
he'd let Kate and Captain Burr explain it all to
them. TIle Dakini were gone. His work was
done. And all in aiL he would much r.lther have
been back at the Bureau watching mO\'ies with
Abe.

'!110ughts of Abe made him grit his teeth. His
friend was never going to let him live this one
down,

Ilellboy :'igh<...~ as he went out into the street
and began to ~arch for his pistol. Kate and Dr.
Manning O\\'t."XI him, t\ext time an assignment
came up. they could send Abe. 1\leanwhile, he
figured it was time for a \'aclIion. Somepl.ace dis
lant and exotic.

'\/c~rbe a soft";, he thought.
lie jXIlIsed. rubbed at the back of his neck

and shook his head slowly.
'\/c~)'be 1101.
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In a world menaced by supern;:Hural threats
from ju~t this side of insanity. humanity'~ great
est defender is the being who once was fateclto
bring about its destruction: IlelllxlY. He's seven
feet taIL wilh red skin. a t<lil. horns (which he
keeps f11ed down). and a hand like :1 sledge
hammer. He's a regular guy who like~ old mon
ster mo\'ie~ and paprika chicken. And he's the
hem of aW3rd~"'inning, internationally best-seil
ing comics by J\like :-'Iignola. Ilellboy b definite
ly lhe world's greatest paranorm;:ll investigator.
but he can'l do e\'ef)1hing him~IL

\X'ilh lhe Hellboy Sou,.cebook fwd
Rolepillying Game. you can play the role of his
allies - agcnb of the Bureau for Paranormal
Research and Defense, freebnce exorcists. or
just jx..:.ople whose acti\'ities ha\'e taken
them too clo.se to the edge of re.ilit)'. If
you really want, you can play IlellIX>y
himself. Or, 3S the Game i\'bster, you
can t;:lkc lhe lelet in shaping new sto
ries of Ilellboy's world. le;:lding your
friends through epic struggle:, again:,t
strange foe:,.

If you're new to roleplaying g<:lmes
or to the /leI/boy stories. YOll :,hould
reid thi--, intnxludion fip.-l. If you are
alre<ldy fully familiar wilh lX>lh. you
m3Y he able (0 .,kip ahead. Chapler'> I
and 1 of the hook deal \\'ith the game
n.J1l.':' ... crealing charach:r... and deler~

mining whether they :,ucceed or fail in
whate\'er they allempl. Chaptl.'r... .3 to 
describe the ~lling. including ib hi'ita.
ry. Hcllboy's human aliiI..':' and foes.
:,upernatural monSlers, and the weird magic and
science sometimc~ used by both hL'r<:>e~ and vil
lains. Ch.lpler H explains how to run the game,
Chap1l:r 9 b :1 sample advL:nture. and the
Appendices pro\"ide some .ldditional useful
information.

So <"lal1 reading. In Ihb \\'orIeL you\'e got to
kno\\ ",hat you're dealing \\ ith.

What Is a
Roleplaying Game?

A mk1)/a.l'iNR Rame (RPc.) i... one in which a
refer~ «he Game :-'Ia...,ter, or G,\\) gUIdes S<.'\·er~

al players through an "ach'enture," in \vhich they
play (he IXlib of ficlional char::lCIt'r'> (Player
Character.... or PC~). The J-1ellboy Sourcebook

lind Rolepillying GlIme uses Ihe GURPS mle
system (see lX>x, p. 16).

Some readers m:lY be unbmiliar with "pencil
and p~lper" RPGs such ~IS this. but Iluy have
seen the IeI'm allachedlO computer g<:lmes. The
two have much in common. but are different in
impol1ant \\"ays: you don't need a computer to
play Ibis game. RJ)Gs can abo IX' compared 10
group ...tol)1elling se~.,ion:-., CC11.ain kinds of
wargaming. and e\en impro\"i ...~llional thealer.
Don't WOrT)': you don't han:, to IX' an :lCtor or a
great Moryteller to play RPGs. :'\or do YOll neL~
to IX' a t<laical genius..although some l<lclical
que~tion.s may arise in play. and some players
may h,we a nair for it.

It .... important to under:,tand th~1t RPGs don'l
ha\'e winners and losers. 111e idea b
not to reach an}' ..,ingle fixcd obiecth·e.
but to lell a gexxl Mory. Admittedly, in
Hellboy's ulliverse, the PCS will often
be struggling ~lg<:lin:,t dark forccs
which could de:-.troy Ihe world. and
failing to defeat tho~ forces \voulel be
\'e1)' bad - but even the Gi\! isn't sct
ting out to make that happen. Ralher,
the idea i~ to !'oCt ch~lllenge:, \\'hich em
bc on'reome by ckn:'rness. coul..lge.
;:md skill. En:o'n if onc or more of the
PCS dies. it'... nOl :1 di:-.a ...ler for the
game, II may IX' annoying for the play
ers. who oftL'n im e",t a 101 of effort and
thought in lheir crcations, but some
times, well. herne", do die. eSlx-'Cially
in the tough. rather horrific world of
the Ilelll"X~I' -"tode", - and a heroic

death call make for a \-eIY g<Xxt ~tol)' in itself. A
PC who givcs his life in a gocx.l cause \\'ill often
he rememhered with more re....pt.·ct and affeclion
Ih:ln one who wasn't pl:tyed .IS a hero. On the
other hand. some inve:,tigatol..... are n;l\\'ed and
imperfect: Ihat make.... for good stories teX). a:,
they either O\'ereome their n~l\\ '" or \york around
them.

In other \yord:" a rolc:pbying game i... a
unique and "pecial form of entenainment. which
permit." a group of pbyc:f" to ghe their imagina
tion... ;:1 workout \\-hile cft~;lting ...omething lle\\

Materials Neededfor Play
To lX'gin playing. yOli IU... t neL-'d the~ mle....

three or Illore :,ix~:,idcd dice, pencil.... and ;.;cratch
p;llx'r.
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About Steve Jackson Games
Steve Jackson Games is commiued to full

sUppol1 of the GURPS system. Our address is
5J Games, Box 18957, Austin, TX 78760. Please
include a self-addressed, stamped envelope
(SASE) any time you write us! Resources
include:

Pyramid (wwwsjgames,com/pyr.unidjJ.
OUf online magazine includes new GURPS
niles and ankles. It also covers Dungeons and
Dragons, Traveller, World of Darkness,
Call ojabu/bu, and many more top games 
and other Steve Jackson Games releases like In
Nom/lie, JU"minaU, Car Wars, Toan, Ogre
Miniatures, and more. Pyramid subscribers
also have access to playrest files online!

New supplements and adventures. GURPS
continues to grow, and we'll be happy to let
you know what's new. A currenl catalog is
available for an SASE, Or check out our web
site (below).

Errata. Everyone makes mistakes, including
us - but we do our best to flX our errors. Up
to-date errata sheeL'i for all GURPS releases,
including this book, are available from SJ
Games; be sure (Q include an SASE. Or down
load them from the Web - see below.

Gamer input. We value your comments, for
new product.. as well as updated printings of
existing titles!

fntemet. Visit us on the World Wide Web at
www.sjgames.com for an online catalog, erra
ta, updates, Q&A, and much more. GURPS has
its own Usenet group, t(X): rec.games.frp.gurps.

GURPSnel. This e-mail list hosts much of
the online discussion of GURPS. To join,
e-mail majordomo@io.com with "subscribe
GURPSnet-L" in the lxxly, or point your web
browser to gurpsnet.sjgames.com.

'nle web page for the Hel/hoy Sourcebook
and Roleplayi1lg Game can be found at
www.sjgames.com/hellboy/.

Page References
GURP.5-related books such as this one often

refer to each other, and the references use stan
dard shol1 abbreviations for convenience. See
GURPS Compelldilllll I, p. 181, or SJ Games'
website for a full list of abbreviations for
GURPS titles.

In this book, any page reference that begins
with a B refers to GURPS Basic Set, '!bird
Edition Revised; e.g., p. B102 refers to page 102
of Basic Set. SPI refers to GURPS Spirits, VE
refers to GURPS Vehicles, and so on. The
abbreviation for Ihis book is HB.
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Introduction,,--

What Is GUDPS?
GURPS, which stands for "Generic

Universal RolePlaying System," is t..he RPG that
is the basis for the rules in !.his book. Why is it
called that? Well .

"Generic." GURPS sums with simple rules,
and builds lip to as much optional deraiJ as you
like. "me abridged version in Lhis Ixx>k presenlS
the "core rules" that most GMs start with, specif
ically presented for use in games set in the
world of Hellboy.

"Universal.~ The basic nile system is
deSigned to emphasize realism. Therefore, it
C;:1n easily be adapted to fit any situation 
fantasy or historical, past, present, or future.
And it's (~pecia/Iy good for genre-mixing set
tings like Hellboy, which combine magic and
technology.

"RolePlaying." This is not just a "hack-and
slash~ game. The rules are written to make true
roleplaying rx>ssible - and to encourage it.
GURPS is a game in which you take on t..he
persona of .another charaCler - and pretend, for
a litlle while, 10 be !.hat charaeler.

M$ystem." Over 160 different books have
been published for GURPS, in eight different
languages (so far). It is one of the recognized
standards for roleplaying, worldwide.

Hellboy's World
,\Iike J\lignola's HellboyslOries, and this role

playing game, are set in a world which closely
resembles our own in many ways, but which is
clearly a different universe. It's a world where
blatant supernatural forces definitely exist, and
are fairly widely known aooul. Ordinary people
probably don't encounter them at any time in
their live.s. and most people who know a little
alX>ul the subject are quite glad of thaI. It's also
a world in which a small number of heroes have
existed since the 1930s 10 fight these forces
wherever they pose a lhre'dt.

The selling is oriented toward a flamboyant
kind of hOITor. Although there's a bit of very

GURPS Lite
GURPS Lite, !.he basis for the rules in this

book, is !.he boiled-down '"essence" of GURPS:
all the fundamental rules without the embellish
ments that often confuse new players.

A "standard" version of GURPS Lite is avail·
able for free on our Web site; just go 10

www.sjgames.com/gurps/lite/ 10 download
the PDF version. Or, when you order anything
from our Web site, you Can request a free copy
of GURPS Lite with your order.

TIle rules presented in this book are com
plete and usable, bUI you can find more options,
more detail, and more ideas in other books from
Steve Jackson Games. Once you're comfortable
with the Lite rules, you can pick up the GURPS
Basic Set and jump right into the aelion. see
Appendix B for more GURPS books which you
may also find of interest.

Under the Hood
For !.hose interested in mixing !.his game

with regular GURPS, Appendix C contains a
look "under !.he hood," explaining details
like how the Homunculus advanlage was con
structed, and the differences between !.he magic
system here and in GURPS Magic. This infor
malion is not necessary for a j-Ielfboy game, bUl
is included to make conversion easier.

weird science and technology around. most of
I-Iellboy's foes are demons. vampires. were
wolves, and the like. Ilowever, despite the fact
th:1t Hellooy himself was declared an honorary
human by the United l\'ations in 1952 and occa·
sionally shows up on 'IV, most people prefer to
keep their knowledge of the supernatural at a
subliminal le\·el. II's better for their sanity thal
way.

Dangers and demons notwithstanding. it's
not by any means a bleak or hopeless world.
Hellooy himself. and forces such as the Bureau
for Paranonnal Research and Defense, work to
defend humanity from pamnormal threats. with
plenty of power and resources at their
command. In other words, it's an ideal setting for
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adventurous heroes, and tales of mystery ancl
conflict - and for a roleplaying game.

About the Creator
Since he first joined the ranks of the comics

professional in 1982, Mike Mignola has worked
as an artist for every major publisher in the
industry, and it didn't take the young artist long
to become one of comics' most sought-after free
lance illustrators.

The popularity of his work is due largely to
its uniqueness - his bold approach LO
chiaroscuro rendering is a perfect match for the
dark, haunted sCllings of any horror tale, and
publishers have made the most of his talents by
hiring Mignola to work on a number of series
that became best sellers.

Despite the popularity Mignola enjoyed as a
freelance anisl, he had long entertained the idea
of writing and drawing his own idea for a comic
b<:xJk, based on a drawing he'd done one night
on a whim. That drawing showed a crimson
skinned man with horns on his head and a large,
indestructible right hand - a look of ferocious
determination in his eyes. Mignola named the
crea£ure HelllJOy, and from that drawing, a
rewarding and award-winning new career as the
owner of his own comics series-published by
Dark Horse-began.

Today He/lboy is published in six languages
throughout the world, and Mignola's audience is
growing evel)' day. Mignola has won numerous

Introduction ~\
\:'

best writer/artist awards for his contributions to
the comics industl)', and he was awarded 1998's
prestigious Eisner Award for Best Anthology.
Mignola's artistic influence can be seen in
Disney's 2001 summer hit Atlanlis, and the
motion picture Blade 2, for which the artist pro
vided creative and design consulting.

About the Authors
Phil Masters first manifested on Earth in a

hospital in Britain in 1959. Since then, he has
pursued various courses of arcane studies, a
process which culminated in his becoming a
roleplaying game \vriter. Aside from work on
numerous GURPS books, including Arabia"
Nights, Discworld, Discworld Also, and
Atkmtis, he has \vorked for Hero Games,
Hogshead Publishing, and White Wolf. He is
married, spends far tOO much time on his com
puter, but has still somehow managed to avoid
acquiring a cat.

Jonathan Woodward is a pat1-time freelance
writer and full-time computer profeSSional. He is
the author of GURPS Ogre and Trtmshumtl1l
Space: III The Wel~ and co-author of several
books for While Wolf Publishing's Trillity sci
ence-fiction roleplaying game. He is an obses
sive comie book reader and a collector of odd
statualy. He disclaims all responsibility for the
Chengdou Disaster; it was like that when he got
there. He lives in Massachusetts.

A Brief Timeline of Hellboy's World
(Note: Most ofthe characters and organiza

tiom mentioned here are described in more
detai/later in the book. See the index, pp. 206
207, for full cross-references. AppendiX A,
pp. 202·203, contai/lS a filII bibliography ojthe
publications in which these events are
described.)

1916: The mystic-monk Grigori Rasputin is
the target of an assassination attempt by ene
mies at the Russian court. He is poisoned, shot,
and thrown into a river. However, he is pre
setved by mystical forces; the being he comes
to know as the Dragon, Ogdru Jahad, speaks to
him, telling him of his supposed destiny. He
travels to Italy to recover and plan.

The 1930., In 1933, Adolph Hider becomes
Chancellor of Germany, and his foHowers
launch various schemes and projects in their
pursuit of power. Many of these are the work of
the "Special Group," founded by Nazi leader
Heinrich Himmler. Meanwhile, Professor Trevor
Bruttenholm, a British scholar of the paranor
mal, begins his studies of a possible haunting
site in East Bromwich. In AmeriCa, the crime-

fighter Lobster Johnson is active, sometimes
dealing with paranormal or exotic enemies.

On March 20, 1939, Lobster Johnson and a
team of American agent') and troops, con
cerned by reJXlItS of Nazi activities, attempt to

stop the launch of a rocket from Hunte Castle
in Austria. However, despite the destruction of
the castle, they fail. The body of the recently
assassinated Doctor Ernst Oeming, of the Nazi's
Special Group, is sent into space for the use of
supernatural entities which the Nazis have con
tacted. Nazi scientist Doctor Herman von
Klempt is seriously injured in the explosion
which destroys the castle, but is one of the vel)'
few survivors.

World War n, On September 1, 1939,
Germany invades Poland, beginning the war.
The Nazis are initially successful, but as the ride
turns, they seek paranormal and exotic
weapons and advantages in increasing despera
tion. In 1941, Himmler recruits Rasputin to the
Special Group, eventually leading to
the crealion of the shadowy "Project Ragna
Rok."

Continued on next page.
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A Brief Timeline of Hellboy's World
(Continued)

In 1944. Himmler proposes ~Project Vampir
Stunn" - the creation of a vampire am1Y. A del
egation including R.1.gna Rok member Usa
Haupstein trovels to Castle Giurescu. in
Romania, to seek the aid of
\'ampire Vladimir Giurescu.
A meeting is arranged
between Giurescu and
Hitler, and Haupst.ein falls
in Im'e with Giurescu.
However, after the meeting
in December. Hiller ordt:!r5
the arrest and execution of
Giurescu and his -family. ~

Shortly afterward. on
December 23, the Project
Ragna Rok team secretly trJvels to Tannagant
Island, off the coast of Scotland, and conducLS
a magical ritual enhanced by technological
devices. Meanwhile, a number of Allied agents
and experts, including Professor Bmnenholm,
L1.dy Cynthia Eden-Jones (Britain's leading psy
chic), and the American professor Malcolm
Frost, have learned something of what is
planned, and follow psychic clues to East
Bromwich. The Nazi ritual has no obvious
effect at its own site, but summons a powerful
magical being to Earth; the very young Hellboy
appears - in East Bromwich. seeing him more
as a child than a monster, the Allied learn keeps
him alive and takes him away for investigation.

In 1945, as the \var ends and evidence is dis
covered of the secret Nazi projects,
Bnmenholm and others seek the creation of an
agency to deal \vi(h paranonnal threms. Late in
the year, the Bureau for Paranormal Research
and Defense (BPRD) is founded, with
Bruttenholm as its first director. Meanwhile. the
Ragna Rok team goes into hiding on an island
off Norway. freezing themseh'es into suspend
ed animation. Similarly, Doctor von Klempt
goes to South America, and Rasputin hides in a
prehuman temple in the Arctic. placing himself
in magical suspension alongside the bizarre
monster known as the Sadu-Hem. Also. Berlin
freak~show proprietor Hans Chler acquires
Giurescu's skeleton and nees from Gennan)' to
America.

The ute 19405 and 19505, In 1946,
Professor Bruttenholm forrna.11)' adopts HeUboy.
However. Professor Frost has begun a cam
paign to have HelJboy killed as a supernatural
menace. The BPRD learns some of the truth
about Project Ragna Rok, bur nOi enough to
understand its connection ro HelllJOy. In 1952,
HeBboy is declared an honora!)' human by the

Cnited Xations, and becomes an agent of the
BPRD. Shortly afterwards. Professor Frost dies,
broken by the failure of his campaign.

Hellboy "'''eI5 the world throughout the
'50s, for his own education and as an
agent of the BPRD. Among many
other incidents, he bees a dragon at
the behest of the British-based Osiris
Club in 195-1, encounters the spectral
King Void in NOI"\\'a)' in 1956 (where
he is betrayed by Brurtenholm's
friend Edmond Aickman), saves a
baby from the Daoine Sidh of
Ireland in 1959, and in the same
year, encounters Doctor von Klempt
in South America. blll)'ing the Nazi

in the wreckage of his own lab. Meanwhile, in
1958. Professor Bnmenholm steps down 3S

director of the BPRD to return to investigative
work.

The 1960s and '70s: Hellboy continues his
work, slaying a goblin in 1961 and Japanese
cannib=11 heads in 1%7, shooting out the left eye
of the legenda!)' Russian entity. Saba Yaga, in
1964, and defeating an ectoplasmic monster in
1979. However, when Lady Eden-jones asks
him to re-open the East Bromwich investigalion,
he refuses. (She dies sholtly thereafter.) At the
end of the 70s, Hellboy meets archaeologist
Doctor Anastasia Bransfield, and they fall in
love.

Meanwhile, the BPRD becomes increasingly
welJ-established, recnliting new paranormal
agents. In 1973, an ll-year-old Kansas girl
named Uz Shennan manifests uncontrolled
pyTotechnic powers which kill 32 people,
including her own family. In 1974, she
becomes a ward of the BPRD, and eventually
comes 10 work for them as an agent. likewise,
in 19~8, a mysterious ~ftsh man~ is discovered
unconscious in a sealed laboratory in the base
ment of St. Trinian's Hospital in Washington.
D.C.; he is inveSlig..1.ted by the Bureau, named
~Abraham Sapien, ~ and becomes an agent (and
Hellboy's c1osesr. friend) in 19-9.

The 19805, \X'ith the BPRD well established,
He11boy ancl his allies find rhemselves fighting
\'ampires, black magicians. ghosts. and rat
beasts. Hellboy's relationship \vith Doctor
Bransfield fails in 1981. although they \york
IOgerher again in 1986 10 deal with an undead
Persian am1Y. In 1984. folklorist and historian
Kate Corrigan becomes a consultant to the
Bureau; she later joins the staff full-time, and
becomes a close friend to HelliJOy.

COll/inued 0" lle.\1 page.
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A Brief Timeline of Hellboy's World
(Continued)

The 1990s: As Hellboy and others continue
their now relatively routine work in the early
years of the decade, dealing with ghosts and
monsters, Professor Bmttenholm goes on an
archaeological expedition \vith members of the
eccentric Cavendish tUl1uy, who have a tradi
tional obsession \vith the Arctic. Unfortunately,
in 1993, they lind Rasputin.

In 1994, Bruuenholm (manipulated by
Rasputin) returns to New York and contacts
Hellboy, but is killed soon after.
Investigating, Hellboy (along with Abe
Sapien and Liz Sherman) encounters
Rasputin and Sadu-Hem at Cavendish
Hall, in New England. Rasputin is seek
ing to use I-Iellboy for what is said to be
his destiny - to bring aoout the end of
the world, by awakening [he unthink
ably powerful Ogdm Jahad. However,
Hellboy refuses to accept this role (the
first of several such refusals). Rasputin
then attempts to use Liz Sherman's
power for rhe same purpose, but he and
Sadu-Hem are defeated and destroyed.

Having learned something of his true
nature, Hellboy returns to East Bromwich for
the first time and dreams of his parents - a
witch and a demon. However, he persists in his
refusal to look too closely at the subject. Later
that year, he and Professor Corrigan (on her
first field mission) deal with the \verewolf
Grenier family.

Meanwhile, the Ragna Rok team awakens in
their hideout. In 1995, the ghost of Rasputin
contacts and dominates industrialist Roderick
Zinco, who travels to Norway to meet the
recently a\vakened Nazis, offering them his
resources. His company also begins supplying
subtly sabotaged equipment to the BPRD. In
1996, Ilsa H,:lUpstein kills Hans Ubler and steals
Giurescu's body. The BPRD investigates, cor
rectly guessing that the lx>dy will have been
taken back to Giurescu's castle. DUling the
case, over a half-dozen agents and employees
are killed or gravel}' injured. I-Iellboy encoun
ters the resurrected Giurescu and the supernat
ural being Hecate. who was worshipped as the
goddess of magic in ancient Greece; she, too,
has returned to activity, and begins seeking to
use Hellboy.

Unknown to the BPRD agents, most of the
Ragna Rok team, who have located and revived
von Klempt, are app<:lrently killed due to inter
nal personal squabbles. Meanwhile, Liz
Sherman has been drained of her powers and
life energy in a separate incident in Romania.

Hellboy and Professor Corrigan, seeking to aid
her, encounter a pair of medieval homunculi
(allificial beings). One of the homunculi is
destroyed; the other is rendered inen and taken
back to BPRD HQ. Eventually restored to "life, M

he receives the name Roger and becomes
another BPRD agent.

In 1998, Hellboy meets Father Adrian Frost
(son of Doctor Malcolm Frost). who convinces
Hellboy that his right hand is a grave responsi~

bilit)" as there is evidence that it is the
subject of an ancient prophecy. Slowly,
Hellooy is being forced to confront his
own origins. In 1999, Hellboy has fur
ther dealings with an old enemy. a
magician named Igor Bromhead.
Bromhead has allied with a minor
demon named Ualac, who tries to steal
Hellboy's power. Hellboy wins that
fight, and then meets the demon
Astaroth, who informs him that
Hellboy's crown - the symbol of his tme
power and destiny - will be kept for

him in Hell.
Recent Events: In the year 2000, around

the time that Hellooy and Abe Sapien are deal
ing with monstrosities out of Norse myth in
Scandinavia. Liz Shennan quits the Bureau and
goes looking for mystical help in controlling
her power. Thus, in 2001, it is Hellboy and
Roger who go to Hunte Castle, where the Nazi
rocket launched in 1939 is about to land.
Lobster Johnson appears. to aid in their fight.
They encounter von Klempt and his allies, and
the monster which the rocket has brought back
to Earth - the "Conqueror Worm." In the shad
o\vs, the ghost of Rasputin is still trying to
exploit Hellboy, but after the Worm is defeated,
Hecate confronts Rasputin, tells him that
Hellboy is not his to control, and then obliter
ates him almost entirely.

In the wake of that case, and seeking to deal
with the recent revelations about his nature,
Hellboy quits the BPRD. Other paranormal
agents are considering doing the same for thelr
own reasons, \vhile Johann Kraus, a medium
who was transformed into a being of ectoplasm
by a psychic caraslrOphe, joins the team. Before
anyone else actually depaIlS, however, in 2002,
Abe Sapien receives a psychiC distress call from
Liz Sherman, and he, Roger, Professor Corrigan,
and Kraus set off to rescue her from
Hyperborean beings at the Earth's core. Liz's
decision to return [Q the Bureau convinces the
others to remain.
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Chapter One

Creating Characters
A game needs mles. To ensure thai the dis

cussion of game-related mauers makes sense.
we've put them early in the book. lhis chapter is
about creating characters in game temlS; !.he next
is about the process of play. Anyone who wanlS
to know morc aboul Hellboy's world is welcome
to jump ahead for now, and come back (0 this
mechanical sluff later. and anyone who already
knows GURPS can skip these two chaplers. but
things may be easier if you work through the
IxxJk in order.

As already memioned, the Hellhoy
Sourcebook llIId ROleplaying Game uses
GURPS Lite, a basic version of the GURPS role
playing rules. 111~lt'S what makes up these first
(wo chapters. The description of character cre
ation naturally makes a few references to the
process of play. Don't wany if these seem a lit
tle strange in places - all will become clear soon
enough.

Character Design
Creating a Chaf<ICter is the f1rst palt of the

game, and one of the most importanl. The whole
idea of roleplaying is to take the part of another
person - a "character" that you create. The
GURPS system leLS you decide exactly what kind
of hero you will become.

The usual \yay to create a character is to
design him. JUSt as though he were a character in
a story you were writing. Stan by deciding what
rype of person you want to be. You can lake
your inspiration from a f1ctional hero or heroine
- or create your new "selr from the ground up.
i\'umerous charaders from the Ilel/boy stories are
detailed in game terms throughout this book:
you can take them as examples. both of how to
use the rules and of l..he sorts of people who
appear in these slories.

Once you have some idea what son of per
son you want to play. it's time to bring him [0

life!
Cbaracter S1011es: A "charader story- is the

history of a game characler, wrilten by the per
son who plays that character. This is a great aid
to roleplaying. You may even want to write lhe
story first (or at least some of it), and then work
out your character's actual stats. A story can real
ly help bring your character to life. You don'l
have 10 do it - but it's recommended.

If you wrile the story down, you should show
it 10 the GM, bUI nOl necessarily to the other
players. After aIL your charader probably has
some secreLS. even from his friends.

Character Points
When you create a charader, you SIan with a

certain number of characterpoillls to "spend" on
abililies. In many games, we recommend 100
poinLS for a heroic human character. However. if
the chaidcters in your game are going to be
BPRO agenLS. we recommend a higher slarting
tOlal, because BPRD agenLS are reqUired to
spend a significant number of poinLS on special
~Bureau-relatecl" advantages. If Ihe chaiJcters
are supposed to possess eXliJordinary abilities
or lraining as weI/ as BPRD membership, the
tolal can go even higher. Suggested point levels
for BPRO campaigns are discussed on p. 101.

If you aren't planning a BPRD campaign, all
sorts of levels are possible, from "averJge folks"
at 25 points, to superbeings of 300 poinLS or
more. However, 100 is a gcxxl number for capa
ble but realistic human beings.

The follOWing sections describe things you
can spend your character !X)inLS on. Posilive
traits (e.g., great strength, wealth, bener than
average appearance, skills) cost poinLS in pro
ponion to their value. Negative traits (e.g..
weakness, bad sight, poverty, fear of heights)
give you extra poinLS that am be used to buy
more positive LmiLS.

Attributes
Four numbers called "altribtlles~ are used to

define your basic abililies:
Strength (ST), a measure of "bra\Yn~ or phys

ical muscle.
Dexterity (DX), a measure of agility and

coordination.
Intelligence OQJ. a measure of bminpower.

alertness, adaptabiliry, and general experience.
Health (HD, a measure of energy and vitali

ty. For most humans. HT also delennines the
charader's number of hit poinLS.

The four attributes are generally considered
equally valuable. However, because some (most
ly nonhuman) characters have superhum<ln
strength, which is useful but not as overwhelm
ing as other superhuman atLJibutes, there is a
special COSt scheme for ST. 'J11e lX)int COSl for
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Glossary
Like any hobby, roleplaying games have

their O\vn unique language. To help you
understand the conceptS and terms used in this
game (and orner RPGs), we'll &art with a few
definitions:

roleplaying game (RPG): A game in
which the players take on the personalities of
imaginary individuals, or ,baraeten;, in a fic
tion~i1 or histonc.i1 game world, and decide and
describe how those characters would act.

Game Master (GM): The referee, who
chooses the adventure, talks the players
through it, and administers the results.

character: Any being (person, animal,
whatever) played by the GM or a player in a
RPG.

player character (PC): Any character
played by one of the players. Typically, each
player controls a single character.

nonplayer character (NPC): Any charac
ter played by the GM. The GM may control
many characters, major and minor.

stats, or statistics: Numbers rating a char
acter's abilities, used to detennine what each
one can and cannot do. See pp. 20-21.

party: The group of PCS taking part in the
adventure.

hit points and damage: Characters (and
objecrs) have a certain number of hit points,
which measure how much damage they can
withstand. Likewise, weapons and other
anacks do a certain number of hit points in
damage if they hit. 111is is explained in more
derail in Chapter 2.

Damage Resistance (DR): Annor provides
Damage Resistance, and some beings are lucky
enough to have "natural" DR of their own. It
subtracts from [he damage done by most
anacks, as explained on p. 70.

reaction roll: A dice roll to check how an
NPC responds to another being. See pp. 60-62.

Will roll: A dice roll to see if your charac
ter musters the strength of will to do something
painful or frightening. See p. 65.

beginning atlributes is given in the table below.
NOle lhal a score of 10 in any atlribute is free.
since 10 is "average'" Scores below 10 have a
negative COSI - in effect. tlley "give you back"
some points!

An altribute of I is Ihe lowest score penniued
for a human. There is no upper limit to any
score. For each auribute. a score of 10 represents
the hum:m average; anything from 8 (0 12 is in
the range considered "normaL" Scores above 16
are definitely unusual; scores above 20 are
:superhuman.

Quick: Contest: A pair of dice rolls to estab
lish who succeeds when twO charaaers are
attempting opposed acts. see p. 60.

game world: A background for play; the
seuing for an adventure. A GM's own fantasy
creation or a published setting created specifi
cally for gaming are both examples.

adventure: The basic "unit" of play in a
RPG, sometimes called a "scenario." An RPG is
never over until the players want to end it, but
a single adventure will have a beginning and
an end. It may last through several sessions of
play, or be done in a single evening.

encounter: One ~scene~ of an adventure. A
meeting between the player characters and one
or more NPCs,

campaign: A continuing series of adven
tures. A campaign will usually have a continu
ing cast of player charaaers, and the same
Game Master (or team of GMs). A campaign
may move from one g..1.me world [0 another,
with a logical re'dson.

race: The species to which you belong.
Nonhuman characters (elves, halnings, or
Martians, for example) are common in some
RPGs. In the world of /-leI/boy, most characters
are either humans or unique supernatural
beings, rather than members of clearly defined
nonhuman races, but homunculi and other
entities can be treated as "races" for game pur
poses.

Dice
The He/lboy RPG uses ordinary six-sided

dice. A number of dice may be abbreviated as
a ~d~; for example, "3d" means thai three dice
are rolled and added together. In many cir
cumstances, the "dice+adds" system is used; for
example, if a weapon does "4d+2" damage,
this is shorthand for "roll 4 dice and add 2 to
the tOOlI." Likewise, 3d-3 means "roll 3 dice and
subtraa 3 from the tOlal.~ For really huge num
bers, dice Cdn be muhipliecl. "ZclxlO" would
mean "roll 2 dice and multiply by 10." See pp.
59-62 for descriptions of the types of rolls
which may be required.

Image and Looks
'111is defines your character's intrinsic -social"

traits: appearance, manner, and bearing. Trail')
with positi\'e point \'alues (e.g.. abo\'e-average
Appearance. Voice) are considered adL'l:l1Itages
(p. 28). Others (e.g.. belo\\,-:I\'erage Appearance.
Odious Personal Habit~) have negative \'alues.
and are treated as disadL'{mtages (p. .36). Still
others (heighl and weight. handedness) merely
add "color."
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Each +1 to OX, IQ, or HT above 18 costs +25 jX>ints,
Special Strength Costs: ST up to 15 costs points as on the table above.

From 16 to 23, each point of ST costs +10 character points. From 24-30, each
costs 5 points, and each +1 ST from 31 on costs just 1/2 point. TIlis nile
reflects the fact that vast strength, while cel1ainly useful, has relatively limit
ed benefits compared to extreme levels of other attributes, while very strong
characters should be possible in Hellboy games,

E"wlmple: Morhark the Ogre, a being out of legend, h3S ST 42. This costs
60 (for ST IS), plus 80 (to raise it to 23), plus 35 (raising it to 30), plus 6 (for
the last +12), for a total of 181 character points,

Attribute Costs

Note that many of these advantages and dis
advantages affect the reactiOIl rolls made by
l\'PCs (pl'. 60-62).

made by the same sex: +4 on reaction rolls made
by the opposite sex - as long as the species are
the same or similar. 15 poiflls.

\'£'1)' IIClllt/s01lle (or Betllllifl//) Appearance:
You do enter beauty contests - and you ii'in. +2
on reaction rolls made by the same seX: +6 (!) on
reaction rolls by the oppOSite sex. 25 poillls.

Charisma 5 poillts/level
This is the ability to impress and lead others.

Anyone C".ln acquire a semblance of charisma by
good looks. good manners. and intelligence. but
real chari~ma works indeJXndently of Ihese
things, and yOll either ha\'e it or you don·t.
(Hellboy has itD It affecl:, any reaction roll made
by any intelligent creature. Cost: ') points for
each +I reaaion Ix>nus.

Disturbillg Voice -10 poillts
Your voice is <xld, in a way th3t seriously

annoys other people. '1lis may be as Simple a:,

a bad stutler, you Illay h;n-e to use a mechanical
device to speak. or you Illay ha\'e the doom
laden tones of a greater demon. It gives yOll -2
to reaaion rolls when YOll ha\'e to talk to an
Nrc. and some skills im'oh'ing speech (e.g.,
Fast-Talk or Diplomacy) ~lre impossible for you.
You Glnnot combine Ihis with the \'Dice aeh'an
tage (below).

Halldedlless 110 POillt cost
Decide whether you are right- or left-handed.

1l1ese niles ~lssume yOll are right-h'lIlded unles....
you decide olher\\'ise or pay the points to be
ambidextrou~. There is no point IXHlllS or penal
t)' for being left-handed.

Whenever you Iry to do anything significant
- fire a gun. S~IY, or forge a leHer - with your

Poi"t Poillt
Attribute Cost Attribute Cos'

-20 13 30
8 -15 14 45
9 -10 IS 60
10 0 16 80
11 10 17 100
12 20 18 125

Poin1
Cost
-80
-70
-60
-SO
-40
-30

5
6

Attribute
I
2
3
4

Appearallce Varies
YOll are free (0 set the physical appearance of

your character ho\\'e\'er you like. IIm·.ever. 00(

standing good (or baeD looks are considered
ac!\'anL'lges (or disadvanlages), Good looks cost
points: bad looks give yOll bonus points (0

spend elsewhere.
Honific Appearance: Limited to the most bla

tantly 1I1111a1Ural monsters and horrible alien
races. not normal humans. this level of appear
ance causes normal humans not only to read (0

you al -6. but also to make Fright Checks (p. 65)
on first meeting yOli. -30 poiNts.

.\1 OilS I rOil S

Appearal1ce: \X!hile
not afl1omalica/~)'

terrifying. a mon
strous character is
unpleasant to vie",.
and clearly not
human. Normal
humans react to
you at -5, and usu
ally treat you as a
monster. not .. sen
tient being, -25
pail/IS.

I-lideolls
Appearance: Any
sort of disgusting
looks the player
specifies: hunch
back. severe skin
disease, wall-eye .
preferably several
things at once.
These looks need
not be unnatural or monstrous, just bad. You
have -4 on any r~laion roll except by totally
alien cr~ltures or by people who cannot see you.
-20 poillls.

L'gl)' AppearcOlce: As Hideous, but not so bad
- maybe only slrin!,')" hair and snaggle teeth. -2
on reaction rolls, except as alxJ\'c. -lOpoil1/S,

('"aurac/il'e Appearcl1Ice: You just look
vaguely unappealing. -Ion reaaion rolls by
members of your o\\'n species, but no penalty
for other sJX.-'<.'ies - this problem is too subtle for
them to notice. -5 poil1/s.

ALl.'rage AppeClltmce: :\0 bonuses or penal
ties of ,my type: you can blend easily into a
crowd. 1"0 point cost or bonus.

AUracliLl.' ApfX~rtl11ce: You may not enter
beauty conte~ts, but you're definitely good-look
ing. + 1 on all reaaion rolls by your o\\'n species.
5 poil/ts.

Handsome (or Bealltifl//) l1p/X!a/wlce: You
cOl/ld enter beauty conte....!.'>! +2 on reaction rolls
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"off' hanc!. yOll will be at ~l -4 penalty 10 your
skill or attribute. This does not apply (Q things
yOll HOf'l/W/(1' do with your off hand. like using

'I.shield.

Ambidexterity 10 poil/ts
You C::I1l u.se both hancl... \\ iIh equal skill. You

do not .suITer the 4 r~nalt)' for lIsing an "off
hand" like 1l10~( people do. and can fight (or act)
\,"llh either hand <though not necessarily both at
once),

Height a"d
Weight 110 poirzt cost

Pbyel3 are fn..:.e (0 :,elect height and ,,-eight
for their Ch~lrJCle~. \\ ithin reason. The table
Ix:lo\\' can I~ 1I'>C..'X! to dt.'h:nnine -average"
height and \\eight. A\crage height is based on
your ST ~ore. Weight. in turn. is hased on your
height. As much as 6" \'ariation in height and --lO
Ibs. \"ariation in \\(~ighl is hclic\'ahle. but anyone
wilh ~l be(ler-lh~Il1-:I\'erage appearnnce should
haH" a \Veight within 2000 of ~a\·erJ.ge" for his

height.

For each inch of height over 6'3", add 10 lhs.
to ~I\·el.lge \Veigh\.

This tablL' ~l~...umt::, a 20th~century male. For a
female. :,ublr..lCt 2" from merJ.ge height and 10
Ib~. from a\L'rage \Veight. Weight is always deter
mined after height.

Dll'tllfislIl ·15 poil/ts
Determine your height nonllally. and then

reduce it hy &Yo: like\\'i~. determine your I\IO\'C'
and then reduce it hy 1. and detemline your
jumping dbtance a~ though your ST \Vas '-I less.
You may not h~l.\"e "A\·crJ.gc" aprx:arancc: you
are either thought unappealing or "cute and
charming." You :l1...o ~uffer all sorts of minor
incol1\enience~. :H thL' G~r", option. lIowc\'er,
ranged :lIlack", on you are at 41: you are a small

er targel!

Fat \ 'aries
For~:; poinb. you are Ol'el1l'eigbl. Detennine

\\eight norl11311y for ST. and then increase it by
.3000. Being O\ef\\eight carries a reaction penal
ty of -1 in he~l1th-consciou:- scx:icties and areas
\\-here fexxl i.... in L':-'IJecially ~hon supply.

For ~ 10 paints. you are Fat. Determine \....eight
normally from ST :ll1d then increase it by SOO-c..
Thb gi\t:~ 41 on (//1 rL'~lction rolls: liT may not he
greater than I~.

For ~20 points. you are £"Iremely Fa/.
Determine weight normally and dOl/ble if.
This gives ~2 on all reaction
rolls: HT may not be
gre~l1er than 13.

In all cases, the extra
weight counts 3S enCU1l1~

br.lnce (see p. .,6) which you
cannot get rid of. (Exception:
lhi~ does not count against
you when swimming.) If you
are Elt or Extremely Fal. nor
mal c1olhe~ and amlor will
not fit you. and yOll will be
at ~:$ to Disguise, or to Shadowing if you are tl)'4
ing to follow ~meone in a crmYd.

Fat people gel +S to their Swimming skill. or
+2 if merely O\·erweight.

Skillny ·5 poillts
After figuring your height. take "average"

weight for that height and cut it by 1 3. You may
not take Handsome or Very Handsome appear~

<:Ince. and your liT may not be more than 1<1.
i\'ormal clothes and armor \vill not fil you, and
YOll will be at ~2 to Disguise. or to ShadO\\'ing if
you are Hying to follow someone in a crowd.

Unnatural Feature -5 points
per feature

YOli look more or less normal. except for
some \'eIT ol)\"ious strnnge feature. This may be
supernatural in origin. but it may just as easily be
the resull of ~me weird medical condition or
"scientific" accident. Hellooy has the L"nnatural
Feature of looking demonie: Abe Sapien's
appearance i~ also an Unnarural Feature. Such
features can usually be concealed. but only '\vith
effon. The are nOI aUlomatically hideous
(although they may explain why you have a
poor Appearance). but they are lerribly illCOll~

l'el/iel/l, making you easy to describe and iden~

tify and sometimes triggering fear or hostility
from superstitious or paranoid folk.

Odious Personal Habits
-5/-10/-15 poirzts

You behave, some or all of the time, in a
bshion repugnant to 01 hers. The worse your
behavior, the more bonus points you receive.
Specify the behavior when the characler is first
created, and work the bonus out with the GM.
Body odor might be worth ~S points: spitting on
the Ooor would be \\'011h -to points; ~15~point

habits are the domain of evil scientists. man-eat
ing goblins. and the like.

For each 4" points your habit is wOIlh. sub
tf:.ld I from all reaction rolls made by someone
in a poSition to notice your problem. This reac~

lion penalty is for members of your own race; it
is up (0 the GJ\I to handle differing read ions
from other races.

SF HeiglJl Weigbt
10 ;'9" 1;0 1b5.
II 5'10" 1;; Ib5.
12 ;'11" 160 Ib5.
Ij 6' 16; Ib5.
14 6'1" 170 Ib5.
I; 6'2" 180 Ib5.

16+ 6'3" 190 Ib5.

SF HeiglJt Weigbt
;'2" or less 120 Ib5.

;'3" 130 Ib5.
1~~ ~'4" UO Ibs.
6 SY lj~ Ib:..
7 ;'6" Ij; Ib5.
8 ;7" 1401b5.
9 5'8" 14; Ib5.
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Voice 10 points
You have a naturally clear, resonant. anraaive

voice. Vou get a +2 bonus on all the following
skills: Bard. Diplomacy. Politician. Savoir-Faire.
Sex Appe<lI. and Singing. YOli also gel a +2 on
any reaction roll made by someone who can
hear your voice.

Social Standing
This section contains Il.Iles for defining your

character's e.vl1'1/Sic social traits - his place in
society. As for Image and Looks. above, trailS
with positive point values ,Ire advantages, while
those with negative values are disadvantages.

Clericat Investment 5 points/
level of rank

'111is is the social and political advantage of
being invested as a cleric of your religion. Il rep
resenlS your standing and innuence within the
church. You ha\"e a number of powers and priv
ilege:>. including a +1 reaction bonus per le~"f!1of
rem/.! from followers of your religion and those
who resped your failh. You are addressed by a
tille - Father, SiSler. Reverend, Shaman - and
may perform .such ceremonies as confirmation.
marriage, and exorcism. You prob~lbly also need
a good level of Theology skill (p. 47, under
I-II/memities), and likely some kind of Vow (p.
40, 10 qualify for this posilion,

In many lands. Clerical In\'e.stmenl c.mies
aulOmatic Status (pp. 25-26), which need not be
paid for sep~lI<ltely. The default is one free level
of Slatus for every 3 levels of l'<:ll1k, rounding to
lhe c10sesl number.

For reference, a junior parish prie.st or village
holy man is cleriCal rank 1, a bishop mighl be
around rank 5. and figures .s-uch as the Pope or
the Dalai l...:,ma have rank 8, Ihe highesl possible.
Also remember thai monks ~lI1d nuns are often
not ordained: they cannot conduci services or
command the resources of their church. and
hence lack Clerical Investmem (although they
may ha\'e a jXlSith·e Reputalion for holiness).

Duty Varies
You have a signifiCant responsibility toward

others. Duties usually come from jobs such as

soldiering, law enforcemem, or working for the
BrRD. By definition. a dUly is imlX>Sed from OUI
side, but you are also personally commined 10

that responsibiliry.
'nle G,\l rolls 3 dice at the beginning of each

advemure to see if each character will be ~called

10 duty~ in that advenlure. The Ix>inl cost of a
duty depends on Ihe frequency with \vhich it is
demanded:

Almost all the time (roll 15 or less): -15
points.

Quite often (roll 12 or less): ·IOfXJil1ls.
F~lirly often (roll 9 or less): ·5 jXJinls.
Occasionally Croll 6 or less): -2 points.
To be Significant, a duty should be danger

ous. An ordinalY job is not a "duty.'· If a duty
does not require you 10 risk your life. at lea:--I
occasionally. reduce its value by 5, which
negates those less frequent than "quite often."
Conversely, an £ytremel), Ilazardolis Out)' (typ
ical of some s(X."Cial forces units and ninja clans),
where you are 4 0n duty, ~ risking death or seri
ous injury. ne'arly all the time, is wonh ·20
points.

An Involu11lQl)' 0111)'. which is forced on you
by mind control. threats to Joved ones. etc.. is
wonh an e.Ylra -5 points.

A R£programmable Out)', \\'onh -25 points, is
a speCial case of a full-time Involuntary Duty.
usually only found among robOls and supernat
ural creatures. II means that the master you must
obey can be changed in some way not under
your control; you have a computer brain which
can literally be reprogrammed, you are magical.
Iy bound to obey the bearer of a panicular
amulet, or whatever.

Legal El1forcement Powers
5/10/15 POi1lts

You are an officer of the Jaw. with all Ihe
accompanying rights, po\vers. and restriaions.
In some places. this amounts to a license to kill:
in Olhers, it's linle more than the right to carry a
badge and write parking lickcts,

The jx>inl cost is determined by the rights
and privileges of the character's br.Inch of law
enforcement. Generally, a policeman with local
jurisdiction, the ability to arrest suspected crimi
nals, the right to perform searches with an
appropriate warrant, ~lJ1d possibly the right to
carry a concealed we::lIx>n, has 5 IXJints' wOl1h
of Legal Enforcement Powers,

Someone with national or intcrnational juris
diction. or not obligated to respect the civil rights
of others, or free to engage in cm·ert investiga
tions, or able to kill wilh relative impunilY. must
pay IO poinL'i.

An officer with three or more of the above
abilities has 15 points of Legal Enforcement
Powers.

Legal Enforcement Powers usually go hand
in-hand with an appropriate DUly (see above)

24



and a Reputation (see IJelow) which may be an
advamage. a disadvantage. or ooll1. Incidentally.
BPRD agents aren't government employees. and
dou't ha\'c these powers. although the BPRO's
influence enables them to get away with quile a

lot.

Military Rallk 5 poillts/level
~lilitm)' Rank (abo called "grnde-) reOeclS

your position in a military or paramilitary organ
ization. beh r'Jnk has audlOrity over lesser ranks
- regardless of personal ability. Enlisted men are
lypically f'3nk O. l'\COs will he rank 1 or 2. and
officers will be rJnk 3 or higher. with generals or
the equi,"alenl being at least rnnk -. It runs up 10

rank 8: titles of rank~ vary between organiza
tions.

In many lands. I\lililary Rank carries automal~

ic Status. which need flot be paid for separately.
The ddault is one level of Status for every 3 lev
els of rank. rounding to the closest number.

l\lililary Rank almost alwa),s ill\"oh"es a signif
icant Duty (see ~IIJOve).

Reputation Varies
Some people are so well-known that their

reputation becomes an advJntage or a disadvan
tage. For game pU'lJOses, reputalion affects the
reactiOIl rolls made by NPCs. The details of your
reputation are emirely up 10 you; you can be
known for bravelY, ferOCity, eating green snakes,
or whatever. If you have a reputation, either
your name or your face will be enough to trig
ger a "reput~ltion roll" to see if the people you
meet luve heard of you. Roll once for each per
son or small group you meet. For a large group,
the GM 1ll~IY roll more th311 once if he likes.

There are three comlJOnents to your reputa
tion, TJpe oj &1)///(Itloll, People Affected, and
Frequency oj Recognitioll.

Type of Repu«ltion affects the reaction mod
ifier that you get from people who recognize
you. For every + 1 bonut> to a re-.Jction roll (up to
+.... ). the cost is '5 points. For every -1 penalty (up
to -<I), the cost is -S lX>ints.

People Affected modifies the value of your
reputation. '111e larger the -affected c1ass- (pe<r

pIe who might have heard of you). t..he more
your reputation is wonh. as follows:

t:i'l!I)'OneyolIll'i11 meet in YOllrcampaig1l.· use
listed value.

Large class oJpeople (e,g.. all people of a par·
ticular faith. nationality. or common profession):
1 2 value (round down).

Small class oJI)(:'Of)/e (e,g.. anyone from a spe
cific town, every wizard in Alabama): 1 3 \'alue
(round down),

If the class of people affected is 50 small that,
in the Gj\l's opinion, you would not meet even
one in the average adventure, your reputation
doesn't count at all.

Creatinp, Characters ~:

Frequency of Recognition also modifies the
value of your reputation. The more often you
are recognized by members of the "affected
class. ,. the more important that reputation is:

All the time: no modifier.
Sometimes (roll of to or less on j dice): I 2

value. rounded down.
Occtlsionally (roll of - or less on 3 dice): 1 3

value. rounded down.

Social Stigma -5/-10/-15 points
You are of a Idce, class, or sex that your cul

ture considers inferior. The ~stigmaM must be
obvious to anyone who sees you: otherwise it's
a Reputation. Tne lX>int bonus depends on the
reaction penalty:

Si.~ofld...dass ci/izell (e.g.. members of some
immigrant groups in the early-20th-century
United Slates): -5 poiNts. ~ I on all reaction rolls
except from Olhers of your own kind.

\'a/uab/e prope/~)' (e.g.. homunculi. women
in seriou:>ly sexist cultures): -lOpoillts. This usu+
ally take:> the form of limited freedom or lack of
intellectual respect.

,lliHon'tygroup (e.g.. memlX'TS of the "wrong"
race uncleI' an apanheid-style regime): -10
PO;lIls. -2 on all reaction rolls made by anyone
except your own kind, but +2 on rolls made by
your own kind.

Outsider, outlaw, or barbun'un (e,g.. an
Untouchable in backwoods India): -15 points.
This only applies if the "barbarian" is outside his
own culture. You get -3 on all reaction rolls. but
+3 from your own kind when met outside your
home culture.

Anyone who takes a Social Stigma must be
bound by it. Roleplay the difficulties it causes!

Status Varies
Status is an indication of your class in socie

ty. Il'S usually prell')" easy to detennine your
Status by looking at you. your dress. and your
bearing, If you have very high Starus. your face
may be easily recognized - or perhaps your gag
gle of hangers-on will get the message across.

Status is measured in levels. In a modem-day
game. lhese range from -2 to -: see the table
below. Tne point cost is 5 points per -Ie\'er of
Stalus; e.g.. Status 5 co.o:;ts 25 points. while Status
-2 is a -lo-point disadvlIlIlage.

High SUI/Us: High Status means that you are a
member of the ruling class in your culture. As a
result, others in your culture (only) will defer to
you. High Status also carries numerous minor
pri\·ileges. Because of the common relationship
between Status and \X'ealth (see below), a
\Xealth level of \Xeahhy or above lets you pay 5
fewer points for high Status. In effed. you get
one level of Status free.

LOlli Stat liS: You are a despised criminal or
gheua-dweller, 1\'ote thaI this is not the same
thing as a Social Stigma (see abm"e).
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Other Types ofRank
In some games, nonmilitary organiza

tions may have formal rank structures akin
to Military Rank or Clerical Investmenl. If
the GM decides that an organization works
like this. then similar costs and rules apply
(including the option of 1 free Status level
per 3 levels of rank),

Ordinary civilian corporatiOns, howc\'cr
hiemrchicaL don't grant rank; the organiza
tion has to be approximately as fomlal and
disciplined as a regular ann)'. 111C BPRD, in
[he Hellooy stories, doesn't grant rJ.nk,
ahhough it aas as a Parron and imposes a
Duty: it's a relali\'e1y relaxed, civilian-style
organiz.1Iion, Howc\'cr. Olhcr agencies may
be more formal.

StatHs as {f Reactiol1 .l/cxlifiel~ \X'hen a reac
lion roll (pp. 60-61) i:-. made. the relative Status
of the char:lclers in\'ol\'(.."CI can affect the reaction.
HiRber Status IIsuo/~)' gil'C..IS )'01/ (I hOI/liS. If you
hJye Sratus :\ for in:-.wnce, those of Sratus I
\yould re~lcr ro you at +2. (However. some low·
St::ltuS people hare or despise the "upper class
es," and may. :It the G~rs oprion. react badly to
YOll.) t\'egalil'e Srfl1l/s l/SIUtl(1' p,ill(~ ({ !Jel/aIZ)'. If
your Slatus is negative, those of higher St:ltUS
will react b:ldly to you. Take the difference
between your Status and the NPCs as a reaction
penalty, but no worse than -4. LOlller Status ma)'
give a pellall)'. If you are dealing with an NPC
who is basically friendly, your Slatus won't maI
ler (as long :IS iI's posili\,e), BUI
if rhe NPC is neulral or alre<ldy
angry. lower Slatus makes it
worse.

Cost o/Ul'illg E\'ef)' StaluS
le\'el has :1 monlhly "cost of liv
ing, - which includes food.
drink. :lnd accommodation, If
you em'l afford to li\'e as your
Status dict:lte:'l, you slip down a
level for at lea;:;t that monlh.
and may :'Iuffer a temporary or
permanent neg:lti\'l,~ reput31ion 3S a cheapskate
or ff3ud,

Wealth
\\ealth gm ems:
(a) how much money you :>lart play wirh:
(b) how much money you earn per game

month (though thi:> depend:> on your specific
job. 1(0):

(c) how much lime you muM ~pend earning
your li\'ing,

All ch~lr::lCler:-. gel Ihe campaign's ·standard"
staTting \\'e:dth llllle:-.:-. Ihey p~lid extra cl1:1r:lCier
point:> for \'\eahh or look Ihe disa<.h'antage of

Po\'erty, RealisliGllly. chaf3cters with a "settled"
Iifeslyle should put 8()O/o of their st:lrting wealth
into home. clothing, and so on, leaving only 200b
for "adventuring" ge:lr. Characters with "'unset
lied" lifeslyles have no safe refuge 10 call home.
may ha\'e problems with credit ralings and rhe
like. and are vulnel.lble to having much of rheir
property raken away from them by misfortune or
enemy aClion,

For simplicily. GURPS uses a S sign ro indi
care money. regardless of Ihe specific seuing,
Standard. aver::lge starting \yealth is S I 500
during \X'orld \X'ar II. S;,()OO in the mid-20th
cenruf)'. :lOd SI;,000 in the late 20tlvearly 21st
century.

Wealth Varies
Dead Broke: You ha\'e no job. no source of

income. no money. and no property other Ihan
rhe clothes on your b~lCk. Either you are unable
10 work. or Ihere are no jobs, -25 points,

Poor: Your starting wealth is only I 5 the
a\'erage, You spend 50 hours per week at your
job. Some jobs are nOI available to you, and no
job you find will pay you \'ery well. -/5 poillts.

Strugp,liug Your slarting \\'e,lIth is only 1 2
the average. You spt:nd '-10 hours per \\'eek al

your job. MOSI jobs :If{.~ open to you, but you
don't earn much. This is appropriate for a 20th
centul)' student, for example, -10 po;'ltS.

;Il'emge: You h:lve :Iverage slJlting \vellth.
You spend 40 hours per week at your job, and
support an aver~lge lifestyle. No poinls.

Co,,~/oI1{1ble: You work for a living, but your
lifestyle is betler than :I\'erage. You spend 40

hours IXI' week at your job. Your
starting wcallh is twice the :l\'er
age. /0 poiflls.

\Fealtby: Your staning ",'ealth is
S limes the average: you li\'e \'el)'
well. Your job lakes only 20 hours
per w<..:.ek. l11is level of \\'ealth, and
higher ones. may not be chosen
wilhout the permission of rhe G,\I!

20 points.
\e,y \\"ealthy: Your starting

weahh is 20 times Ihe ;l\'erage, You
sJX"nd only to hour:-. a \\'eek looking afler busi
ne:-...~ (thi:-. i~ hardly a "job"), 30 points.

Filthy Rich: Your starting wealth is 100 times
rhe a\'erage. You :>pend to hours a week on
business, You C".:In buy almosl an)1hing you \\':llli
\yithout considering rhe cos!. 50 points,

.\fllitimilliolloire: Once you h:I\'e purchased
the Fihhy Rich ad\'antage. you l11<ly buy addi
tional levels of \Xe:llth, Each le\'e1 increases your
\yeahh by :1 bClOr of ten k.g.. the first le\'e1
",'ould incrcase tOlal wealth to 1.000 x the aver
age). Each le\"(~1 also gr::llllS a free le\'e! of Status,
to:l m:lximum of +2 o\'er the free le\'e! already
gi\ en for high \\'e:llth, 25/XJi1/I.0end.
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Friends and Foes
I\lany character~ have t\PCS \vl1o 3re espe~

dally well- or ill-dbp0M:.'d loward them.
Powerful friel1d~ you Gill call upon in limes of
need are an a(/c(lJI!tlge: weaker friends you
mu~t defend :lre a diS/ldcoH/age. a:-. are power
ful enemie:-..

Freq/le"l.)' o!Appearallce: \'('hen a charaaer
ha~ friencb or enel11ie~ like this. the G,\! rolls :3
dice once per <lch'el1lure to see if they will get
imoh'ed. 111t:' chance of :1 powerful friend show
ing lip or Olherwi::.e aiding yOll. or of a wC'dkcf
friend or an enemy :-.omehow complicating your
life. b called hi:,> frequency ofappearance. 111is
adju:'>b :111 :\PC:-. value :1:-. an ad,"al1lage or db
advantage. after :111 OIher factors 11<1\e been con
sidered. as follows:

-16 points; one who is built with 1 to 25 points
is worth -12 IX)ints: one built n"ith 26 to 50
poinb b \\'orth -6 pOints. A Dependent built with
51 + point.', i:-. not worth any bonus points.

The more import,l11t the Dependent is (0 you,
the more you muhiply his worth in points. For
an employer. acquainwnce, or other person you
may weigh rbk,:, to in a rational fashion, balLY?
the \'alue a!x>\'e. For a friend you mUSl alu'{/)'S
proted, unles.... somelhing even more important
i:, on the line. usc the listed \·alue. For a loved
one \\hose :-...1.fety come::. flrsL no mailer whaL
double the Ii~ted value.

Finally, pick a fn..'quelKy of ap[X"arance (see

above) that fib the "staT) behind the
Dependent.

~o ch~lrnder may e\'er earn lX)inLS for more
than t\\'o l:>t-pendenLS.

Appears :dmost all the time (roll of 15 or
less): Inple cost

Appear~ quite often (roll of 11 or less): dou
ble cost,

Appear~ fairly often (roll of 9 or less): listed
cost,

Appea~ rarely (roll of 6 or less): balf cost
(rol/lI(/ liP).

Depelldellts
An :\PC for \\ hom you are re~ponsible is a

f)(.pelldem, and i... con,:,iden..""<l a disadvalllage.
TIli~ m~IY be your child ....idekick, sPOlJ5e, or any·
one ebe you feel an oblig~ltion to look after. If
your Dependel1t b kidn~lpped during play. you
must go to the re!'>Cue as soon as you can. If your
Dependent i~ in lrouble ~l11d you don·t go to hi:::.
aid immediately, the G.\I can deny you bonus
chaLJcter point... (p. S-) for -~lCting alit of char
acter." Furthermore. you can nc\"cr get any char
acter poinb for ~l play X's....ion in which your
Dependent i<; killed or IXldly hurt.

The Dependent i:,> created just like any other
c113l:lCter. but instead of the 100 or more points
used to create a Pc. you use ';0 points or less, A
DependeI11 buill with 0 or fewer points is \yorth

Status Table

Patrons
TIle mm.l powerful :\PC friends are known as

PatroNS, Like Allie:-., Patron,:, are 1\PC<; (or lightly
knit organization!',), u:'>ually cre:ued by the play
er but controlled by the G,\1. A Palrol1 may be all
~ld\'bor, protector, or employer (but you can
ha\'t~ a job wilhoUl ha\-ing a Patron: a Patron is
more lhan ~lll ordinary !XJss). L'nlike an Ally. :1

P~ltrOn doe,:, 110t ;:!ch'enture with 3 Pc. Instead,
the P:llron offers advice, knowledge, equipmenl.
inlluellce, or the like, (The I3Plill is a P3tr0I1. as
discussed on pp, 100-101.)

Allies
11le:,e are loyal comrades, faithful side

kicks, or lifelong friends who are compe
tent enough to accompany you on ach'en
lllre~, Ila\'ing an Ally is an advantage, An
Ally is ~lll f\Pc. ~llld should Ix- played as
such. \X/hile Allies arc usually agreeable to
the suggeslions of their PC<;;, they are not
pUppeb. Abo, a PC should receive no
ch~lr:lCter poinb for any play session in
which he betrays, attacks, or unnecessarily
encbngers his f\PC Ally.

An All)' character is
created just as though he
were ~l Pc. An Ally built
on '; 1--'; lX)ints is \vorth
no poinb, bUl must be

protected like a Dependent.
An Ally built on -6-100 poims
co~t:; '; points: one built on
101-150 point':> co~t.s 10 poinls:
and for e'.Jch +50 poims used
there:lrter, add S poinls 10 lhe
Ally cost. However. a PC's Ally
should not u"ually be built on more IXJinLS lhan
the PC a very powerful friend is usually treated
a" a Patron hee below).

A:, for a Dependent. pick a frequency of
appeaLJnce Ihat fit" Ihe ""tol)·- behind lhe Ally,

MOlllbly Cost

ofLivillg
520,000+
510,000

58,000
56,000
54,000
52,400
5\.200

5600
5300
5100

Example
POSit/OIl

Ruler of a major nation
Governor, senator
J\lajor corporate head
'rop businessman
1....1rge city mayor
Mayor, top manager
Doctor, councilman
"M:ln in [he street"
"Street scum"
Beggar, holX)

Slalus

Level
7
6
)

"3
2
1
o
-1
-2
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111e point value of a Patron depends on his
power. A single powerful individual (created
with at least ISO points), or a group with assets
of at 1e:IS( 1.000 limes starting wealth for the
world. is wonh 10 points. An extremely powcr
hd individual (created with tit least 200 points)
or a reasonably powerful organization (assets
equivalent to at least 10.000 limes stalling
wealth) is worth 15 points. A very powerful
organization (assets equivalent to at least 1 mil
lion times starting wealth) is worth 25 points. A
national government or giant Illultinational
organization (net worth IXlsicaJly incalculable) is
\volth 30 pOints.

If a Patron supplies lIseful equipment, that
increases its point value if yOlI can use the
equipment for your own purposes. In most
cases. this adds 5 points to a Patron's cosl. If the
equipment is worth more than the standard sLart
ing we:lhh of the campaign, it adds 10 points.

A Patron who has special. very unusual abil
ities may cost an extT<l. ; to 10 points. at the G,\rs
discretion.

Finally, pick an appropriate frequency of
appearance.

E1lemies
An NPC or organization that is working

again~t you, or just tl)'ing to kill you, is an
Enemy. You are responsible for determining the
nature of your Enemy when you first create your
character, and must explain to the GM \vhy this
Enemy is after you. The GM has the right lO velO
your choice of Enemy if it seems silly or would
be too hard to fit into the campaign. The Enemy
must know you exist. and be looking for you:
when the Ragna Rok trio awoke in 1995 (p. 19).
they had no Enemies. because no one knew
they were alive! Further. an Enemy must be per
sonal; an oppoSing amlY in wartime isn't a sol
dier's enemy. because it won't make special
efToI1.S to kill that speCific soldier. Likewise. vam
pires or cultists are only Enemies for BPRD
members if an agent has an opponent out to get
him specifically.

The poinl value of an Enemy is governed by
his (or its) strength: the more powerful the
Enemy relative to the Pc. the more points he.
she or it is worth as a disadv:mtage. A Single
above-~IVel..lge individual (usually created with
at 1e:ISt half as many points as the PC) is worth
-; points. 1\ Single very f0n11idable individual
(created with around the same number of poinl";
as the PC) or a group of 3 to 5 significant antag
onists (each with at least some ability to threat
en or hurt the Pc. built on aoout 25°0 of the PC's
poinL.,) i~ w011h -10 points. A medium-sized
group (6 to 20 significant antagonists) is worth
-20 poinLS. A I.rge group (20 to 1.000 people) or
a medium·sized group which includes some
downright extraordinary individuals. fully able to
thrc.ucn the PC in a straight fight. i~ worth -30

point.'>. An entire government or some other
utterly formidable group is worth -40 points,

Once you know the base point \'alue of the
Enemy. pick an appropriate frequency of
appearance.

Since too many Enemies em disrupt a game.
no chaT<l.oer may take more than t\\"o Enemies.
or get more than -60 points fTOm Enemies.

Mundane Advantages
These are innate abilities which may be pos

sessed by (relatively) normal human beings. In
gencr:.d, a character may only be given these
advantages when he is first cre~lted. After that,
there is no way to g3in or "earn" them. (Bul
magic or high technology m<lY permit excep
tions to this rule!) Each 3dvanlage has a cost in
charucter points. A chaf"..loer may h,we <IS many
advantages as he can afford,

For some advantages. the cost is fixed. Others
are bought in levels, at a certain point cost for
each level.

Absolute Directio1l 5 poi"ts
You always know which way is north, and

you can always re-trace a path you ha\'e fol
lowed within the past month. no maner how
faint it may be. This ability does not work in
environments such as interplanetary space or the
limbo of the astral plane, but it does work under·
ground and undenvater. It also gives a +3 oonus
to Navigation skill.

Acute Se1lse(s) 2 poi1lts/level
You have better-than-average senses. Acute

J-Iean'llg gi"es you a bonus to your IQ whenev
er you must roll 10 hear something. or when the
G~I rolls for you. Ac1l1e Tast ~ Smell gives you a
bonus when rolling to nOlice a taste or smell.
Acute \ 'ision gi\'es you a bonus \\'hen rolling to
see something. E.:1ch acute sense is a separate
ad\'amage. worth 2 points for e"ery + I bonus to
your roll, E.g.. Acute Hearing +6 costs 12 points.

Alert1less 5 poi1lts/level
A general bonus you get on emy sense roll

(PI" 6--1-6;), or when the GM rolls against your
lQ to see if you notice something, This advan
wge can be combined with any or all of the
acute senses. It costs; poinL"; for each +1 bonus.

A1limal Empathy 5 poi"ts
You understand <lnimals and like them. and

they like you. You get +2 011 any reaction roll by
a wild animal. and + I on any reattion from a
tame animal. You also get a + I bonus on Animal
Handling. Riding. and other -animal" skill rolls.
Howc\·er. you m3Y never kill an animal without
a gooc:l reason. and you ~hould try to prevent
others from doing so. Note that killing for fcxxl
i::. acceptable, and in a hunting ~ituation you \yil!

get a +3 bonus to find game.
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Autotrance 5 points
You find it veIY easy [Q enter a trance. You

may do so, with a successful IQ roll. in one
minute. Ilowe\'er, you must also make a suc
cessful IQ roll to leave a trance. You illay only
aHemp' either roll once c\'cry fh'c minutes. and
each ~lddilional ~lItel11pt per hour is al a cumula
tive -1. Being in a trance gives a +2 (0 all ritual
magic rolls (p. <19). and also to the skills ass<X:i
aled wilh the Ectoplasmic Proj<.-"Clion psychic
po,,-or (pp. 131-135).

Combat Reflexes 15 points
YOll have extraordin3lY reactions and are

\'ery rarely surprised for more than a moment.
You gel a + 1 to any Active Defense in combat
(see pp. 69--0), You nC\'er -freeze up" in a sur
prise situation. and you gel a +6 on any IQ roll
to ,,,,ake up or to recover from surprise or a men
Ial "stun" (see p. -5),

Common Sense 10 points
Any time you Slart 1O do somelhing lhal lhe

GI\I feels is stupid, he rolls against your IQ. A
successful roll means he must warn you, "Hadn't
you beuer think about that?" This advantage
allows an impulsive player to take the part of a
thoughtful character,

Dallger Sellse 15 points
You can', depend on it, but sometimes you

get this prickly feeling right at the back of your
neck, and you know something's wrong. If
you h.we Danger Sense, the GM rolls once
against your IQ, secretly, in any situation involv·
iog an ambush, impending disaster, Of similar
hazard, A successful roll means yOll get a warn
ing that something's wfong. A roll of 3 or 4
means yOll get a little detail as to the nanlre of
the danger,

Daredevil 15 points
Fortune seems to smile on you when you

Lake risks. Any Lime you wke an unnecessary
risk (G,\l's option) you get a +1 to all skiU rolls.
Furthermore, you may reroll any critical failure
that occurs \\·hile you are engaged in high-risk
beha\"ior.

Ewmlple: If you're attacked by a band of mad
cultists with Uzis, you don't get this bonus if you
crouch behind a wall and return fire from cover.
but you do get it if you vauh over the wall and
charge, screaming!

Disease-Resistallt/Immunity
to Disease 5/10 poillts

Your body natllf<llly resists dise-.1se organisms.
Vinls and fungus invasions are also considered
~disease." though larger paraSites (e.g., tape
worms) are not, If you are Disease-Resistam, you
get +8 to HT to avoid catching any disease. 5
points.

Creatinp, Characters ~~

If you have Immunity. you will never catch
any infection or disease, even if you are forcibly
injected with it! You may not take Immunity
unless you stan with a HT of 12 or Ix'ner.
Ilowever, it will remain even if your HT is later
reduced below 12. IOpoiWs.

Double-Joillted 5 points
Your body is unusually Oexible. You get a +3

on any Climbing roll. on any roll to escape from
ropes, handcuffs. or other restraints. or on some
1\lechanic rolls (10 reach into machinery, of
course)!

Empathy 15 poillts
You have a "feeling" for JX-"'Ople. \X'hen you

first meet SOIllL"One (or when you are reunited
after an absence) you may request the GM to roll
against your IQ. He will then tell you whal you
·'feer about that person. (A failed roll means the
G,\1 may lie to you.) This talent. when it works,
is excellent for spotting imlXlSters. ghostly pos
session, and the like, and determining the true
loyalties of NPCs. You can also use it to deter
mine whether someone is lying - nOl \vhat the
1l1Jth really is, but just 'Nhether they are being
honest with you,

Extra Fatigue 3 pointsllevel
You can exet1 yourself more strenuously, for

longer, than your ST level implies. Each +1
fatigue costs 3 points. Ikalistic human characters
can only buy up to 4 levels of this, representing
athletic fitness, although supernatural beings
may have more,

Extra Hit Points 5 poin:ts/1evel
You can withstand more phYSical injury than

your HT level implies. E.ach extra hit point costs
5 points, Realistic human characters can only
buy up to 4 levels of this, representing body
mass or will to live, although supernatural
beings may have more,

Gizmo 5 poilltsllevel
A Gizmo is an unspecified small, useful piece

of -work" equipment - if the character suddenly
needs a metric wrench, Gizmo will allow him to
pull one out of the Ix)uol11 of his rucksack. Each
level of Gizmo (maximum of 3) allows for one
such use per game session.

High Pain
Threshold 10 points

You are as susceptible to injury as anyone
else, but you don'tft'!?l it as much, If you are hurt
in combat. you are not stunned and do not have
a "~hock" penalty (p. -5) on your next (urn.
(E\,ceptioll: a head blow can still stun you.) If
you are tortured physically, you ha\'e +3 to
resist. The GM may let you roll at +3 to ignore
pain in other situations,
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High Technology 20 points
You have general access 10 l<..."'Chnology that is

one Tech Level (see p. 51) betler than the cam
paign ~1\'erage. G,\ls should be cautious with this
ad\'anwge. since it may gi\'(~ ~l1le char.tcters
major 3<h'anrages.

Invention Varies

him and "transfer"' his luck. He'll ha\'e to kick th:11
door himself.

Once you usc your Luck. you lllUSI wait the
"pt.-'Cific.."Cl period before u~ing it ;:tg;:tin, You can
not u~ Luck 3t 11:')8 :1I1d then again al 12:01.
Your Luck ;:tlso cannot be ~l\ed up. You cannot
play for hours without u~ing Luck and Ihen u.:'>t'
it ~\'er.ll times in a ro\\'!

You have made ~l unique ill\'el1tlon or scien
lific breakthrough. However. yOll Glnnot distrib
ule Ihis idea (0 the worlel 31 large. or sell it to
others. either because yOll are ins~lllely jealous.
it is 100 hard for "Iesser minds" 10 comprehend.
or it involves illegal proccsse..., or ~lctivities. YOLI
can have one instmce of the invention for free.
and the G,\I may permil you to buy a few more,
as spares or for the lise of your personal ass!...·
tanl'>. ~H ~l reasonable COSl (u:->ually around 10
times what the thing would CO~I if it was mass
produced).

A '1-point Invention is simply a nO\'e1 appli
cation of contemporary science or technology.
You must h.)\'e a rele\'ant :\'atural Science or
Engineer ~kill at 15+ 10 ha\'e come up \\-jIh such
a thing. A 15·point im'enlion i.... <I genuinely new
de\'ice or process. from one Tech Level higher
Ihan the rest of the \Yorld or on a di\'ergent
"Iechnologic-al path"; it requires that you have an
appropriate skill al 20+. A 50-point invention is
a tndy radical, world-shaking breakthrough,
requiring skill 25+. All inventions require explic
it GM permission. as they can easily (!::Image a
Glmlxlign. See Chapter 7 for several examples.

Language Tale1lt 2 points/level
You pick up languages quickly, \X'hene\'er

you learn :JI1Y !::Inguage ~kill (.~e p. 19>' add
your level of Language Talent to your IQ.

Luck /5/30/60 points
Some lX"Ople are jusl born lucky. or are per

hap~ bleSSL"Cl by supernalur.d powers. Once per
hour of play. you may reroll a ~ingle IXld die roll
l\vice (thi~ must be the last roll you made) and
lake the beSt of the three rolls! If the GJ\I is rolling
(e.g.. to t>ee if you notice something). you may
tell him you are using your Luck. and he must
roll three times ;:lI1d give you the best result, /5

/Xlill/s.
E\'Irr./Ordillary Luck works lhe s:l1lle way. but

it is usable evt'ly 30 minutes, ilbtead of every
hour. 30 POi/lIs.

Ric/icliious Luck is usable e\ery 10 minutes!
60 poiUIS,

Your luck only applie~ on rolls for your char~

ader 10 II)' 10 do something. or on mllside e\'enlS
thai affect you or your whole pan)'. or when you
are being atlackL"CI (in which case you may make
Ihe attacker roll three times and lake Lhe worsl
roW).

Luck cannot be sharl.'d. If Hdlboy b Irying to
kick 0lxon a d(xll'. Lucky Lou G1I1'I stand ix'hind

Magic and Psychic Resistance
3 points/level

'111 is advantage makes you less susceplible to
p:lr::lIlormal powers. You GIn buy as many levels
:,IS you like. [I can never be turned 01T.

If you have this :lc!v;:llltage. you cannot also
have the i\lagef)'. Ritual Adept. or Ritu:l1 AptilUdl.'
advantages, '111is adv::1I1tage is a Screen (p. 121);

it sUbtr::ICIS from the skill of :lIlY rilu:l1 or spell
cast on you. from ;:tny 1I~(, of psychic <lbilitie~

where you are the subjeci (e\'cn Psychokinelic
po\\e~). from <lny rilual you pt:'rform. <lnd from
your 0\\ n psychic skills. You can'l cast spells at
aiL

Musical Ability 1 point/level
You h.:n·c a natural talent with music :lnd

mll~ical inSlnllllenl... Your le\'el of musical abili
IY is a bonus when you study Singing or an
instmmenl. That b. ",hen you learn a musical
skill. you le::lrn il as Ihough your IQ "'ere equal
to OQ + rVlusic<l1 Ability). Thb bonus <llso :lClds
to lIT for the Singing skill. I />O;/ll for eacb +J
bol/us.

Night Vision 10 points
Your eyes <ldapt IJpidly 10 Lhe darkness, You

Cannot see in lola! dark - but if you ha\'e any
light ::It all. you can ~ee fairly \\ ell. \'\'hene\'er Ihe
G!\l eX::ICls a penalty IX"Clu...e of darkness. except
1'01' total darkness. thb penally does not apply 10
you.

Psychic Powers Varies
'11K' inborn gift... called p~ychic powe~ are

:lch':lI1lagcs. They are describl."CI beginning on
p. 132.
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Rapid Healing 5 or 15 points
This advantage is only available if your basic

HT is 10 or above. YOli recover rapielly from all
kinds of wounels. Whenever yOll roll to recover
lost hit points (p. -6). or when you roll 10 see if
you can gel O\'er a Crippling injul)' (p. -5). add
5 (Q your effeaive HT. '111is ability does not help
you gel over stunning or similar incapacities. 5
poinls.

H>I)' Rapid Heel/iNg: As above. but "'hen
reco\"ering lost hit points. a successful '-IT roll
heals two hits. not one. 15 po;nls.

Resistallt to POiSOll/
ImmullifJl to Poison5/15 pOillts

YOLI are largely or towlly immune 10 the the

effects of poisons (but not (0 corrosi,"e sub
stances such as strong ~lCids: if there is a ques
tion as to ",hal counL';, the G.\l"s decision. as
always. nile::.),

If yOll ~lre Re:-.ist~lnt 10 Poison (5 palms). it
merely ~lrr(:·'ClS you less: +3 10 HT to resisl all poi
son e!Teets. If you h:lve Immunity to Poison (15
poillls). il does nOI affeci you at all. The Ianer is
a "sul:>erhumal1" :J.dv"nt:lge. generally unavail
able to normal human characters.

Ritual Adept 10, 20,
or 30 points

You're :l "n3tul:lI" user of titual magic (pp.
121-129), :lIld can ignore Ihe need for some or all
rirml ·;elements." For each level in Ihis advallwge
(up to three). you can ignore one of the standard
elements of time. 5:lCred sp"ce. and materi"I
components. (You still gain any bonuses that
apply: this advantage merely lets you ignore
penalties,) \,(!hen ignoring sacred sp'lCe or mate
rial components. they may be dispensed with
altogether, \X!hen ignoring time. it may normally
only be reduced to lei seconds of concentration.
just enough lime to visu"lize the e!Teet. Even an
adepl must t"ke penalties to reduce it further.
t"king a ·1 penally per ·1 second (so. reducing
lime 10 Id·3 seconds would be al -.3 to skim.
.\linil1lul1l time is 31ways 1 second,

Special Limitatiolls: Dn', \'''1)' rilual elemem
elimil13led (must be chosen when the advamage
is purcha:,ed). -:;(110. (This limitation ob\'iously
cannQ{ be 13ken by third-level <ldeplS.)

EWlIl1ple: EHana Alexia (p. 130) has Ihe Rilual
Adep' ad\'al1l:tge 3t the firsl level (nonllally 10
points). but the onl)' element she can ignore is
time. She takes full l:>en"lties if she lries 10 work
without sacred space or material component'i.
Since she ClI1't vary the elemenl eliminaled. she
only p3)'S ., point:,.

Ritual Aptitude 5 poillts
You're gifted in performing rilual magic (pp.

121-129). 1\IOSI people han:- a -5 penalty to skill
when performing rituals. and cannot learn Paths
at beller than 12, This advantage eliminates the
penalty ~lIld the limit.

Creating Characters ~'I....-..,

Single-Minded 5 points
When YOll Pllt your mind to somelhing, yOll

CONceNtrate.' You get a +3 oonus when \vorking
on lengthy tasks. bUI you may ignore other
imlx>rtant ta~ks while obsessed (make a \X/ill roll
to avoid this), Roll al -., to Ilotice intemlptions,

Spring-Loaded Fist 12 points
You have been filled wilh <I cmde bUI effec

live cyl:>ernelic fbt which you can launch at foes.
The fi~t is on .a cable or chain, and has a range
of abollt 2 yards: it requires a OX roll 10 hit. .md
does thr+ Id cmshing damage. \X'hile extended.
il em be used as " fl3il. It takes a minute or SO
10 relr::lCl, via a hidden crank.

A Spring-Lo.lded Fist may :llso ha\'e limited
Damage R6i~t:mce (p. .1.1). and may function as
a Combat Hand (p, Y». if Ihose ad\·"ntages are
purcha:-.ed .:-.epar::nely,

Unmcn!o>Ch (p. 118). " goon who Hellboy
fought. wa~ given Ihi:. ad\<antage by the J\azi lisa
Ilaupstein. and :-.he may ha\'e gi\'en similar
device~ to other people.

Strong Will 4 pointsllevel
You h;n'e more willpower than the "verage

person. YOUI' level of \X'ill is added to your IQ
when yOll m:tke .1 Will roll (p. 65) for any rea
son, including .IIlY :lltempi to resist distraction.
intimidation, seduction, tOllure, hypnosis. or
myslictl allempts 10 lake over your mind.
However. this :ldvantage does nOI help Jgainst
combat sh(xk and the like, In questiol1:lble
Glses. the GM's ruling is i:lw. 4 poi1lts per + 1.

Temperature
Tolerance 1 pointllevel

For game purposes. assume that all crealures
h:I\'e a temperature "comfOll zone" of about Sso
Fahrenheit (J)o to 90° for most humans). Each
le\'el of this advant:lge expand>; thai zone. at lOp
or bOIlOl11 as you choose. by a number or
degree~ equal to your HT. ,\Iore Ihan 2 le\'e!s is
impo&:lible for noml"l humans. bUI supernalural
Ix-ings C'~n have more. 'I11is generally grant~ no
protection again....t attacks baSL--d on fire or ice.
which cau~ <bmage through suddeN lemper.l
lure changes or phr:-.icil impacts.

Toughness 10/25 POifltS
Your skin and fle:-.h an,; tougher than the

average hUl11an·:-.. Your body itself has a
-Damage Resi.-:.wnce" (DIU score (p. 33). This DR
is treated jusl like the DR from armor: you sub
lract it from the damage done by any blow
hefore you multiply the d"m<lge done by a CUl
ling or impaling weapon.

Toughne~s does not let your skin lum
weapons, '111ey :-.till break the skin - they may
even dra\\' bl<xxi. BUI you're 1101 b1/11. If a poi
soned weapon breaks your skin, the poison \vill
do its normal dam:lge.

31



~, CreatillM Characters

Cost: to poinls for DR L or 25 poinlS for DR
2. Higher bodily DRs are not possible for "natu
ral"' humans. and supernarural beings will usual·
ly buy Damage Resistance (p. 33) instead.

Unusual Background Varies
This is a "catch-all" adv3mage. 11 may. at the

Gl\I'S option, be required for characters to buy
certain otber advantages or skills. unusual COI11

binations of such, or charaacr features normally
limited to nonhuman beings or l\'PCS. In game
terms. it is a way to control players who II)' too
hard lO come up with advantageous character
SlOne,,;.

In a /-leI/boy game, the GM may prohibit non
human characters ancl supernatural powers alto
gether, if he wants to run a Jow-key human
investigators game. Alternately, he Illay allow
them freely (and start PCs on 200 or more
points). if he wants spectacular "super-adion"
plols: or he may charge an Cnusual Background
cost for such things, This last choice will make
weird PCS possible while ensuring that they do
not altogether Q\'ershadow the human charac
ters,

The normal cost for an Unusual Background
is 10 points, but a small advantage may only cost
5, and a truly unique combimtion of powers
1ll~IY cost as much as 50 pOinL'i in some games,

Supernatural
Advantages

TIlese are innate abilities which are limited to
supernatural beings such as demons, vampires,
ghosts, etc. G,\ls might also permit human char
acters with an appropriate Unusual Background
(see alx)\'e) to have minor features from this SL-'C·

lion, (Monsters can also have "mundane" advan
tages, of course.) The GM has the right 1O veto
allY combination of advantages and disadvan
tages which is clearly abusive, such as
Vulnerability 10 something to which the charJc
ter is Innllnerahle!

Af:, with mundane ad\'antage~, these can only
generally be taken when the character is first
cre<m,"<:! - although by definition, supernatural
beings bend a 101 of niles. so G~I'i mar OCCrI

sioflal(J' penni! ch~lraders to buy such fXlwers

with bonus points during play. given a gocx:l
enough story.

Many other special advantages, suitable for
more exotic monsters and characters. are
detailed in other GURPS books, espccblly
CURPS ComjJell{/ium 1.

Aquatic/Amphibious Varies
You C'Jn live in water. The points COSI

depends how versatile you are.
For no COSI, you are Aquatic. You breathe

ol1ly \vater, you suffer no skill penalties for work·
ing undenyater. and you don't need to buy
Swimming skill: you automatically swim at your
normal Move rate, However, you're not much use
in most situations with nOnl1al humans: in air,
without the physical SUppol1 of water, you move
at a painful crawl at best while you suffocate.

For 10 points, you can Brealhe \Valer as well
as air. However, like a normal human. you have
to buy Swimming skill, and you suffer many
penalties when working underwater: you can 'I
drown, but you're not really adapted for life
below the surface,

For 20 points, you're Fully Amphibious,
equally at home al)(we and below the surface.
You probably have gills or enhanced lungs and
adaptable limb::. and fins. You suffer no skill
penalties for working underwater or in air. and
you don'tneecl to buy Swimming skill; you auto
matically swim at your normal i\love rJte.

Breathe Fire Varies
You can breathe a jet of flame as an attack.

For 20 points, you can breathe up to 3 yards.
rolling \'5. DX to hit with the jet. ,md do I die of
damage, Adding additional dice of damage COSl'i
6 poinls per die; this also increases the range of
the jet by I yard per added die, You may also
purchase added accuracy with the jet at a cost of
4 points per + I 10 the OX roll. With the GM's
permission. this advantage can represent allacks
other than "fire" (such a... lightning): the game
mechanics stay the same,

Conjoilled Twins
(One Character) 60 poillts

llJis ad\'antage represenb "Siamese twin.,\,"
two people phy::.ically ioin<...~ together, \\'ho ~Ire
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also permanently ~J'chica/ly linked. Ir includes
a telepathic link between the twins, so thal they
essentially think the same thoughlS. Thus. the
twins are effectively a single character. acting
together in all things.

The 3ch'antage assumes thaI the twins are
joined below the shoulders but abo,'c the legs.
If one is killed the other also dies. either due to
the injury or to psychic shock.

There <Ire several game ad\'antages (0 being
con;oined (wins. TIle pair ha\"c +.... 1O any
attempt to gi'Jpple or pin (p. -3) or (0 break free
from a grapple or pin. thanks to the [\'\'0 exliJ

anns. Because they have four legs. they can con
tinue to move at half speed if one leg is losl.
Since they can look in two directions al once.
they L.m aim 1\\'0 wcapons at once. and get a
Vision roll 10 see an)1hing going on Mbehind
their back"·

The inner delails of this ad\·antage are
described in ··l'nder Ihe Hood..· pp. 205-206_

Damage
Resistance 3 points/1evel

You ha\·e lOugh skin. nalural amlor. ele.. giv
ing YOll proteclion against bolh physical and
energy damage (htH not againsl purely mental
auacks Stich as telepathic assault). Each +1 DR
COSlS ;$ poinlS.

Damage Resistance onen lakes limitations
(see the Ix>x) 10 reO<..."Ct reduced coverage or
effectiveness. For example. Hellboy has several
poinlS of stancbrd Damage Resistance_ bUI also
more Wilh the limil~lIion ··Combat Hand Only"·
for --:-5%. (This grants no proleclion in norm::ll

Creatinp, Characters 1:
combat under the GURPS Lite mles, but is use
ful if Lhe hand is deliberaLely auacked. he tries to
parry a weapon with it. or he has Lo grab some
thing dangerous.) Other characters may have DR
that only works against specific auack forms.

Enhanced Move 10points/level
Each level of Enhanced Move incre-Ases your

maximum speed in one mode (mnning. swim
ming. or Oying) by your basic Mo\-e score.
J\lo\-ement is only increased if you are mm·ing in
a fairly straight line (j.e_ not in complicated COI11
balS). and Basic Speed and Dodge are unaffect
ed_ You ("'..In also buy half le\-e1s for 5 points.
increasing your maximum hy half your hasic
:\Io\·e (round down).

Extra Limbs Varies
E:....trCI Arms beyond the nonnal human two

ha\·e a base cosL of 10 points each. If Lhey are
very shOll. and so Gm only be used in close
combat and cannot be used with weapons
which ha\"e to be swung. or if they cannol be
used LO make melee or close combat attacks at
all (due to SlnldUre or lack of strength). they
only cost 5 points. Longer than human arms cost
+10 points per arm for each exlrd yard of reach.

Having three or four Legs COS[S 5 points. five
or si.x costs 10 points. and seven or more cosLs
15 points. This helps if lhe character suffers crip
pling injuries to a leg; most multi-legged crea
tures can keep going .It slightly reduced speed
so long as they have at leasL four working legs.
and hobble about at half speed e\-en on Ihree.
Each addiLional yard of reach when kicking costs
+10 points.

Flight 40 points
You can Oy at ("wice your normal iVlove speed.

To perform tricky aerobatics and [igh[ rums. buy
Flight skill (PhysicaVAverage. defaults to DX for
races and creatures who have a natural ability to
fly. DX-4 for wizards. psionics. and others who
gain the ability through weird powers)_

W;'lged Flight: If you have to use large and
poLentially vulnerable wings to fly, this is a lim
itation. A wingspan equal to twice your heighl is
-250/0: small Wings. with a span equal [0 half your
height (probably juS[ used [0 steer). are w011h
-l{)l1'o. Glider \Fillgs are equal to the larger
wingspan option. and have other limitations: if
you lIIust descend one yard per rum as you fly.
that's a -5QOi l> Iimita[ion. while a glider \\"ho can
sometimes maintain or gain height using
updrafts (available at the GI\('S opLion) Lakes
-450/0_

CallNot Ilol.'er: Fliers who always ha\-e 10

move at half their maximum speed or more take
a -15% limitation. Glider \Xfings already have to
keep moving to Slay in [he air. so the two limi
tations cannot be combined.
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Full Coordination
50 points/auack

YOLI Gin make more than one 3tl<!ck per rum,
u~il1g each limb only once. Each le\"e1 of Full
Coordination adds one auack. (So the maximum
number of le\'e!s is limited by
your number of limbs.> If yOll

make an AU-Out Attack (see p.
68} yOll can claim the S<lfl1C

bonus for e<iCh limb used. but
not mix the bonuses - so you
can swing twice with each limb.
or t:lke +4 to hit with e:lch
att~lck. or take +2 damage wilh elCho Fighting
opponents un more th:ll1 one side. or aimill!!,
sl:\'craJ wcarx:ms at diffcf..:nt foes. also requires
Independently Foclls:lble Eyes (see below),

Homunculus 131 points
Homunculi are artificial beings. created by

alchemy, '111ey ha\'e some special abilities that
constitute an ach'antage. Any homunculus will
ha\'e the following abilities:

A homunculus can ste<:i1 power from sources
as di\'erse as a psychic's pyrokincsis or an elec
tric generator. To do so, it musl touch the target.
and make a \'('ill roll. The target may resist ",'ith
\X/ill (see p. 120>. If succes...<;ful. the homunculus
gets the targer's energy. stored ::IS btigue points.
From ~l pyrokinetic or simibr source, it gels 1
energy per level of Power, and :llso steals the
urget's abilities! From an electric generator and
other tll'gets [hat aren't ch<lracters, the Gl\! must
decide how much energy the homunculus gets,
and wh~1t abilities (if any) it acquires. ·111e theft
lasts until the homunculus either uses up all the

energy. or \'Olunt:lIily expels the JXlwer. One
aSJX"'Cl of this power i~ Ih<ll homunculi em
ahM>rb some of the energy of a spirit. and thus
re:ld il.', mind. This doe!) no harm to the spiri!.

A homunculus lhal ha:-> i.... ST reduced (00 by
fatigue falls dormant. un~lble to move or speak.

but still vaguely aware of its surround
ings, and able lO use its Iimjted tele
p~lthic ability. The homunculus known
as Roger (p. 9-1) used this when he first
encountered BPHD agent Liz Sherman
(p. 93); it allowed him to learn about
her power, and to encourage her to

give it to him. This ability only \vorks when the
homunculus is dorm:ml. or on spirits it has
ab~orbed. Homunculi have Tekpathy Power ')
~lnd lX>th Telereceive and 'lde~t'IKI at IQ bee
pp. 1.38-lj9 for the nl1e~ for Telepathy).

!\lost homunculi are \'ery tough. strong, and
h:lrd to kill. bUl thi~ \'arie:-> from indi\'idual to
individual. J\liniature one~ Gill be much weaker
than humans. All are obviously nonhuman. ;md
are sometimes treated as construdS, not people.
\'('hen created. Hoger had lhe di.s.1dvantage
Unhealing (Fatigue Only), worth ·10 point') (p.

12). Ilo\\,(;'\·er. most homunculi do Hot have this
disad\'ant~lge. The BPRD has since fined Hoger
with ~ln electric generator that removes lhe dis
advanwge.

For the curious. the full version of the
I [omunculus advantage is on pp. 205-206.

Independently
Focusable Eyes 15 poillts!level

You (<In focus in different directions with
each eye. (Buying more than one le\'e! of this
Advanwge thus requires having more Lhan t\Yo
eyes.) This leIS you aim differenl weapons at dif
ferent foes simultaneously, or lake full advanrage
of Full Coordin::ltion (abo\'e).

bwublerability Varies
You are completely im'ulnerable to damage

from some ~lttack form. 'I11e co~t depends on the
r:lrity of the form im'Ol\'ed:

Any Kinetic Damage: 300 !J0illls. (You can
still be knocked down or forced back. howe\'er.)

C0Il1/1/011 (e.g.. cl1Jshing. cuninglimpaling,
metal. magic): /50 pail/IS.

Occasio1/(d (e.g., cold ice. l1n.: heal. e~1l1h.

bullets): 100 jX>i/lls.
Rare (e.g.. we~lIher, radi:llion. acids): 7::;

jX>i/lIS.
H!1)' Rare (e.g., mud. ilbeCb. fruit>: 50poi/lls

Magery 35 points
You are a natural u-.er of ~1X'll-baSt:'d magic

(pp. 1.30-1.31). This ach'antage i:-> required to ca:->{
!-.pells. Funher. when you fir~t :'>L-'C any magical
ObjL"C1. and again \\'hen YOll fir~t touch it. the G~I

rolls against rour IQ+5 to :,ee if rou notice that
it i~ m~lgiGII.
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Modified Arm ST Varies
If <I being ha1\ more or le~" ~trength in some

of its ann..., than in the re:-l of it... Ixxly. buy the
additional ST with a lilllil~lIion. This is --(lOo for
one am1 only. --)(Jlo for 1\\'0 arl11.'). 111e added ST
3pplit.'~ only to lifling (1101 including \vhole-lxxIy
lifts using It'g and hack ~trenglh. or carrying
objel-b long di~lance:-.). throwing. punching. and
\\elpon~ u.:-.e. and doe:,:> not count for fmigue. If
it can only I~ lI:-.t.x! for :-,triking blO\ys and thro,....
ing lhing~. not for tillY lifting. this is an addition
al -:;00. (11t.'lIIx»)'~ "II;tnd of Doom" has eXira ST
\\'ith thi:-. _-':;° 0 limitation.)

Regeneration Varies
You recO\'er ]0:,1 hil poinL.. quickly. This

include:. R:lpicllle:ding (p. 31) for free. The cost
of the acl\,;\Il(:lge depends on how quickly yOLl

n:g:lin Ihl' poillls: [ poim per 12 hours costs to
points. I IX'I" hour CO~IS 2'5 paints. 1 per I0 min~

utes cost:-. 5'5 points. I per minute costs 50
points. and I IX'I" turn cost:-. 100 points.

Regrowth 40 points
You Gin regrow 10:-'[ Iimhs and organs! A fin

ger. tOt:'. or ear take:-. td weeks. a hand 01" foot
Id+l months. ~lnd an eye. arm. or leg 2d+2
months.

Shapesh~ Varies
If a pt'f'ion or being has the inl1~lIe ability to

tl"Jl1sfonn into ~lnother. radically differel1l form.
lhi-. is treated a.., :1I1 3<I\·ant3ge. with cost c..i1cu
lated a.., follow..,:

I. Create the ~lltermHe fOnll as a character.
\\ith ib own Ch:lr::lcter shL"e1.

2. l.1x>k at the differellces between the human
character ..,heet and the alternate form. Find
e\'cf)1hing that makes the alternate fornl cost
more - all higher ~lItrihutes. and added advan
tages :Ind ..,kill... - and add up the lx>in15 cos!. 111is
is the PillililV.-' Poi"l 1"010/.

5. Likewise. find all the things "hich make
the alternate' form cost less - all 100yer anributes
and di..,advantages - and add up the points there.
Thb b [he ~\(-'R0lil,(! Poilll Total. (Note: this does
1/ot indud\.' ,he \'~l1UL' of any ad\'ant~lges or skills
\\'hich the allL'rn:l1e form b missing or can·tuse.)

'-I. Tre:lt the Po~i[i\'t' Point Total as an advan~

tage. and :lpply a limitation (p. )6) \yilh percent-

age value equal to lhe ;\Iegative Point Total.
Rememlxr that limitations h<!\'e a maximum
\'alue of --~(lu. Also. lhe lx>il1ls san.-'d by the lim
italian CJnnot exceL"d 8(11/0 of Ihe :'\'eg:nive Point
Tow!.

For example. suppose a character can s\yitch
into an altern~lle form with 300 poil1ts' wonh of
improved allrihules and advanlages. and -60
poinL'; in reduced attributes and disad\·antages.
Applying a -60% limitation to 300 lX>ints would
normally make the net cost 120 points - but that
would s:tve 180 Ix>inl.s. \\'hich is more than 8(1110

of ..60. so the net cost of the alternate form
lX'come~ 252 poin!.,;. For another example. see
IFere-Beasts. pp. 168-169.

Spirit Form 100 points
The special powers and problems possessed

by immaleri:.d spirits such as ghosts are encom
passed by an advantage called Spirit Form. See
p. 14·1 for details.

Strikers Varies
This is a set of advantages covering Ixxly

pans which make the possessor more formida
ble in comb:.!!. ~lost are used at close range (see
pp. 72-7·\). bllt a few ser.·e in lieu of longer
weapons.

C/all'S: There :If(~ several options here.
B/tlllI Cltfll'S (15 points) do an extra +2 cmsh~

ing damage on any punch or kick (including
unarmed combat attacb). and on any attack
made with a "generic" Striker (see lx'low).
Shal1) Chill'S (25 points) com'ert a kick or
punch from crushing to cutting damage.
Ta/olls ( ,0 points) arc longer claws which can
do thrusl impaling or swing CUlling damage 
your choice. when you make an altack. LOllg
Ta/olls (55 points) are similar. but do
thrust+2 impaling or s\\'ing+2 CUlling.

Combat Ilcmd: One of your hands is hard
ened and shaped for fighting. Punches stmck
with it do thrust damage (rather than IhI1.15t-2).
plus :tIlY bonuses for unarmed combat skills.
(HelllX>y's "Hand of Doom" is a Combat Hand
with extra Damage Resistance. increased ST.
and Bad Grip. .i11 on that hand only: see
DCIII/tige Resislmlce. .\/odified Ann 5'1: and
BClrVPoor Grip.) 10 fXJillls.
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"Generic" Stnl'ers: This is any ~ldditional bcxly
part which can be used to bauer or crush at
close r<lnge only; examples include shon, blunt
horns. or a heavy tail. (Helll)Qy doesn 'f use his
horn-stubs or tail noticeably in fights. so they're
treated as purely cosmetic in game terms.)
Always roll against DX when using generic
Strikers -unarmed combat skills don"t work with
them. Tney do lhrusllcnlshing damage. 5 points.

Enhancements
and Limitations

Because supernatural and alien beings
can be SO varied, even their advantages and
dis.1.dvanlages can diverge from the sran
dud panem. To help model this. they can
use Euhancements and Limitations.

An ellballcemem makes an advantage
more powerful than usual, and has a posi
tive percentage value in propoltion. For
example, a power which has no visible
effea associated with it (whereas the nor
mal version would produce a visible -trail"
or "special effects") has a +200h enhance
mel'll. Conversely, a limitation makes an
advantage or disadvantage less intense than
uSll3l, and has a negative percentage value;
for example, a power which requires an
hour's concentr.:llion to activate every time
it used has a -;0% limitation, Other
enhancements and limitations are men
tioned ulroughoul lhis chapter, and more
are in GURPS Compe"dium I and other
GURPS books, GMs are free to invent new
enhancements and limitations, assigning
them whatever values seem appropriate_

When an advantage or disadvantage is
modified in this way, add up all the per
centage values, positive and negative, and
apply the total as a modifier to its cost. Treat
any tOlal less than -7;% as -7;%.

Example: Cmzy Charlie can conmllme
uHth a dragou spirit, aud whel1 sbe panics
or gets really augry, it cau fX>SSeSS her, This
theu euables her to breathe b1as/s offlame,
which can eve" bUrIt intangible beings
such as ghosts, fler "Breathe Fire" /JOll.'er"

lcould uormally cost 20 points, but its
bought with the ellballcement "Affects
hlSubstalltitll" (+20%) aud the limitation
''Emergencies Only" (-3096), for a total of
-1096; this reduces tbe cos/to 18 points.

Spew:- This is a long horn or horns, tusk. etC.,
which can be used exactly like the weapon of
the same name (with reach J. 1/otusable at close
r:mge). Roll VS, DX (or Spear skill) to hi!. It does
thrust+ I impaling damage, and costs 30 points,

Teeth: Humans and herbivores have blunl
teeth, for no points cost; if used to bite. these do
crushing d::lInage, Figure the damage using the
animal attack/damage !able (p. 140), but with
half the being's actual ST. Shtllp Teeth. as (X)s
sessed by most carnivorOllS animals, cost 5 )XJints
and do cuning dam~lge b3sed on the same table,
using the creature's full 51'. Fangs, as seen on
sabencxxhed tigers and many demons, are the
same btU COSt 10 )XJints and do impaling damage_

Mundane
Disadvantages

Disadvantages are problems acquired before
the character first come~ inlO play. As a rule, a
character may only be gi\'en disad\-antages
when he is created. 'I11is section describes dis
advantages which are a\-ailable to any characrer:
the ne:-..1 de:>eribes more exolic problems_

Each diS<lch'antage has a l1egalil:e cost in
character poii'lL'; - the worse the disad\-antage,
the higher this cost. Thus, di5.:1dvantages gi\'e
you extra character points, which will let you
improve your character in other ways. Besides,
an imperfection or two makes your character
more interesting and realistic, and adds to the
fun of roleplaying. It is possible to "buy oW cer
tain disadvallt~lges and get rid of them bter on
by spending points equal to the value of the dis
3dvantage; see p, 57.

"Cooc/" Disadoanlages: Vil1ues such as
Truthfulness and Sense of Duty are listed as "dis
advantages" because they limit your freedom of
action, For instance, a Truthful person will have
trouble lying, even for a gcxx:1 cause. Thus, if
you want a wholly heroic character. you don't
have to take any "c113r3cter Oaws" at alL You can
get poinb by choosing only those disadvantages
that are actually vinuous!

Limiting Disadl'(lI/taM(~:G!\ls should be care
ful how many disadvantages they allow players
to take: too many disadvantages Can turn your
game into a circus_ A suggesK-'d Iimil: disadvan
tages should nOl total more than .......0 points_
i'egative social traiL'; <poveny, ugliness, bad low
Sratus, etc.), Dependents, Enemies, and points
gained by reducing an auribUle below 8 count
against this limit. However, if only one. se\-ere
di.sad\·antage is taken. it may ha\-e any cost.

.1/el1tal Problems: J\lany mental disad\'ant3ges
let the affiieted ch~lraeter make IQ or Kill rolls
(see p, 6') to avoid their bad effects_ In these
cases, any roll of 1 I or o\-er stillfails. Otherwise.
\'ery sman or ~trong-willed people would be
almost immune to their own bad habit'; - which
isn't the way life works!

Bad/Poor Grip -10/-5 points
Your hands (or other gripping members!> are

clumsy or inGlJxlble of delicate \\ork. giving you
a penalty to DX or DX-bascd skills for many
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actions, including Illost acrobatics. catching
things. line mechanical work. climbing. and
most melet.· weapon use (but not punching!),
This may be due to illness. injul)'. or the faeI that
you have bizarre. inhuman anatomy. Bad Grip
(-10 points) gi\'e.s a ~I penally: Poor Grip (-5
points) gi\'es -2.

A being wilh two hand'i may have this disad
\",mt:lge in just one of them. for a -5QO"olimilalion.

(Hellboy has B"d Grip in his righ. hand only.>
He C'JI1 then use his other hand for delicate work
or one-handed weapon!'. use with no penalty.
but any lwo-handt.:.cl tasks (including climbing
and much acrobatics. and use of many
,Ye"pons) ."ke the fid' penalty_

Bad Sight -10/-25 points
You may be either l1etrsiglued or farsighted 

your choice. If you are nel£sightcd. you cannot
read slllall print mOTe than a foot a',·.ay. or signs
at more than aoout 10 yards. When using a
\yeapon. you are at -2 to your skill rolls.

If you =m~ f"rsighled, you C'Jnnot read a book
except with great difficulty (uiple nonnal time),
and you ::J,re at -3 DX on any close manu"l 13OOr.

!\Iodern-<by character::. ("'.In acquire glasses or
contact lenses which compensate totally for bad
sight while they are worn. Remember that eye
wear Gill be 10~1 or damaged while adventuring!
For anyone whose faulty vision can be correct
ed. Bad Sight is WOl1h only -10 points. For some
one whose vision caJII/ot be corrected (due 10
technologic:l1 limitations or person:ll strange
ness), Bad Sight is worth -2; points.

Bad Temper -10 points
You 3re not in full control of your emotions.

In any slressful situation. you must make a Will
roll. A bilure means you lose your temper. and
must in~ull. attack. or otherwise act against Ihe
cause of the stress.

Bloodlust -10 points
You wanl 10 ~ your foes dead. You don't

nece~lrily ~I;:tn fights. or act any worse than
anyone else in barroom brawls. but you never
forget that a foe i~ a foe, and in serious battles,
you haw to m3ke ,'rill rolls to accept surrenders
or t3ke prisoners. "111 is 3nitude may be tolerated
among soldiers in wartime and others in Iife
and-death conflicts. but is not recommended for
cops or investigators.

Bully -10 points
You like (0 push people around whenever

you can gel away with it. '111is may take the foml
of physical attacks. intellectual harassment. or
social Hcutting." l\lake a Will roll to avoid gross
bullying when you know you shouldn't - but to
roleplay your charader properly, you should
bully anybody you can. Nolxxly likes a bully 
others re~lct 10 you at a -2.

Creating Characters ~;

Code ofHonor -5 to -15 points
You take pride in a sct of principles which

you follow at all times. Cexles of Honor differ.
but all require (by their own sl3ndards) "brave"
and "honorable" behavior. A Code of Honor
may abo be called "pride:' "machismo." or
"face'" Under any name. it is the willingness (0

risk death rather than be thought dishonorable 
whatever that means. Only one who truly fol
lo\....s a ccxle may gel points for it.

A Code of Honor is a disad\'antage because
it will often require dangerous (if not reckless)
behavior. Fun.hermore. an honorable person C"dn
often be forced into unfair situations. because
his foes know he is honorable.

lne point \·alue of a specific Ccxle varies.
depending on just ho\"\' much trouble it gets its
followers into. and how arbitrary and irrational
its requirements are. As a general rule. an infor
mal ccxle that applies only "-'hen among one's
peers (e.g.. a pirate's or mercenary's code). or
one that only covers a small range of behavior
(a journalist's ccxle) is wOl1h -5 points, a fonnal
code that applies only among peers (e.g.. the
gentleman's code) or an informal one that
applies all the time (e.g., the code of the Merry
J\len) is wonh -10 points, and a formal code of
conduct that applies all the time (e.g., chivalry)
or which requires suicide if broken (e.g., bl/shi
do), is wonh -15 poinls. The GM has the final
worcl!

Compulsive Behavior -5 to
-15 points

You have a habit (usually, but not always, a
vice) which you feci compelled to indulge on a
daily basis. You waste a gcxxl deal of your time
indulging your habit. E.xamples include gam
bling, allr<lCtion to another person, arguing. or
even fighting.

In general. a Will roll is required if the play
er wants his charader to avoid the compulsion
in a sr>ecific instance (or for a specific day). l'\ote
that it is very bad roleplaying to attempt to avoid
the compulsion often!

TIle specific point value of the disad\-antage
depends on what the behavior is, how much
money il costs. and how much trouble it is like
ly to get the PC into. The G..\l is the final judge.

Cowardice -10 points
You are extremely careful aoout your physi

cal well-being. Any time you are called on to risk
physical danger. you mUSI roll against Will. If
there is a risk of death, Ihe roll is at a -5. If you
fail the roll. you must refuse to endanger your
self - unless yOll are threatened with greater
danger! Soldiers, police. and the like will reaCI to
yOll ~lt -2 once they know you are a coward.
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Curious Varies
YOLI arc obsessed with fllldill!: stllflow 

even more than the usual scientist or ac!\"entuf

cr. (1\.lany BPRO agents have Ihis disad\'<lntage.)
For -s lX>inb. YOll muM make ~111 IQ (not \X'jlJ)
roll (0 refl.lin from pushing buttons. opening
boxes. or asking nosy questions. \\'hene\"er you
encounter a mystery. For -10 points. those IQ
rolb are ~11 -2. For -I) points. they're at -5.
Common Sen:,e docsn't help.

Fanaticism/
Obsession -15 points

YOli arc completely dedicated (0 some cause
or objeclive. 3OO\"C twythillJ.: else. You might he
prepared (0 die for it if yOll are nat-
urally bld\'c. you might make sure
that otber /X"'OfJle die for it or YOll

might just spend all your :wailable
time on this one thing and your
spare cash suppol1ing it. Your cause
may be seJness (freedom for the
oppressed. "111)' country righl or
wrong"). selfish (your own glory.
Slaying ahe<td of e\'el)'one else in
your field), or insane (deslroying the
world).

Illiteracy Varies
In game camp:ligns general

ly. Ihe G~I decides the nonn for
liter:lcy in his selling. Howe\·er.
Lileracy is standard in Hellboy's

20lh 21s1 cenlul)' \yorld. Ila\"ing
a lower degree of literacy is a
dis~lCh·anlage.

Literacy: You can read and
write any language YOll knmy
hee UIIlf!,lfflfWs. p. 49). limited
only by your skill in Ihat lan
guage. This is worth 0 points
when it's the norm,

SeJll;-Li/e1"C/G)': You Gin

understand simple, everyday

words. and may read and write
SIOlf'(J', but complex \vords.
written Ixx:try. and so on arc
beyond you. This is \\'0[1h -1
lX>ints,

Illiteracy: You C:l11nOI read
or write at :111. This is \vollh -10
lX>inb,

o

Honesty -10 points
You 1//I/S/ obey the I:I\\'. and do your beSI 10

get olher:-. 10 do :-.(} :1:-. well. You arc compulsive

:Ibout it: thi:-. i:-. essenti:l1ly :lIlother type of Code
of Iionor (St.",€, p..r). This is :1 dis<ld\·an1age.
Ixx·au'le il will often limil your options! Faced
wilh unreasonable law~. you musl roll against IQ
10 see the "n<..xcxr to break Ihem. and against \'('i11

10 avoid luming youl"'oClf in afterward! If you ever

beha\'e dishonestly. the G,\I may pcn~i1ize yOll
for b~ld roleplaying,

You :Ire allowed 10 lie if it does not invoh'e
breaking Ihe bw. Tnt/bIll/Hess (p. LII) is a sepa
rate dis.'1d\·:lI1tage,

()

o
Gluttony -5 points

You are overfond of good food
and drink. You always burden your

self with extra provisions, and never
willingly miss a meal. Presented with

a tempting Illorsel or good wine
which you should resist, you mUSI
make a successful Will roll 10 do so.
Glullony is not <l terrible we<lkness.
bUI by ib nature it will ~n be obvi
ous 10 everyone who meels you.

YOll han..' :'lome degree of impaired mobilily,
The point bonu:, depend:-. on Ihe damage:

Jealousy -10 poi1lts
You h:I\'e <Ill automatic bad re-J(1ion IOward

anyone who ~ems ..,maller, more altracti\e. or
beth.:r-off Ihan you! You \\ilI resbl any pl:m pro
JX)~d by :1 "'ri\·:li." and will bale it if someone

clse is in Ihe limelight. If an t-\PC is Jealous. Ihe
G:\I will '>lIblr:lCl 2 to I poinls from hb re:tction
to Ihe \'iclim(~) of his je310u~y.

Impulsiveness -10 points
You hate talk and debate, You prefer action!

\X"hen you :lft~ alone. you will acl first and think
later. In :1 group. \\ hen your friends wanl 10 SlOp
and di...cus..~ somelhing, you should pUI in your
twO cenb' \\orth quickly - if at all - ~lIld then do

somelbiNg Rolepby it! If it is absolulely neces
s.'f)' 10 wait and ponder, yOll must make a \'('ill

roll to do so.

Greed -15 points
You Iusl for wealth. Any lime riches are

offered - as paymenl for fair \\·ork. sIXJils of
crime. or just IXlit - you must make a \'<'i11 roll 10
avoid lempt:llion. TIle GM may modify this roll
if Ihe money involved is sm<lll relati\'e 10 your

myn "'ealth, Small :lIllOUnl5 of money will not
tempi a rich character (muchl. bUI a {KJOr char
<1(1cr \yill h:l\'e to roll al -5 or e\'en more if a rich
prize is in Ihe offing. I/ollest charaaers (see

belo"") roll at +5 to resisl a shady de-dl and + 10
to resisl outrighl crime, Hm\·e\"er. almost any

greedy character will e\'enlually do somelhing
illegal.

Hard ofHearing -10 points
YOll ha\'e some hearing los~, You are :II --l to

IQ on Clny Hearing roll (so your roll is IQ-<1.
rather Ihan IQ>, You art" :II --l (0 your language
skill roll (p, 19) for any situation where you musl
undersland someone. (If you are the one 1:t1king,
Ihis disCldvantage doe~n't :Iffect YOll,)

Lame Varies
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CnJ]fJled leg- YOll have one bad leg: your
.\Io\'e and Dcx:lge (see p. 6<) are reduced by .3.
You ~ulTer a -5 penallY 10 ll~ any physiC".ll skill
thai requires walking or moning. "'his definitely
include:, all hand weapon and bare-handed
comlxll ~kilb (missile weapon :lhility is unim
paired), -!'points.

Oue leg- You ha\'e IO~1 a leg. You have a -6
penalty on any physical ~kill lhal requires the
lise of your legs. YOLI cannot n1l1; u",ing crutches
or ;l peg leg. you have :1 maximulll 1\lo\'e of 2.
(Otherwise. yOll cannot w;l1k :1( :111.) [f yOll ha\'e
:lccess [0 bte-20Ih-century prosthelics, you Gill
reduce the effecl In thai of a crippled leg. but
yOll must bu)' off the pOint difference in some
\\':1)'. (Vel)' ad\'anccd technology might replace
the leg. possibly with one that was bener than
the origin::l!. but then it':,> no 10ng1;;'r a disadvan
lage.) -25 poiNtS.

u:'gless or paraplegic: You are confined to a
wheelchair or wheeled pbtform. If you power it
wilh your own hands. ils SIX"txi b I .. your ST.
rounded down. A.lternately. you may be carried
piggyback or on a streicher. TIle G"I should
a:-.....e~ all re<lsonable penaltie~ for this handicap:
e.g.. you GlIlnot pass through narrow doors.
navigate sl<iircases or steep curbs. tran'l except
in :,pecially equiPIX'd vehicles. fight cffecli\'ely
(except with guns or cros.-,;bows). ~l1ld so on. If
you have to fight with a lund weapon. you '>vill
be Jt ·6 to skill. -35 poill/s.

Laziness -10 points
You are violently 3\'erse to physical labor.

YOUf chances of getting ~l r::lise or promotion in
any job are hah'ed. If you are self-employed.
your weekly income is halved. You musl a\'oid
\\'ork - especially hard work - ::II all costs,
Roleplay it!

Miserlilless -10 POillts
Like Greed (p. 38). but you are more con

cerned with holding on 10 what you alrc'ldy
have. You m.IY be bolh greedy twd miserly! You
mU:,1 make 3 \,(Iill roll ~l1lY time you arc C'dlled on
to spend money. and you lTIu:,t always hunt for
the best deal possible. If Ihe expenditure is large.
the Will roll lllay be at a -) (or even greater)
pen:lll)'. A l~liled roll mC:l1lS you will refuse 10
slX'nd Ihe money - or. if the money absolulely
IlIlISf be spent. you should haggle and complain
intermill3bly.

Mute -25 poillts
You Clnnol talk at all, '111C G.\! is emilled 10

tell you nOl to lalk 10 Ihe other players. unless
your ch'lr::lCler could be communicating by ges
lures or Ilotes. YOLI do get +;3 to Ge~lure or Sign
Language skills (I". '-!9). Don't take this disad\'an
lage unless you and Ihe olher players are pre
p~lred to deal with Ihe consequences!

Creatin?, Characters ~~

One Arm -20 points
You ha\'e lost an arm (or you \\'ere lX>m

wilhout it). It i~ ~Issumed that you lost the left
arm if YOll \\"ere right-handed. or vice versa. You
GlllnOI use a weapon and ~hield simultaneously.
or any [\yo-handed we-dlx>n. or do an)1hing
n..'Xluiring t\\"o anns. Anything requiring only one
hand Gill be done wilhoul penalty. In oorderline
ca:,e~. it's best to allm\' Ihe characler to atlempt
the action al a ~I DX penalt)'. or try a quick rL""dl
ity check if possible!

One Eye -15 poillts
You have only one p;ood eye; you may wear

a glass eye. or cover the missing eye with a
palch. You suffer ~l -1 DX penalty on combat and
~l1lylhing in\'ohring hand-eye coordination. and a
-3 to use missile weapons. thro\\" objects or dri\'e
~11l)' \'ehicle faster than ~l horse and buggy. You
\\"ill also suffer ~l -Ion any reaction roll except
with ulterly alien crealure~. EYCeptiOl1: If YOll
h3\'e Charisma. or ~lre Handsome or \'ery
Handsome. the palch jusl looks romantic. and
doe~ nO( affeel re<letion rolls.
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One Hand -15 points
You have lo:-\t :.l hand (or were born without

it); it may be replaced by an appropriate
prosthetic. This may be a grabber or hook: a
super-technological replacement negates the dis
advantage entirely. An obviolls replacement
callses many people to react to you at -1. A
mechanical g1Jbber gives yOll -2 [0 DX <and DX
based .skills) when using that hand: a hook gives
yOll ....q in the same situations. and cannot be
used for many la.sks. but ~r\'es as a large knife
in combat Even larger weapons may be grafted
(0 the Slump. but lend (0 make that limb useless
for anything but fighting.

Overc01ifidence -10 points
You think you're far more powerfuL intelli

gent and competent than you really are. and
you should a<..1 that way. Any time (in (he Gi\l"s
opinion) you show too much caution. you must
roll against IQ. A failed roll means you can't be
Gl.Utiou~ - you mu~t go ahe-ad as though you
were able to h:mdle the situation. An overconfi
dent character will gel +2 on all reaction rolls
from the young or naive (they believe him), but
-2 from experienced NPCs. This requires role
playing. An overconfident person may be proud
and boastful. or jusl quietly delermined - but
play it up!

Pacifism -15 points
You are opposed to violence. There are two

different forms:
Self-difellse only: You will only fight LO

defend yourself or those in your care, using only
as much force as may be necessary (no pre
emptive strikes allowedD. You must do your best
to discourage Olhers from staning fights.

CamlOt kill: You may fight freely. and even
stm1 a fight. but you may never do anything thaI
seems likely to kill anOlher. This includes aban
doning a wounded foe to die. YOLI mllst do your
best to keep your companions from killing. too.
If you kill someone (or feel responsible for a
de-ath), you immediately sufTer a neryous break
down. Roll 3 dice and be tOlally morose and use
less (roleplay it!) for that many days. During this
time. you must make a \'('ill roll to offer any son
of \"iolence toward tI11)'O'le. for an)' reason.

Phobias Varies
A ~phobia~ is a fear of a specific item, crea

lure, or circumstance. ;\lany fears are reasonable.
but a phobia is an unreasonable. unreasoning.
morbid fear. The more common an objed or sit
uation. the greater lhe poim value of a fear of it.
If you have a phobia. you may temporarily mas
ter it with a successful Will roll ... but the fear
persists. Even if you master a phobia, you wiJI be
at -2 IQ and -2 DX while the cause of your fear
is present. and you muSI roll again every 10 min
utes to see if the fear overcomes you. If you fail

a Will roll to overcome a phobi:l. yOll will cringe.
nee. panic. or otherwise read in a manner that
precludes sensible :ldion.

If a phobia victim is threatened with the
feared object. he must immediately roll at +q Lo
Will: if enemies aClually inflici [he feared object
on him. he must roll versus Will. If the roll is
failed. the victim bre-aks down. but does not nec
ess.:1fily talk.

Some common phobias: blcxxl (hemopho
bia: ·10 poillls). crowds (demophobia: -15
poillts). darkness (scotophobia; -15 points).
enclosed spaces (claustrophobia: -15 poiflls).
heights (acrophobb: -10 !JoiNls). number 13
(triskaidekaphobia: -5 poillls). open spaces
(agoraphobia: -10/XJinls). spiders (arachnopho
bia: -5 poiIlIS). squeamishness (no technical
name; -10/XJillls). strange and unknown things
(xenophobia: -15 poiHls).

Primitive -5 points per TL
You are from a culture with a lower Tech

Level (see p. 51) than that of the campaign. You
have no knowledge (or default skill) relating 10

equipment above your own TL. You can start
only with skills or eqUipment from your own
culture. Examples might include a tribesman
from a remOle bnd newly arrived in a more
advanced area, or :1 supernalut<ll being just
awakened from centuries of sleep. The value of
this disadvantage is -5 points for each TL by
which your native TL is less than that of the cam
paign.

You may not acquire Mental skills relating 10

high-tech equipment until you buy off Ihis dis
adv3mage. PhysiGll skills (driving. weafX>nry.
and so on) 111:IY be acquired at no penalty if you
find a teacher.

Pyromania -5 points
You like fires! For good roleplaying. you must

never miss a chance 10 set a fire. or to appreci~

ate one you encounter. When absolUlely neces
sary. make a Will roll to override your love of
flame.

Sense ofDuty -5 to -20 points
You sufTer from a self-imposed feeling of

duty. If you feel a sense of duty toward some
one. you will never betray them. abandon them
when they're in trouble. or even lei them suffer
or go hungry if you can help. If you are known
to ha\'c a sen~ of duty, others will re-dct to you
at a +2 to truSt you in a dangerous siLuation. If
you have a sense of duty. and go againsl it by
acting ag:linst the interests of those you are sup
posed to feel duty toward. the GM \yill penalize
)'ou for bad roleplaying.

TIle player defines the group toward which
the character feels [he sense of dUlY, and the Gf\l
sets its point value. Examples: only toward close
friencls and companions (-5 points). toward a
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nation or other large group (·10 points), toward

c'"eryone YOll know persomlly (-10 poinlS),
toward ~lll good people (-15 points). toward all
humanity (-) -) poinb). lo\\'ard c"cry living being
(-20 poinb).

Stubbornness -5 points
YOti :llway~ want your 0\\'11 \va)'. !\Iake your

self generally h:lrCl to get along with - roleplay
it! YOur frieocb may h~l\'e 10 make a 101 of Fast
Talk ralb to get yOll lO go along wjlh perfectly
rea~nable pbn~. Others rcael to you at -1.

Truthfulness -5 points
YOll hale 10 lell a lie. or you're just bad at it.

To keep ..,ilent about an uncomfortable (filth
<lying by ollli~..,ion). YOll must make a Will roll.
To a(1ually fell a fabehood. yOli must make a
\X'i11 roll al a -.:;! A failed roll means you blurt oul
the truth. or ~llIlllble so much thaI your lie is
ob'"ious.

Unluckiness -10 points
Circumslances conspire against you. usually

at the worst possible lime. Once per play
session. the GJ\1 will arbitrarily make
something go wrong for you. You may
miss a vital die roll. or an enemy Illay
show up at just the wrong moment. If the
plot of the acl\'enture calls for something
bad to happen 10 someone, it's you.

The GM m:lY 110/ kill a char<lcter out
righl wilh "bad luck," but anything less is
fine. The misfot1une should focus on you
rather than hitting the entire group (it's
~'Olir di~ldvanlage). but of course, they'n
'sometimes get caught up in your prob
lems.

Optionally. characters may have a
recurring "form" for their unluckiness. For
example. t-1ellboy has a 10l of bad luck
wilh gadgels. especi<llly guns. and is also
prone to falling from great heighlS. -l1lis is
purely a m~lIter of style. and shouldn't be rigidly
enforced - bad luck can altl'ays manifest in
other \yays if the GM wanlS to keep the players
on their toes - hut it can help define a charader.

Vow -1 to -15 points
You h:l\'e sworn an oath to do (or not do)

something. You take Ihis oath seriously. If you
didn't, it would not be a disad\·3ntage. l1le pre
cise \'alue of a \'ow is up to the G~1. but should
be directly rd~ll<.."(1 10 the inCOIl\'enience it caus
es the char<lder. A ""'l';al \ OU'. like "Always
wear red.-· is a -I-point qllirk (see p. 43). A
.\/ino,. \ Oil'. like \'I,~getarianism. is "'ol1h ~5

JXlinb. A .11ajor \ oU'. like. "L'se no edged
\"eapons.-· is wOl1h -10 points. A Creat \ou'.
such as "AI"';:lys fighl \\'ith the wrong hand."' is
\\"ol1h -15,

Creating Characters ~~

Weak Will -8 points/level
You are easily persuaded, frightened. bullied.

coerced, templed and so on. For every level
taken. your IQ is effectively reduced by 1 when
ever you make a Will roll (p. 65). including
anempts to resist distraction. seduction. torture.
mind control. and so on. Weak \X'i11 also affect')
all attempts 10 master phobias and avoid gh'ing
in to mental problems.

A character cannOI ha\'e bolh Strong and
Weak Will.

Supernatural
Disadvantages

Like sUI::>ernatural advan13ges. these disad
\'amages are normally restricted to exotic. non
human characters.

Bestial -10/-15 points
You think and read like a wild animal. with

no concepts of morality, propriety. or property.
You fight or nee if threalened. ignore anything
that doeslft seem important to you. and respond

positively to anything pleasurable. You
canIlot use :lnistic or social skills (except
Area Knowledge or Intimidation), even
at default. This is wOl1h -10 IXlints, or
-IS if your behavior is actively repllgn~lnt

to hum~ms.

Dependency Varies
You require some special subSl<!nce

1O survive. Wilh GM permission. Ihis dis
advantage can be taken by norillal
human char<lcters. to reflecr. say, a mec!*
ical need for a special drug. The value of
the disadvantage depends on the rarily
of the substance:

Rare (cannot be bought. must be
found or made): -]0 points.

In/reqflem (vel)' expensive or hard to
find), -20 poil/ts.

OcetlSiolltll (expensi\·e. somewhat hard to
find): *10 poillls.

Common (available almost anywhere): -5
poillls.

JIIegal: adds -5 to any of the above.
TIle value is modified by hm\' often you must

receive the substance:
Constant!)': 5x value. You Illust carry and use

the stlbstan~e all the time - for example, an
exotic atmosphere. Lose 1 hit point per minute
without it.

Horuiy: IX value. Lose 1 hit point per 10 min
utes after missing an hourly dose.

Daily: 3x value. Lose I hit poinVhour after
missing a dose.

W'eek~)': 2x value. Lose 1 hit point/6 hours
after missing a dose.

.\foJlth~)': Listed value. Lose 1 hit painL day
after missing a dose.
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Dread Varies
A supernalur:t1 aversion pre\'ents you coming

within a cel1ain distance of a specific thing. You
Lake no actual cbm:lge from il. but yOll e(llmo!
appro:JCh it voluntarily. ,mel if you are involun
tarily brought within that [,<Inge. yOll can do
/lothing except to rake the mOSl immediate
dir<..-'Cl rmile away. (If yOll can ad nOnllally if
brought \\ ithin the prohibited radius by an
external force. hah'e the ,""due of the disad\"an
rage.)

For -10 points. yOll Glnnot come \yithin a
yard of the thing. E"1Ch eXIra y:lrd increases the
base value by -1 jx>inl. 111C ,'aille is then modi
fied by the r.1rity of the thing:

Rare (ex()(ic mdi:uion or minerals): Half
value.

OccasioNal (micro\\'a\'i:~ radiation, arctic
cold): Cnmodifiecl ,'aille.

CommO/1 (smoke. magic. horses): Double
\·alue.

\ elY Comilion hunlighl. living pbnts): Triple
\·alue.

At the G~r;, option. the object of a being·s
Dread can be used to imprison it if the object is
placed as a IXlrrier across the being's only
avenue of eSGlpe. The classic example is the
Seal of Solomon. u;,ed to trap c1jinn inside bot
tles and lamps.

Horizontal/
Semi-Upright -10/-5 points

You walk in a horizol1lal or near-horizontal
posture. If you are Sel1li·LJJ/ip,bl (-) points), like
m,lny ~lpes. you can swnel upright to punch
opponents or hold bahie~. but you must use all
four of your limb;, to run or take -2 to I\love. If
yOli are JJOl1'zo1ltal (-10 Ix>ints). like a dog or
horse. you GlI1 only :-.tand upright \'ery brieny. or
use one limb for manipulation while standing on
the other three. or two while silting: carrying
anything in one limb hal\"t.'·~ your 1ll00'e and
makes you dum..,y.

Inconvenient
Size -10/-15 points

You are radiCllly differenl from the nonnal
human ;,ize. ~lI1d hence h~1\ e trouble using most
human too!!, or wealX>lh fining through door
ways. climbing ;,tai~. etc. If you are hig (greater
lhan 8' talD. this is worth -10 Ix>inb: if you are
small (Jess than 2'), it's \\"ollh -I S.

No Fine Manipulators
-30 points

You h~l\'e nothing more dexterou;, than paws
or hoo\'es on the end~ of your limbs. You can
not do ~lI1r ;,ort of fine \\ork or wield \veapons.
You m<lY buy ST with a -",000 limitation. as it can
not be u:,ed for m~lny of the purposes \....hich a
human with h:.l1ld~ can accomplish.

Short Arms -10 points
All of your arms are sholler than a normal

human's. either because you are small or
because your boely has an ocld shaJX'. You can
not use mek-e wcapons which have to be
swung, your reach wilh fists or thrusting
weapon;, is reduced by I (to a minimum of
"close comlxlI only~). and you make rolls 10
grapple 31 -2.

Unliving -50 points
You :lfen'l truly alive. but are animaled by

supernatural force::., \X'hen you are reduced to
eXilc/l)' 0 hil points and bil a HT check. you col
bpse. apparently dead, <lnd em only be restored
by some special. predefined condilion (such a::.
a boh of lightning or a slx'Cial drug). If you are
reduced to -1 hit painls. you die immediately.

Unhealing -20/-30 points
You do not reco\"er 10M hit points naturally at

all, e\'en with mediGd attention: you get no daily
HT roll to reduce damage. First Aid still works
(assuming that yOll are vaguely nOnllal biologi
cally). as il reslOres hit jx>ints lost to shock. and
magic.11 or psionic methcx:ls also help. If you can
recover damage norm=llly in special conditions
(e.g. when bmhing in bloocl. or remaining on
holy ground). or you have other magical powers
\vhich enable you to stcal hit poillls from olhers,
this is wOl1h -20 pOints; if you can never heal
n3tur::1Ily, it's wOl1h -30. If, inslead, you merely
cannot recover f:'l1igue pOll1ts, the v:llue is
halved.

Vulnerability Varies
You t=lke extra damage from cert<lin :ltlack

forms. For each level of Vulnerability. add an
extra ld damage when hit by Ihe attack form,
before subtracling DR. The value per lel'el
depends on how common the attack form is in
the campaign - sec 11/l'uluerabifi/)' (p. ,31) for
definitions of these rarity categories:

\ elY Rare: -,3 poinls,
Rare: -S point::;.
Occasi01w/: -10 points.
ComJIIO": -I S pOints,

Weakness Varies
'Ihis is a damaging scnsili\'ily 10 the presel1ce

of a specific substance or effet1. Damage
ResiMance does 110/ protect you from a
\X'eakness! l11e base cost is <IS follows:

ld per minute: -20 poillls.
Id per .:; minutes: -IO/JoiNls,
Id per 30 minutes: -; poil1/S,
H~lh'e the v~l1ue if the damage done comes

off fatigue rather than hil lX>inl5, The r::lrity of the
problem ~lbo ~lfTects the value, ~IS for Dread
(p. 12).

Taboos: If a being suffers pain and injury
from taking certain actions, this can Ix' trelted as
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a Weakness. Exalllple "frequencies" for this:
leI)' Rare: Swearing marriage vows. Rare:
Brelking your .'>\\'orn word. Occasional:
Re\'e<lling your (me identity. Common: Failing 10
pby;] Irick on ~onK"()l1e :lfter meeting him. IbJ'
CommoH: Killing any living thing.

If the character breaks the whoa. the associ
ated d::1I113ge b suffered until the problem is cor
reoed and he atones for his error (if pos.<;ible). If
bn..'aking the lalXX> resuhs in banishment from
the phy~ic:i1 \\'orld. or some similar inGlpacital+
ing effect. r:Jlher Ih:l1l harm. the value is twice
the baSt::' value from rarity.

Quirks
A ~quirk- i~ a minor pen.onaliry trail. It's not

an ac!\"ant:lge or n<..'"Ce~s.arilra disac!\"anlage - iI's
jusl something unique :lhoUI your chamcIcr. For
insrallce. ~l m~ljor trait like Greed is a dis.:1dv:m
t3ge. But if you merely insist on being paid in
cash. that's a quirk.

You m3Y rake up to five quirks at -1 point
each. ,so, if you do, you will have 5 more
points to spend on other things, These do 1101
counl against the maximum number of disad
\'anlage poin"" allowcd in your Gllnpaign.

A quirk musl be either something th3t can be
3cti\'e1y roleplayed by the character, or a role
playing hook for other characters, If it doesn't
le3d directly to roleplaying and characterization.
it's not \'alid, M Alway!'> we<lrs black

M

is not <I \'.alid
quirk, 3t least in the modem \,"'estem world, Lots
of lJt.3Qple wear black: so wh3t? M Always \years a
hat \....ith a t:l11 pink fe::llher.- though. is a quirk.
especially if the Ch:lr::lder is male. because ~-P0;

can comment. laugh. try !O knock it off. or pick
fights. And you 1I111s1 roleplay quirks. If you take
"Dislike of heighls.·· bw blithely climb trees and
cliffs whene\'er it .... corl\'enienL the G,\1 \\·iII
penalize you for b:ld roleplaying. '111e points yOll
lose thb W~IY will cO:o.t YOll much more than you
earned for I3king the quirk, so don't ch<X>se a
quirk you aren'l \\ illing to play!

Creatinp, Characters ~I
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Skills
A "skill" is :t p:ll1icular kind of knowledge.

Karate. auto mechanics and the English lan
guage are all skills.

EICh of your skills is represented by a num
ocr called a skill len:!!: the higher the number. the
greater the skill. \'('hen you try to do something.
you (or the G~l) will roll 3 dice against the
appropriate skill. modified as the GJ\I sees fit for
that particular situation. If the number you roll is
less Iban or eqllal 10 your (modified) score for
that skill. you (u!-.ually) succeed! See pp, 59-60
for the full rules for all this.

Cenain skills are different at different lecb lev
els ("TL

M

for shorn. Such skills are design<lted by
" 11..- See p. 51 for more on this subted.

Skill Defaults
Most skills (but not aiD ha\'e a "default le\'ei:'

"111 is is the le\'el at which you perfonn the skj((
tl'ilbollf Imiuil1g A skill has a default le\'el if it is
something Ihat e\'erybcKly can do. a little bit.

For instance. the "defauh" for Lockpicking is
IQ·5. If your IQ is II. and you h:n'e to pick .a
lock, you can do it on a roll of 6 or less. \'(lhy?
BeCaUse 11 minus 5 is 6. so 6 is your "default"
skill at Lockpicking. You fumble around with the
lock, sliding a credit card <ll'Ound the latch like
the detective in a movie you saw once ... and
somelimes it \Yorks!

The Skill Listings
The listing for each skill gi\res the follOWing

inform~ltion:

Name, The name of the skill. If the skill varies
at different tech levels, this will also be shown 
e.g.. "Blacksmith/rL."

TJ1Je. The variety of skill (mental or physical)
and its difficulty (Easy. Average. Hard, or Very
H:lrcl).

De/aulls. The basic auribute(s) to which Ihe
skill debulls if the skill itself is not known - for
instance. MDX-6". If there is more than one pos
sible default. use the one thai gives the highest
default level.

[)(.oscrijJlioll. i\ brief description of what the
skill is used for and when (or how often) to roll.
The G.\I should pennit routine tasks to be per
formed on a ~trJight skill roll: more- or less-dif
ficult tasks. or ad\'erse or favorable conditions.
will result in modifiers to skill. set at the GJ\l's
discretion.

Acrobatics
(Physical/Hard) DX-6

This is the ~lbility to perfoon aaobalic ~lIld

gymnastic stunts. roll. take f<llls. <lnd so on. A
separate !'>kill roll i~ required for each Irick you
allempr.
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Further increases follow lhe same progressions: 8 addi
tional points per level for physiad skills, 4 per level for Very
Hard mental skills, 2 per level for other mental skills.

Learning Skills
To learn or improve a skill, you must spend character

points. Skills are divided inLO meNIal and physical. The tables
below show the point cost to learn each skill.

The fLrst column shows the skill level yotl are trying {Q

.main, relative to the controlling al/11bute. This is usually OX
for physical skills and IQ for menial ones; excep[ions are
noted in individual skill descrip[ions. If your OX is 12, then a
level of -OX-I" would be II. "OX- would be 12. "OX+!"
would be 13, and so on.

The remaining columns show [he point COSLS [0 learn skills
of different difficulties - Easy. Awrage, Hard, and l'i>I)' Hard
- a[ thai level. Harder skills COS[ more charaCler poinLS [0

learn!

Very Hartl
1/2 point
1 point
2 points
4 points
8 points
12 rx>inlS
16 points

1/2 point
I point

2 points
4 pOinL'i
6 points
8 points

1/2 point
I point

2 points
4 points
6 points

Artist (Me1ltal/Hard) IQ-6
'111e ::l1)ility to dra\\' and IXlint wilh bolh accu

r.1C)' and beauty. Roll once per \york.

Armoury/TL
(Mental/Average) IQ-5

TIle ability 10 build and repair weapons and
an110r at the appropriate tech le\·e1. Roll to
make. repair. or find a problem wilh a ",·eapon.

Area Knowledge IQ-4for area
(Me1ltal/Easy) reside1lts 01lry

'Ine skill of familiarily with the people. poli
tics. and geography of a specific area. Roll for
each piece of knowledge required.

1/2 point
1 poinl

2 points
4 jX)ints

Physical Skills
Your Filial DifficIIIJ)' oJSkiU
Skill Level Easy Average Hard

OX-3 1/2 poin!
DX-2 1/2 poinl I point
DX-I 1'2 point 1 point 2 poinLS
OX I poinl 2 poinLS 4 poinLS

DX+1 2 poinLS 4 poinLS 8 poinLS
OX+2 4 points 8 points 16 points
DX+3 8 poinLS 16 poinL'i 24 points
DX+4 16 points 24 points 32 points

Me1ltal Skills
Your Filial DiJf1clIlly ojSkill
SkiU Level Easy Avertlge Hanl

IQ-4
IQ-3
IQ-2
IQ-l
IQ

IQ+1
IQ+2

A1limal Ha1ldli1lg
(Me1ltal/Hard) IQ-6

This is the ability (0 train and work \Yith all
lypeS of animab. Daily rolls ::Ire required when
t[<Iining ::In animal.

Alche11ly/TL
(Me1ltal/
Very Hard)

No default
This is the science of magical

transform~llions and tl.lJ1smUla
tions. It requires no inborn tal
ent. as it depends on the
"magic" inherent in substances.
AlchemislS devote their time to

the cre<llion of magical potions
<lnd powders. and sometimes
more esoleric work - such as
making homunculi (p. 16t>. The
skill may require an Unusual
Background (p. .32) to learn in
the present day. as alchemists
were always vel)' secretive. and
mos[ of their secrets have long
sinn' been los!.

TIle crealion of potions and
similar concoctions - collectively called elixirs 
takes weeks of full-lime work. hundreds to thou
sands of dollars wOl1h of equipmem and sup
plies (many of which emmat be bought and
must be lracked down through other means).
and a successful AJchemy roll. sometimes at a
penalty. The resull will be a single dose with a
defined effect. see EWllnple Alchemical EIi\-irs for
,I fe\'\' samples.

Admi1listratio1l
(Mental/Average)

IQ-6
The skill of mooing a large

organiz.1Iion: primarily useful
for earning money. qualifying
for job~. and predicting
the behavior of bureaucrats.
Administration 15+ grams a +2
reaction bonus when dealing
with a bureaucral.

Acti1lg
(Me1ltal/Average)

IQ-5
The ability to counterfeit

lll<XXls. emotions. and voices,
and 10 lie convincingly O\'er a
period of lime. Roll a Quick
Coniest \"ersus the IQ of e<lch
person YOll wbh to fool.
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Demolitioll/TL
(Mental/Average) IQ-5

111e abililY to blow things up with explosi\·es.
A Demolition roll is necessary whene\'er you use
explo:-,ives.

Diagnosis/TL
(Me1ltal/Hard) IQ-6

The ability to tell what is wrong with a sick
or injured l:>erson, or what killed a dead person.
Roll once per diagnosis.

Disguise
(Mental/Average) IQ-5

TIle ability to make yourself look like some
one else, Roll a Quick Contest (Disguise \·s. IQ)
for each person (or group) that your disguise
must fool.

Electro1lics/TL
(Me1ltal/Hard) No default

The ability 10 design and build electronic
apparatus. A successful roll \\'iIl let you identify
the purpose or a strange de\'ice, diagnose a
glitch. perfonn a repair, or design a new system.

IQ-6
Diplomacy
(Mental/Hard)

See Illj/llellce Skills. p. 16.

Electronics Operatio1l/TL
(Mental/Average) IQ-5

111e ability to use electronics gear. For nor·
mal. e\'eryday use or equipment. no skill roll is
required. Rolls should only be required in emer·
gency Siluat ions.

Sample
Alchemical Elixirs
POtiOl1 o/Strellgth: Subject'S ST is ino-eased

by ld for 1/2 hour; lhis affeclS everything
excepl fatigue points. $1,500 in malerials and
4 weeks to prepare al -1 to Alchemy skill.

Powder of Aging: Often sprinkled into
focxl; whoever consumes it will age one year
over the next day. S4,500 in materials and 6
weeks of work.

Love Potion: 'I1le subject falls in love, per
manently, with the next person of the appro
priate sex who they see. (Can be counteract
ed by another dose of the polion, or spells or
rituals which negate curses.) S600 in materials,
3 weeks of work, -2 10 skill.

Many more elixirs are described in GURPS
Mtlgic. Bigger projects (like homunculi) take
months or years, thousands to millions of dol
lars worth of equipmem and malerials, and
multiple Alchemy rolls.

Carpelltry
(Melltal/Easy) IQ-4 or DX-4

The ability to build things QUI of wocxL given
the right tools. Roll once per hour of work.

Cookillg (Mental/Easy) IQ-4
TIle ability to prepare a pleasing meal from

basic ingredienl.,',. Roll once per meal.

Camouflage
(Melltal/Easy) IQ-4

The <lbilit)' to use natural material or paints (Q

disguise yourself. yOll equipment, your position.
and so on. Roll once per person, vehicle. or
campsite hidden.

Boxillg
(Physical/Average) No default

See ('"armel/ Combat Skills. p. 51.

Brawlillg
(Physical/Easy) No default

See 0lOnnf!d Combat Skills. p. 51.

Computer Programmi1lg/TL
(Mental/Hard) No default

The ability to write and debug computer soft·
ware. Roll 10 wrile, debug. or figure out a pro
gram.

Climbillg
(Physical/Average)

DX-50rST-5
The ability to climb mountains. rock walls,

trees, the sides of buildings. and so on. Roll once
to 51311 a climb; long climbs may require more
rolls. See p. 62.

Computer Operatioll/TL
(Melltal/Easy) IQ-4

TIle ability (0 oj:>erate a compUler. Roll when
ever you need to CIII up data, nm a program. or
perfoml :lOy similar task.

Criminology/TL
(Mental/Average) IQ-4

TIle study of crime and Ihe criminal mind.
Roll to find and inlerpret clues, guess hmv crim
inals mighl behave, :l1ld so 011.

Blacksmith/TL
(Me1ltal/Average) IQ-5

The ability to work nonpreciolls metals by
hand. gi\'en the right 1001s. Roll once per hour of
work.

Bard (Me1ltal/Average) IQ-5
The ability (Q tell slOries and 10 speak extem

poraneously. Also called PI/hlic Speaking, Roll
once per speech or story.
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Engineer/TL
(Mental/Hard) No default

The ability to design and build complex
machinery. A sllcce~sflll roll lets you identify the
pUfJX'se of strange machinery. diagnose a prob
lem. perform a repair. or design new machinery.

Escape
(Physical/Hard) DX-6

The ability to get free frol11 ropes. handcuffs.
and ~iI1libr bonds. '111e first 3nempl to eSCIpe
lakes one minute; each subsequent auempt
lake:; 10 minutes.

Fellciug (PIA): The rapier, smalls'\\'orcl. and
saber. Pall)' is 201 Fencing skill. not 1 2. Your
encumbrance must be Light or les..." to use
Fencing.

Hail (P II): Any unbalanced WC;:lIX>Il \\"ith the
head attached (Q Ihe handle by chain or rOIX'.
such as ;:1 n'lil. morningstar. or nunchaku. Any
attempt to block a nail weapon is at -2: any
attempt to parry it i:-. at ...... and kni\'es and fenc
ing weapon." cannOl parry nails at all!

KniJe (P E): Any knife. dagger. or stiletto.

First Aid/TL Defaults
(Mental/Easy) to IQ-5

TIle ability to patch tip an injury in the field
(see pp. -"·-6). Roll once per injury.

Forerzsics/TL
(Mental/Hard) No default

111e geneml science of "bborJ!ory" criminol
ogy. Roll to analyze each piece of physical evi
dence.

Forgery/TL
(Mental/Hard) IQ-6 or DX-8

The ability to produce a l~lke passlxH1, ban
knote. or similar document. Roll once per for
gery.

Gambling
(Mental/Average) IQ-5

'111e skill of pbying games of chance. A suc
cessful Gambling roll can tell you if a game is
rigged, identify a fellow gambler in a group of
strangers. or "e~tima{e the odcls" in a [rid.')' situ
ation.

Influence Skills
There are several ways 10 influence Olh

ers; each is a separate iNflueNce skill. A suc·
eessful roll will result in a gcxxl reaction from
an NPC. Failure results in a bad reaction
(except for Diplomacy. which is always
safe). To actually coerce or manipulate an
:'-IPC, you must win a Quick Col1lest of your
skill versus his \'Xlili. Influence skills include:

Diplomacy (M/H): Negoli3tion and com
promise. Def3ults to IQ-6.

Fasl·7alk (AVA): Lying :Ind deceiL
DeraullS to IQ-5.

l11fil1lidali01l (MIA): Threats and implied
violence. Defaults to ST-S.

SatJOir-Faire (MIE): Manners anel eti
queue. Mainly useful in "high society" situa
tions. Defaults to IQ-4.

Se.'\" Appeal (AlVA; based 011 /-rT, 1101 IQJ:
Vamping ancl seduction, usually of the oppo
site sex. Defaults to HT-3.

Streetwise (ALIA): Contacts and (usually)
subtle intimidation. Only useful in ~stree(

and criminal situations. Defaults to IQ-5.
Reaction modifiers (such as Appearance,

Charisma, or Reputation) may often apply to

influence skill rolls, if the GM judges that
they are appropriate in the circumstances.
Remember that the chara<-1er must aa in
accordance with the skill used, offering com
promises with Diplomacy. acting threalening
,....ith Intimidation, ancl so on: if the aa just
isn't plausible. the skill takes penalties.

Polearm (PA): Any \ery long. unbalanced
IXJlc WeajXln. :-.uch as a Ix>leaxe. gbi\·e. or
halberd.

ShOf1slI'Ord (P A): Any b'llanced. one-handed
\....eapon. I to 2 fL~t long. such as the ~hon

sword. baton. or billy club.
Spear (P A): Any ....on of spear. ja\"t:lin. fixed

b:lyonet. pike. or ~illlilar long. light. fX>inled
weapon.

S/(.~ff (P /I): Any qual1er:-.taff or illljxO\·i:-.ed
pole like a qU:lner:-.I'lff. u:..ed in 1\\'0 hands. Parry
is 2 ,) skill. not 1 2.

IQ-5
Fast-Talk
(Mental/Average)

See Influence Skills. al righ!.

Hand Weapon (Physical/
Varies) Defaults vary

Each cia&) of hand weapons requires a sepa
rate physical skill: roll against this when ,mack
ing. "10M hand weapons may also J.~;m)' (pp. 69
-0): [hi:, i~ done at I 2 skill unless noted.
Assume thaI P E we'J.IXJn ~kills default to DX.·..·..
P A ones to DX-) <lnd PHones to DX-6. Skills
include:

I-lre.\1ace (PA): Any :-.hon or middle-sized.
unbalanced. one-handL--d we<lpon. such as an
axe. mace, or pick.

B/aekjack (P E): l1le blackjack or sap..\1ay
nol parry.

Bnxu/sword (PA): Any 2- to +foot. hal
anced. one·handed wC:Jpon. such as a
bro<lcbword or baseb,lll IXlI.
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Two-Nallded A.:relA'[ace (PIA): Any long.
unbalanced. two-handed weapon, such as a bat
tleaxe or maul.

Tu'O-llanded Sword (P A): Any long (q- to 5
foot). balanced. lwo-hand(.-·d weapon.

Holdout
(Mental/Average) IQ-5

The skill of concealing items on your person
or the person~ of ()(he~. or finding such hidden
items. Roll once per item.

Humanities
(Mental/Hard) IQ-6

Each 3C".ldemic Hhulllanity" or -arts- subject
(such as HislOry. Liter:llure. Philosophy. or
llleology) i~ a ~parate Mental Hard skill that
defaulL') 10 IQ-6. Roll versus skill (0 recall refer
ences. jX"rform critical analysis. elc.

Magic Spells
(Mental/Varies) No default

The "compressed rituals" called spells are
treated as skills. eilher 1\lental Hard or
1\lenlal/Very liard. '111ese are described on pp.
130-132.

Masonry
(Physical/Easy) IQ-3

The ability to build lhings out of brick or
SlOne. gi\'en lhe right tools. Roll once per hour
of work.

Mechanic/TL
(Mental/Average) IQ-5

111e :Jbilily lO diagnose and fLX ordinal)'
mechanical problems in machines of your TL
Roll once per diagnosis or repair.

Judo
(Physical/Hard) No default

see UI/armed Combat Skiffs, p. 51.

Interrogation
(Melltal/Average) IQ-5

-n,e ability to question a prisoner. To do so.
you must win a Contest of Skills: your
Interrogation skill \'5. the prisoner'S \'(fill.

Leadership
(Mental/Average) ST-5

111e ability to coordinale a group in a dan
gerou~ or ~Ire~'\ful ~ituatiol1. Roll lO lead r\PCs
into a dangerou~ ~ilu:lIion.

Meteorology/TL
(Mental/Average) IQ-5

The study of lhe weather and the ability 1O

predict it given lhe appropriate instl1.lments. Roll
once )cr prediclion.

Missile Weapon (Physical/
Varies) Defaults vary

.\fissile weapons are ranged wearxms that
launch projectiles. as distinct from tbroll'lI
weapons (see p. 51). Each gener.al class requires
a separale skill: roll against this when auacking.
P E skills default 10 OX-"-I. P A ones to DX-5. and
PHones (0 DX-6. Add 1 lO your skill for an IQ
of 10-11. and 2 for an IQ of 12+. when using any
mis.'\ile weapon ~kill labeled with "/fl.",

~lissile \\'eapon skills include:
Bem/l Weapo11.sI'IZ. (P E): Any beam-type

\veapon. such as a fUluristic blaster or laser. is a
separate &~ml \\'IeapollS skill.

Black Powder W'eapow/ll (P E): Each type or
bbck-po\\'der weapon. including the musket.
pistol. and rine. is a sep3i..lte Black POiNler
\\'Ieapolls skill.

Merchant
(Mental/Average) IQ-5

The ability to act as a ;lrader," buying and
selling merchandise. A successful skill roll lets
you judge the value of common goexls. locale
markels ~lnd so on.

ST-5
bltimidation
(Mental/Average)

See l/!/ll/ence Ski/Is, p. -16.

Karate
(Physical/Hard) No default

see l'1/armed Combat Skills, p. 51.

Law (Mental/Hard) IQ-6
A succe&iful Law roll leIS you remember.

dL-xluce. or figure OUI the answer to :1 queslion
about Ihe law. An actu.al trial can be handled as
a Quick Conle~1 of Law ~kills.

Lockpicking/TL
(Mental/Average) IQ-5

This is lhe ability to open locks without {he
key or combin~Hion.Each attempt to open a lock
requir~s one minute and a skill rolL cracking ~l

safe may t:lke consider:lbly longer!

Jumping
(Physical/Easy) No default

The (i..lined ability to use your strength to its
OCSI ad\'~lnt:.lge when you jump (see p. 62). Roll
once per jump.
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Bour (PilI): The longbow. shollbow and all

similar 00\\'5. as well :15 the modern compound
OOw.

CrossboUI (PIE): All types of crossbow.
including the "prodd:' which fires lxollels rather
than boiLS.

Guusl'll (P E): E~ICh Iype of GlI1ridge fireann
is a separate GillIS :-,kill. Types include pistol.
rifle. shOlgun. and light automatic.

SliNg (P II): The sling and Marr sling.

Musical Illstrumellt
(Melltal/Hard) No default

TIle ability to playa musical instrumenl. Each
inSlrumenl is a separate ,'ersian of this skill. Roll
once per performance.

Natural Sciellces
(Melltal/Hard) IQ-6

E..'lch specially (such as Bolany. l\letallurgy.
Physics. or Zoology) is a separate MenIal Hard
skill lhal defaults to lQ-6. Roll ,"ersus skill to

recall general knowledge \\'ithin the field. ana
lyze data, perform lab work. and so on.

Naturalist
(Melltal/Hard) IQ-6

A general knowledge of animals and plants.
and of nature in its various forms. Roll to identi
fy rlants. animals, :.lI1d so on.

Navigatioll/TL
(Melltal/Hard) No default

Ability 10 find position by the stars. ocean
currenIs. eiC. A :-.uccessful roll will tell you where
you are, al sea or on land.

Occultism
(Melltal/Average) IQ-6

TIle academic slUdy of supernanlral pr<ll1in::~

and myths. l1lis is a branch of foUdore or amhro
pology: it doesn't usually assullle much about
\"hether these things work. and occultists Illay nO{
actually believe in magic <although in Hdlboy's
world. that takes some obstinacy).

For example. Kate Corrigan <p. 88) b an expert
Occultisl. She would probably know that mem
bers of a particular lribe \\orshiprx-"<I a certain
deity. what fornl their rituals took. and maybe
whal actions would :;uppo::.edly please or annoy
that deilY. Howe\er. she \\'Quld be unlikely to be
able to perform an efTeCliw summoning ritual.

Parachuting
(Physical/Easy)DX-4 or IQ-6

The skill of making parachute jumps. Roll
once per drop: a failure means thai you mi~d
the target zone and or bnded badly <lnd suf
fered a minor injury. while a critical failure may
indicate lX>tenlially fatal problems.
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Languages
Languages are treated as skills. The

umguage Taleut advantage (p. 30), makes it
easier to learn languages.

Language Skills
(Mental/Varies)

No default
E..'tch language is a separate Mental skill.

Your native hmguage skill starts out equal to
your IQ, and COSlS only 1 point per level to
improve. Other languages are improved like
any other skill. Difficulty of languages varies:

EllS)': Pidgin English, Esperanto. and the
like.

Average: Most languages - French,
Chinese, Elvish, Romanian, etc.

Hard: Basque, Navajo, and most alien
languages.

\ (uy Hard: Alien languages which cannot
be pronounced with your narural vocal
equipment or simple mechanical aids.

When two people If)' to communicate in
a language that is not the native language of
one or both panies, roll against language
skill to understand or be understood.

Gesture
(Mental/Easy) IQ-4

TIle ability to communi(.'ale through sim
ple. improvised hand signals. Roll once to
communicate each geNeral concepl.

Sign Language
(Mental/Average)

No default
Any of the many true languages of ges

ture. Each form of sign language is a sepa
rate skill. and treated like any other l.anguage
skill.

Paraphysics/I'L
(Mental/Very Hard)

No default
The scientific study of psychic powers (as they

appear in Chapler ';). and of Ihe paranonnal in
general. with a focus on measurable physical
effects. This can oH~r be studied in specialist
organizations such as the BPRD. Projea Ragna
Rok. and a ft'w notoriously eccentric uni\'ersity
depallments. AJso. because it is such a new. pecu
liar fidd, characters who wam to study
Par.tphysics should acquire skill 12+ in at least
two olher scientific subjects first. to repre.sem a
good general grounding in the physical sciences.
GJ\ls may require other characters who ",'ish to
spend points on Paraphysics to take a to-point
L'nusu:ll Background (p. 32).

Creating Characters ~~

BPRD scientists use Paraphysics to help new
psychiCS control their powers. design devices
such as Johann Kraus's containment suit. and so
on. (AclUally bllildillg such de\'ices demands
skills such as Engineer and Elearanics.)

Photography/I'L
(Mental/Average) IQ-5

'l1le ability to use a Clmera competently. use
a darkroom. and so on. Roll once per roll of film
shot or developed.

Physician/I'L
(Mental/Hard) IQ-7

The general professional ability to aid the
sick. prescribe dnlgs and care, etc. lllis is the
skill to u:,e if the G," re<!uires a single mil to test
general medic-::i1 competence or kno\yledge.

Pickpocket
(Physical/Hard) DX-6

The ability to ste~lI a slllall object (purse.
knife. etc.) from 3OmeOnt."s Ix:rson. Roll once
JX'r theft: if the target is alert. tre~1t this as a Quick
Conte~t v~. the target'~ IQ.

Psychic Skills
(Mental/Hard) No default

Manipubting and conlrolling :l psychic
power requires specific psychic skills. These are
dl.:.'scribecl on pp. 1.32-139.

Research
(Mental/Average) IQ-5

Gener:.11 skill at libmry or electronic research.
A successful Research roll in an appropriate
place of research will tet you find a useful piece
of data. if that information is to be found.

Riding (Physical/Average)
DX-5

TIle skill of riding a bea~l. A different \'ersion
of this skill must be learned for each animal
ty~. Roll once when the be'dSI is first mounted
and again any lime a difficult situalion is
encountered while riding.

Ritual Magic (Mental/
Very' Hard) No default

This skill represenls praclical understanding
of the inlellectual and myslical processes
im'oh'ed in conducling ritual magic (pp. 121
129>. In addition to pel/armiNg rituals. on a suc
cessful roll. you can undersland lhe purpose of
a ritual being conduoed in your presence.

Ritual Magic Paths Special
(Mental/Very Hard) default

The detailed knowledge of how to use ritual
m~lgic to achieve !->JX.'Cific effects is di\'ided into
Paths. These are described on pp. 12'-1-129.
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Singing (Physical/Easy) HT-4
This is the ability to sing in a pleasing fash

ion. Study of this skill is based on HT. not ox.
Roll once per performance.

Shield (Physical/Easy) DX-4
The ability lO use a medieval-type shield or

police riot shield. The active defense from 3

shield - your Block score (p. 69) - is equal to
hal/your Shield skilL See p, 53 for::1 list of avail
able shield types.

Running
(Physical/Hard) No default

11,is skill is based on H1'. nOl DX. It repre
sents training in sprints and long-distance run
ning. If YOll hcH'e studied this skill. divide your
skill le\'el by 8 (don"( round clown) and add the
result to your Speed for the purpose of calculat
ing your j\love score (affecling land movement
only). See p. 62 for details.

Sex Appeal
(Mental/Average) HT-3

See In/Illence Skills. p. '-16. This skill is based
on HT. not IQ.

Shadowing
(Mental/Average) IQ-6

TI,e ability to follow anOlher person through
a crowd without being nOliced. Roll a Quick
Contest e\'ery 10 minutes: your Shadowing \'5.

the subjecl"s Vision roll. If yOll lose. you lose the
larget - or he spots you!

IQ-5
Streetwise
(Mental/Average)

See Influence Skills. p. 16.

Teaching
(Mental/Average) IQ-5

111C ability to instnlct others. 111e G!\! may
require one or more skill rolls to teach anOlher
charadeI' a skill.

Tactics (Mental/Hard) IQ-6
The ability (Q outguess the enemy when the

fight is m~lTl-lo-man or in small groups. A suc
cessful Tactics roll during a Ixmle will sometimes
(GM's discretion) allow you infofll13tion about
immediate enemy plans,

Swimming
(Physical/Eas)l) ST-5 or DX-4

111is skill is used both for swimming and for
saving a drowning victim. Roll once per s\yim.
di\'c, or lifeS<I\'ing attempt. See p. 6-1.

Survival (Mental/Average)
IQ-5

Ability LO "live off the bnd," find food and
water, ::l\'oid hazards, build shelter, etc, A differ·
ent Survival skill is required for e::lch type of ter
rain. Roll once per day in a wilderness situation.

Hearing roll of anyone you're trying to hide
from.

SurgerylTL (Mental/
Very Hard) No default

111e skill of performing major :'lurgef)'. Useful
for gelling a joh ~Ind for dealing with extreme
medical problems.IQ-4

Savoir-Faire
(Mental/Easy)

See Influence Skills, p. 46.

Social Sciences
(Mental/Hard) IQ-6

Each -social science- (e.g.. Anthropology,
Archaeology, Psychology or Sociology) is a sep
arate MentalJHard skill that defaults to IQ-6, Roll
versus skill LO recall general knO\vledge within
the field. idenrify traits that characterize an indi~

vidual, culture, or sociery Cas applicable), and so
on

Spell Throwing
(Physical/Easy) DX-3

l1'le skill used to hit a target with a missile
spell (p. 131), Each spell requires a dilTerenr ver
sion of this skill. For example, Spell Throwing
(Concussion) and Spell l1'lrowing (Fireball) are
c1ifferenr skills,

Stealth
(Physical/Average) IQ-5 or

DX-5
The ability to hide and to mO\'e silendy. Roll

a Quick Contest between your Stealth and the

Thaumatology
(MentallVery Hard) IQ-6

The "science of m::lgic- - the fomml stud,' of
magical forces. The character determine I;ow
(and something of the why> a magical spell or
ceremony ,,,orks. and maybe how to modify,
enhanc('. or negate it.

Thaum3tology doeslt'f gralll deep knowl
edge of arcane beliefs; that's Occultism (p, 'IS).
Nor does it help create technology \vhich can
measure or control mystiC!! powers; that's
P3r~lphysics (p. -19). It analyzes the practical
workings of "magic." Hence. while magici.an~

see Occultists a~ amateur ollisiders, and
ParaphysicislS as ignorant cbbblers. some of
them study Thaumatology intensi\·ely.

It is difficult. though not quile impossible. for
anyone not aoually skilk'c1 in magic 10 learn thi,
skill. II requires .a to-point lfnuslml Background
for any nonmagician outside the BPRD or
Project Ragna Rok to slX'nci poinL<; on it. and
\\ithin those organiz::nions. onk a few scientbb
h:.l\'e it ~11)()\'e le\el 10. COI~\"(:rsdr . .\lagL'f)·
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Unarmed Combat Skills
These are trained skills of weaponless fight

ing. (Anyone can fight in an untrained fashion,
using OX.) They all permit more effective bare
handed parries, at 2/3 skill; see p. 73.

Bo.:(ing (PIA): Formal fisticuffs. When you
punch, roll against Boxing skill to hit, and add
1/5 of your skill (round down) to damage.

Brawling (PIE): Unscientific "roaring and
punching,» When you punch or kick,
roll against Brawling to hit (at -2 for kicks),
and add 1/10 of your skill (round down) to

damage.

(p. )4) helps considerably. by making the pos
sessor more sensitive to magic; anyone with
Magery learns Thaumatology as though his lQ
was 3 points higher (e.g. someone with lQ 12
and Magery learns it as though he was IQ 15),

Throwing
(Physicat/Hard) No default

The ability to throw whatever random objects
you can pick up. or small objects such as
grenades. It helps both accuracy (roll against
Throwing skill to thrmv anything you can lift)
and distance (add 1/6 of Throwing skill to ST
\vhcn determining distance).

Judo (PIH): Advanced throws and gr.Ipples.
Judo can only be used if you have nothing in
your hands, and your encumbrance is Light or
less. It can be used for any roll in close combat
Cpp. 72-74) for which you would nonl1ally use
OX, except (Q punch, kick, draw a weapon, or
drop a shield. You may also attempt .Judo
Throws (p. 74).

Karate (P/H); Advanced punches and kicks.
Your encumbrance must be Light or less to use
Karate. When you punch or kick, roll against
Karate to hit, and add 1/5 of your skill level
(round down) to damage.

Thrown Weapon
(Physical/Easy) DX-4

The ability to throw anyone type of intel/
tionall)! throwable weapon. There is a different
skill for each rype of weapon; e.g., Knife
Throwing, Axe Throwing, Spear Throwing, and
so on.

Tracking
(Mental/Average) IQ-5

The ability to follow a man or animal by its
tracks. Make one Tracking r01l to pick up the
trail, and one flllther roll for every 5 minutes of
travel.

Tech Levels
A tech level (11.) is a general description of a

culture or world's achievements in technology.
GURPS defines tech levels as running from 0 to
16, although PCS are unlikely to encounter the
extreme ends of this scale in Hellboy games.

Standard TLs are:
0: Stone Age.
l: Bronze Age,
2: Iron Age.
3: Medieval: Plate Armor.
4: 1450-1700: One-shot firearms and the

printing press.
5, 1701-1900, The "Age of Steam."
6: 1901-1950: Prop planes and valve radios.

The basic level of the world during World War
II (although some inventions late in the war,
such as jet propulsion, presaged n7).

7: 1951-2000: Jet aircraft, transistors, and
nuclear pO\ver. The tech level prevailing in
most /-leI/boy stories.

S: 2001-2050?: The industrialized world is
just entering this °rl. at the start of the 21st cen
tury. with advances in computers and biotech
nology showing what may soon be possible.

9: Starfaring technology, or perhaps fully
sentient computers and unlimited genetic tin
kering.

10-14: Super-technology: force beams and
gravity control.

15: Mauer tI<lnsmission and "cosmic power."
16: Miraculousl'godlike" technology.

Characters and Tech Levels
Many skills are different a[ each tech level.

ll1ese are indicated by a m on the Skill List.
When you take such a skill, supplement the 11.
with the tech level at which you learn the skill.
A medieval engineer, for instance, would learn
Engineerffi3, while his modern counterpart
would learn Engineerln7; for game purposes,
these are s£parale skills.

\'Vhen characters are from differing tech lev~

eis, being from a higher n than the campaign
norm is an advantage; being from a lower n is
a disadvantage. To renect thiS, use the advan
tage High Technology (p. 29) or [he disadvan
tage Primitive (p. 40).

See Chapter 7, and especially p. 171, for
more on tech levels in Hellboy's world.
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Traps/TL IQ-5
(Mental/Average) or DX-5

111c skill of building and avoiding traps and
detection devices. Roll to build, detcct. disarm.
or reset :.l trap.

Writing
(Mental/Average) IQ-5

The ability to wrile in a clear and 0" enter
taining manner. Roll once per <1l1ic1e. or daily for
long \Yorks.

Armor
Annor is handy in com

bal situalions. Hea\-y armor
gi\-es the best protection.
hut i"~ cumbersome. In Ihe
modem-day world_ firearms
make ::lrmor much less use
ful than it used to be. bUl
no! entirely useless.

Weight
lib.

14100.

" Ibs.
201bs.
45100.
1101bs.
1- Ib,.
., lbs.
9100.
22100.

Equipment
l\'ow you need to decide whal equipment

yOll h~lve. Usually. Ihe GM setS:1 reasonable cosl
and weight for each item of equipment reqllesl~

ed by :1 player. He may even refer players to
real-life catalogs! \\?capons and armor are a sl~

ciaI case, however. since their use ill\'olycs more

intricate game mechanics.
A j\'ote 0'1 Bllying 77Jings: YOll stall with

money (··qual to the campaign starting \yealth.
mcxlifl<..~ by your personal wealth level (p. 26).
Subtract the price of each item you buy from
your st:tning wealth to determine how much
money yOlI ha\'e left. If YOll \\'ork for an agency
(such a~ the BPRD), Ihey may issue YOll equip--

mel1l - but Ihey"1I want it
accounled for l31er. in delail.
and the')' (represented by
the GM) will decide \\1131
you need to carry,

Cost
varies
5180

550
5350
550

56,000
5220
5220
5420
5270

7
3

12'
15

DR
o
1
1
2
4'

2'
2'
4

PD
o
1
I
2
3'
4
2

TL
any
1-4
1-8
1-1
3-4
3-4
6

Type
Ordinal)' c101hing
Padded cloth anllor
Leather jackertt
Hea\)" leather aml0r
Chainmail
Heavy plate"
Flak jackelt
Kedar (light)
Kevlar (heavy) 7
Light body annor 7+

• PO I, DR 2 vs, impaling.
.. All combat skills at -I due to helm; Vision and Hearing at .3-
t Protects torso only. tt Protects torso and amlS only_

Vehicle Skills Defaults
(Physical/Varies) vary

Each class of vehicle requires a different skill
lO operate it. Roll once to gel under \vay and
again each time ~l hazard is encollntered: failure
indicates lost time or even an <lccidenl. Vehicle
skills default to DX at -'-i (easy), -5 (average). or
-6 (hard): motor vehicles also default to IQ. at
similar penahies. Available types include
Bicycling (P E). Boclling (PAJ for ro\\'00315 and
saillx>als. DriL'ing (P A) for cars. .\loforc)'c1e
(P E) for motorbikes. Piloting (P A) for aircraft.
and Powerboat (PAJ for Illotorboars. Personal
rocket packs use a form of PilotiNg. different
from that lIsed for aircraft.
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Damage Rased on ST
ST Thrusting Swinging ST Thrusting Swinging
1-4 0 0 23 2e1+1 4e1+1
5 leI-5 leI-5 24 2e1+1 4e1+2
6 leI-4 leI-4 25 2e1+2 XI-I

leI-j leI-j 26 2c1+2 5e1
8 leI-3 leI-2 27-28 3d-I XI+I
9 leI-2 leI-1 29-30 3d 5d+2
10 leI-2 lei 35-36 4e1-1 6e1+1
11 leI-1 IcI+l 39-40 4e1+1 7e1-1
12 1eI-1 Id+2 45 Sci 7e1+1
13 lei 2e1-1 50 5e1+2 &1-1
14 lei 2e1 55 6<1 &1+1
15 IcI+ I 2c1+1 60 7e1-1 9d
16 lel+l 2d+2 65 7e1+1 9d+2
17 le1+2 3d-I 70 &I lOcI
18 Id+2 3e1 -5 &1+2 10cI+2
19 2e1-1 3d+ I 80 9d lIei
20 2e1-1 3d+2 85 9<)+2 11d+2
21 2e1 4e1-1 90 lOcI 12e1
22 2e1 4d 100 lIei 13d

GJ\'1s can interpolate values for intermediate Sf scores.
For every 10 points of extra Sf beyond 100. add +ld to

both thrust and swing damage.

Armor Stats
For e<iCh lype of armor. the

following information is listed:
Genem! DeSCriptioN: The

item's n:lme and how it is llsed.
7L The Tech l-k'\'el at which

the armor becomes available.
Passil'e De!ellse (PD): This

adds 10 your defense roll. and
represents the bel that some
hlowl:l will bounce off the armor.

Damage Resistance (DR): '111is
b the 3mQurli of protection the
i(CIll gi\'es. in terms of hits sub
Ir<lCled from a blow \vhich ~rikes

YOll: e.g.. if yOll are hil while
\\'c~lring DR 6 annar. and Ihe
atlacker rolls 8 poinlS of damage.
only 2 will ;:lffecl yOll.

Cost: The price of the armor in

Armor proteclS you in two
\Yar~. It.-. passim d£fellse (PI)
add~ to your defense roll when
you wear it. lIS dmlll"Jl~e n,'Sisl
tlNCe (DR) prOlea5 you when
yOll gel hit. In bOlh cases. higher
numbers are beuer.

5
We/Rhl: This is given in pounds: it adds

to youl" IOlal CJlClIlJIlJraliGe (see Speed.
Encllmbr{///ce. and .11ove, below).

buy it. High-tech weapons (like guns) will work
for anyone who knows how to usc them. Low
tech we<lpons, such as clubs and swords, do
more d3mage when wielded by a strong person.

Shields
Shield.s are \'~l1uable in lo\\'-[ech combat. if a

bit cumbersome to carry around in the modem
world: see the table for the types 3\·ailable. They
pfOlect the user both ~ICli\'ely and passi\'e1y.
Fi~1. a ~hield \\'iII stop many blows automatical
ly. wilh no particular effort on the p~lrt of the
user, 111e bigger the shield. the ocHer it does
lhi:" This is its Pllssil'c defense bonus (PO),
Second, you may also deliberately If)" 1O Block a
blo\\': lhi~ b an aclil'e defense. See p. 69 on
ddense rolls.

Shielel Type PO Cost Weight
Buckler 1 $25 2lbs.
Small 2 540 8lbs.
f'olcdium 3 560 15 lbs.
Large " 590 251bs.

A ~hield h,IS no -damage resis[ance·· - it does
not reduce the dam<lge from ~my blow [hat hits
you, II ju~ m<lkes you hard to hit.

Weapons
n1e weapons you carry should be deter

mined first by your skills. and then by your
strength and budget. If you Gin't use it. don't

Basic Weapon Damage
Basic damage is [he imp<lct damage a

weapon does. before ilS IXJint or culting edge if-,
considered. Your basic dam<lge depends on your
ST. Damage is shQ\vn 3~ "dice+adds" (see p. 21).

Types ofAttack
There are two main lyres of weapon ;:lltack:

Ibmsting and swinging. A swinging attack does
more damage. lx.-x:ausc the wearx)Il acts a!', a
le\'er to multiply your ST. 111e fotlQ\\"ing table
~hows how much b;:l~ic (bm3ge each type of
wealXJn does. according [0 the user's ST. '111e
columns show the number of dice rolled to
determine damage.

Damage Types
and Damage Bonus

Weapons do three basic types of clam<lge:
impaling CUlling. and cmsbiug.

Impaliug weapons strike with <I sharp poin!.
When you hit \vith an impaling \yeapon. the
damage that gets through any DR is doubled.

CUlliNg weapons strike with <In edge. When
you hit with a cutting we3IXJn. all damage that
gets through the target's DR is increased ~)' 50%.
rounded down.

Cmsbing weapons strike with a blunt sur·
face, They receive no damage bonus.
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Ranged Weapons Table
Weapons are grouped according to the skiJI

required to lise them. Guns have their ammu
nition type or gauge noted with their name.

Malf is the "malfunction number.~ As an
optional rule for guns and a few other complex
we-.Jpons, if the attack roll is equal to or greater
than this number, the weapon jams or malfunc
tions; no shot is fired, and the user must take 2d
rums and make a weapon skill or Annoury roll
to de-df it. An entry of "crit." means that the
\ve-.Jpon only malfunaions on a critical failure.

55 and Ace are the Snap Shot and Accuracy
numbers; see p. 67. V2D and Max are ranges
beyond which the weapon does only half dam
age or cannot shoot at all; they are not used in
GURPS Lite, but are listed here for consisten
cy with other GURPS books. \fit. and AWl. are
the \veighl of the weapon and a stancL1rd
reload (arrow, clip, etc.) respectively. RoF is

Rate of Fire; see p. 67 and p. 71. Shots is how
many rounds per reload (clip, cylinder, etc.).
Rei is the "Recoil Number"; see p. 71.

Lastly, Cost is the price of the weapon, and
n is the Tech Level at which it first appears.
Prices are lhose chmged texlay (0 legal buyers.
which may sometimes mean only anllies. police,
and "respectable" organiL1lions such as !.he
BPRD; in many areas, fully automatic weapons
and the like are only generally available through
me black market, or al several times -lisl: price. ~
Prices may have risen considerably since a
weapon flfSl appeared, especi111y with guns
which have been in produdion for decades.
\X1here a value is listed in parenl.heses, this is a
rnodem-day wcollector's price," as the weapon
isn't currently sold for ordinary use, and would
be treated as an antique or a ouio (although
similar, cheaper guns may be available).

Malf Danmge SS Ace

16

en!.
em.
em.

SIO 0

S10 0

S40

Cost n

$5Q 1
5200 2

$150 2

-I 5-00 6
-2 S)(M) 6
-I s...uo 6
-.J 5680-
-1 5(,,0-
- 51050 6

S900

-I (S2,00J) 6
-1 S900 7
-1 $1.200 7

7

9

7'

9
10
8
11
9
19
18

10
10
10

II'

0.1 1/5

0.1 1 j
0.1 I .~

2

2
j

6

Ma.'t Wl AWl RoF SIJOIs Mi" srReiI/2D

SI"-2 5T+5

S1X6 ~Txl0 1/2 0.1 1/3 -

~T :'TxI.S

160 1,900 10.5 188" 32
160 1.900 9.5 1.3 10 32
160 1.900 7.5 12 13 JO

1-, 1.<xX) 21 OS j- 8
1-5 1-00 2-S OS j-

120 1.900 1 0.2 j- 6
200 2500 55 OJ 3- 6
150 1.900 19 O.S .~- 1-

<10 2,800 116 06 1 1
-150 3.00J 126 06 1 1

450 3,00J 0.3 2- 6 10 -I SJOQ 5
1,00J 3,00:> 10 0.6 1 10 12 -2 ( 150) 6

400 3.00J 10 1.8 10 JO 10 -I 5250 -
500 3,00:> 8 I 12 JO 9 -I 5850 -

25 150 10 0.1 2- 2 1.\ -I <$1.)00) S
25 150 8 0.8 2- S 11 -5 5-150

S1X I.5 STx2 5

" 2

12 0

12 4 S1X20 Srx25

9 <
10 2
10 2
to 2
10 3
12 6
12 -

12 ')
12 5

13 8
14 to
12 
12 II

12 1 STxlO STx15
15 j ~Tx15 ~Tx20

12 0

11

10 6
10 7
10 8

thr

sw

sw

3d-1
3d-1
3d-1

thr+j

2d+2
2e1
2d~1

3d
2d+2
9d
9d

5<1
6<1+2
5<1+1

5<1

3d
<kl

thr+4

thr
thr+2

(Til.

crit.
ail.

eri!.
eril.
eril.
eril.

eril.
eril.
eril.

Weapon
A.XE THROWL'IG

Hatchet
130"

Short bow
wnglXlw

CROSSlIOW

Crossbow
K;\'1H: T1IRO\l;'1NG

Combat Knife
$u="G

Sling
SI'EAR THRO\VING

Spear
Gu:-o::, (light Autom.1tic)
·Schmeisser~ MP40, 9mm
1MI UZi, 9mm
H&K MP5, 9mm

GL':-O~ (Pistol)
Luger.9mm
Coli Government. 1'5
~~w M<Xld 10. J8 :'p'-'Cial
~\X' Modd 29. II ~lJgnum
Glock 1-. 9mm
Ilellboy\ Fi~ Gun
lIellboy\ l'f)(}, Gun

GlN. (Rifle)
Winchester "94, .30-30
Lee-Enr",ld No.4 Mk J. .303
AK-4/, 7.62nun
Coli ,"'116, .223

Gc~~ (ShoI:gun)
1lh..1Cl Hamm_'Tk..~ Double. lOG cr1l.
RemlllWon ~18-0, 12G ail.

·8ows are rated by user strength: this is the
lowest ST for which a OOW of this type can be
made. You cannot use a bow rated for a ST
higher than your own effectively, and a oow
made for a ST lower than your own is used at

iLS own ST Idling. Crossbows are rated similar
ly, but yOll can use one with ST higher than
your own; reloading just takes longer (see p.
67). When firiHg, any crossbow has Min ST 7.

.. Only fires on full automalic (see p. -1)

Damage Types: TIlrown axes do cutting
damage; bows, crossbows, knives, and spears
do impaling; sling-stones and guns do c17lshing.

Amllllmi!ion Costs: Reloads COSl $2 for an
arrO\v, crossbow boll, or bulJet for Hellboy's pis
lois, $0.30 for a standard pistol or light automat
ic round, 50.60 for a rifle bullet, or $0.10 for a
shOlgun clitridge. Sling stones are free.
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Melee Weapons Table
\'('eapons are grouped according to the skill

required (0 use them. \'?eapons which can be
used in (Wo ways (for instance, a shoItSword
can either cut or impale) have twO lines - one
for each lype of auack.

"Reach~ indicates the distance at which the
weapon Cln be used if yOll are playing wjth fig
ures on a combm map marked orr in hexagons;

Lhis stat is nO( used in CURPS Lite. but is
retained for consistency with Olher GURPS
books.

A rifle with fLXed bayonet functions as a
spear, but with -1 on anack reUs and reach lim
ited to 1. A bayonet on its own functions as a
knife.

Weapotl Type Dtmwge Reach Cost Wefgbl Mill ST Speci£II Noles
A\'YAIACE
Axe cut 5w+2 S5D 4lbs. 12 I fum to re:ldy.
II;ltchet cut sw S40 2lbs. 7 TIuowable. 1 turn 10 ready.
Mace c' 5w+3 S5D Sibs. 12 1 [urn to re:ldy.

BLKJ..jACA

Blackpck or :>::lp C< thr C S20 I lb. 7 J\l:ly nO( (Xln)'.

BIIOAD5>"ORD

Thrusllng Broodsword cut sw+1 S600 31bs. 10
imp thr+2

Lighl dub C< sw+l SIO 31bs. 10
F£\o.\G (See P I) for fCIlCllIg IX"')' mlesJ
lllpicr Imp Ihr+l 1.2 SSDO II _ Ib., i\bximum dunagc leI+ I.
~.lbcr cut .;w 1 S-OO 21b., Can abo be u~"d a., a shonsword.

Imp Ihr+1 I Thru~ maximum d.lll1.1ge Id+2.
FWL(Seep I) for mles on pan)'ingj1ai{S.)
t-lomingsL1r n sw+3 1 S80 61bs. 12 I tum 10 re'.ldy.

K\'IHi

Combat Knife cut .,w-2 C. I $-10 lib. ~ laximum dam:lgc Id+2.
imp thr C TI1fO\\'ablc; j\l:lximum damage Id+2.

Po!.E.AIW (All polearms require 2 hwrcls)
Gbive cut sw+3 2,3· Sioo 8lbs. II 2 turns to ready after swing.

imp thr+3 1-3' 1 turn to ready after thrust.
Si fOR'!"\I'ORD

Short:-,\\ord cut ~\v S,OO lIb.,. Sabers em be 1I~"(1 with this skilL
imp thr

BalOn n '" S20 lib. A short. \\'ell-bal:ll1C1...-'d dub.
C< thr

5P£...
Spe:l' imp tlu+2 I' S-lO 41bs. 9 L:sed I-handed. Throwable.

lhr+3 1,2· Same spear U5ed 2-handed.
STAJ7

Qu.lrtef"'>(;llT '"' '>\\ +1 I. 2 SIO lIb., 6 Parry is 2 3 &aff skill.

'"' thr+1 I. 2
7\ro-H.'!..\1JED ...lw."L-tCl"
Gre'.lt A.xe cut 5w+3 I, Z- Sioo Bibs. 13 1 rum 10 ready after swing.

7\10-1Lt\1Jf:1J SlAVRJ)

'I1mN1l1& Grt;."::IL,>word cut '>" +3 I. 2' S900 - 11:>:-,. 12
llnp thr+5 2

·One turn to shift from long to short grip or vice vers-:!.
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.l!in;mllm DtmlClge: If yOll hit with <1 cutting
or impaling :mack. or a bulle!. yOll always get at
least one hit of ba:,ic damage lx-fore any DR is
subtracted. 'l1ll1:>. if you strike with a dagger for
·'Id-·f' dall1:Jge. and roll :'1 2. yOll still do I hit of
damage. Howe\'er. if yOll hit the foe ,,',ith a
cmshing ~llIack. yOll etlll do zero damage.

,HCLyinm111 Damage: Some we'dlxms. espe
cially impaling wcapoo3 such as daggers. can
only do so much cbmage on anyone blow. no
matter how strong the user is.

Recording Weapon Stats
Cost and \l"eigbl are copk->d directly from the

Weapon Tables onto your CharJCler sheet (see p.
58>' 'nley include scabbardl::> for swords. kni\"cs.

etc.
.l/;l1i1l111/11 Strength is the minimulll ST

required [0 lise the weapon properly. You may
still fight with a weapon if YOll are (00 weak for
it. but for e\'ery point of ST by \vhich you are lex>

weak. you will be al -1 to your \yeapon skilL
Damage is abo copied from the W'eafXJl1

Table, Some weapons can be used in different
ways. For inst~mce. some swords C'dn be swung
for a cutting attack or thnlst for an impaling
attack. Before you strike with such J weapon.
specify how yOli are attacking. To calculate dam
age. take your basic cbmage for that type of
attack. and add the damage shown on the table
for your weapon, If your ST is la, your basic
swinging damage is Id; so if a broadsword does
"swing+ 1." your damage wilh ~l broadsword is
[d+ 1.

Speed,
Encumbrance,
and Move

Your SfX~~1 score (or Basic Speed) determines
your re~iCtion time and nll1ning ~rx-"ed. It is fig~

ured from your liT and DX anributes. and shows
ho\y fast you can nlll without encumbrance (s<'""'e

below). An a\·er.lge person has a Speed of :) 
that is. with no encumbrnnce. he runs about 5
yards per second.

Add your HT and DX together. Divide the
total by "I. The result is your Basic Speed: don't
round it off! If (for instance) your Basic Speed is
5,25. your unencumbered mm'emenl is 5 yards
per second. But there will be times when a 5.25
is better than ~l S!

EncUlllbrance
Your encumbrance is the total weight you

are C'.lrrying. in pounds, Encumbrnnce reduccs
your mO\'cment rale, It also makcs swimming
and climbing much more difficult. and trd\"eI
(p. 6-1) slower.

Your encumbrance lewl is a measure of that
\veight relative to your strength, A strong person
can carry more than a weak one; therefore. the
rntio of weight to strength determines encum
brance level. as follows:

Weight lip to 2 x sr· no encumbr:.mce. You
have no penalty.

\\J'elght lip to 4 x ST: light encumbrnnce.
1\lm'ement penalty of I.

\Fe(ght lip to 6 x SF medium encumbrance.
.\Im'ement penalty of 2,

Welgbt lip to /2 x ST: hC'<I\)' encumbrance.
Movement penalty of 3,

Weighl liP to 20 x ST eXlr;J-he~l\fY encum
brance. MO\'ement penalty of 4. You cannot
GilT)' a weight more {han 20 times your ST for
more than a few feel at a time; .30 limes ST is Ihe
absolute mOSl you can carry.

Move
Your .\Jow b the dbrance (in yards) you can

actually run in one second, To find your 1\IO\'e.
add up the lotal weight of all your pos.."Cssions
and find your encumbrance le\'el. r\ow subtract
your encumbr:.mce penalty fmm your Speed
score. and round dOli'll, The result is your t\!O\·e
score - alway,:, a whole number, nQl a fraction.
Your t\!O\·e controls:

( I) How fast you can mO\'e, Of you h,l\'e the
Running skill. add I 8 of your skill level to Basic
Speed for this purpose only. Don't round ofT
until after you've added the numbers! Running
doesn't affect your Speed score. but it ,...ill help
your Move.>

(2) When you move.
(3) Your Dodge defense (p. 69). 111i5 (letiee

defense is equal to your ,\Iove. The less
weighed-do\\'n you are. the quicker you can
dodge'

Your ,\Im'e Gill ne\·er be reduced to 0 unles,:,
you are unconscious. unable to use your legs. or
lifting over .30 times your ST.
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Character
Improvement

At the end of each session. the GJ\I m3)'

~l\\-ard IXJI/IIS character poiN/s for g<XX1 play;
{he~ are the 5.:11llC kind of point:, yOll used 10

cre:lte your character. "Good play" is anything
that ~1(1\':lJlces your mission or shows good role·
pbying (including adherence to your disadvan
tages :lIld quirks) - preferably both.

Bonu~ points <Ire <lw:lfClecl sep:ll:Hely to each
Ch:Il:lCler. A typical award is 1-3 poinL'" wj[h 5
pOint.::. being the :lbsolute upper limit for omaz
il1M pby. :"ole that YOll get no poinL,> for a ses
...ion in \\ hich your Dependent (p. 2-) is killed.
-,eriou~lr ""Ollnded. or kidnapped and nOl
recO\ en~c1.

Bonu,> poinlS 3re used to develop and
improve your character. Hecord them a~

"lln~penlH on your character ~heet. '111eo spend
them the So.1.Il1C way as during ch.nacter creation,
with a f~w differences:

&lSic Attributes: To improve one of your
b~l::.ic 3nributes (ST, OX, IQ, or HT), you must
spend Ch~lr:.lcter points equal 10 lU'ice the begin
ning IXJinl-cost difference between the olel score
and the new one, E.g, 10 go from ST 10 (begin
ning cost 0) 10 ST II (beginning cost 10) would
cost 20 jx>ints.

If you imprO\'e an attribute, ::111 skills based on
that atlribute also go up by the ::.ame amount.

Adcalltages: Most ad\"antages are inborn, and
cmnot be "bought" later on. Exceptions include
Comb::H Renexes and Literacy, which can be
k:.arned, and social ad\'antages like Status, \....hich
can be earned (in somt.' societies), To add an
advantage. you must pay the .appropriate char
ader point~,

Buying OffDistichwftages: ~o charader may
get extra points by adding disad\'amages after he

is created. However. you may get lid of most
beginning disad\'anlages by "buying Lhem off'
with jX>ints equal 10 the bonus they give, a3 long
,IS the player and G,\! can agree on a logical
explanation for this, For example. a character
with Bad Sight might undergo successful laser
surgery: he'll be out of action for a few days. but
aCterwards he can throwaway his glas..;;efo..
Similarly, an Enemy might be persuaded to give
up. (An Enemy might also die. but that c:ln
sometimes lead 10 other complications. If it hap·
pens but the player doesn't luve the points to
spend. it's usually easy enough 10 find a replace
ment Enemy, from Ihe old foe's brother 10 the
forces of the law,)

Addillg and /mprol'ing Skills: Earned charac
ter points can be used to increase your skills or
add new ones. 1'\orm311)'. these must be skills
that. in the G.l\l"s opinion. were Significantly used
in (he ad\'enture in which (hose chardder points
were earned. \'('hen you improve a skill. the cost
is the difference between your eurrenl skill level
:md the cost of the new skill le\'el.
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Hellboy Roleplaying Game Character Sheet
Name _

Player
Appearance _

""'" FATIGUE
0.. ST

DX
DAMAGE

Thrust: ---
Swing: ---

IQ Kick:

--"

HITS TAKEN

HT

MOVE

SWIM

BASIC MOVE
SPEED

(HT.OX)/4 Round Off

ARMOR
PD/DR

Date Created II Sequence

Unspent Points II Point Total

SKILLS Point Cost Level

ENCUMBRANCE

None (0) = 2xST

Light (I) = 4xST

Med (2) = 6xST

Hvy (3) = 12xST

X-hvy (4) = 20xST

ACTIVE DEFENSES

MOVE

Body

Arms

Legs

Hands

Fee'

ALL

DODGE PARRY BLOCK

= Move Weapon/2 Shield/2

ADVANTAGES, DISADVANTAGES,
QUIRKS Point Cost

OTHER PO

Shiel"' _

OTHER DR

SUMMARY

Attributes

Advantages

Disadvantages

Quirks

Skills

TOTAL

Point Total



I laving created charaders. you need to kno\\'
how they work within the game. That's what this
chapter is aboul. To begin with. we l<XJk at a few
basic principles and -game mechanics."

Rolling
the Bones

GURPS U~l) l)ix-~ided dice only, GURPS
Lite ha~ only thRoe basic "game mechanic:,":
success rolb, reactioll rolb. and damage rolls.

Success Rolls
A "success roll" i:-. a die roll made when you

need to "test" one of your skills or abilities.
Sometimes you roll: somctimes the Gl\l rolls for
you. For instance, you might test, or roll agaiNst,
your Strength to stop a heavy door from closing,

Hall 3 dice and Jde! thcm together for a suc
cess roll. If your roll is les."; Ibml or eqlfal to the
skill or ability you arc testing, you succeeded.
Otherwise, you f~liled. For example, if you are
rolling against Strength, and your ST Icvel is 12,
a roll of 12 or tess :-iucccccb.

Thu'), the higher the stat you are rolling
again!'1, the ea:,ier it b to make the roll.

When the GM Rolls
f\onl1ally, the player rolb dice for his own

charactcr. Tht're are twO exception!,:
First. in ~l situ~lIion in which the character

shouldn't be able to teU whether he has suc
n''t.-·x\(''d - e:,pecblly when he is tlying to get
infomlation - the G,\I rolls in secret. If the roll
succeeds, the GM givcs the player true informa
tion. If the roll fails, the GJ\I lies or gi\"es no
information at all.

Second, in a situation in which the player
simply shouldn't know what's going on. "nlis

includes most -sense" rolls (see pp. &.-65). The
GM should simply roll in secrel and infonn the
player of any con!'.equences that his charaaer
would be aware of.

Modifiers alld Effective Skill
Sometime~ you \\ill have modifiers (bomls(~

or pellalties) to a roll. For instance. if you ",..-ere
trying to stop a t,(,I)' beaL')' d<XJr from closing.
you might ha\'c to roll against Strength at a
penalry of -2 (or "ST-2," for shan) because the
door is heavy. In that case. with a Strength of 12,
yOll would need to roll a 10 or less to ~ucceed.

Likewi,')(;'. for an especially easy task. you
would gct a bonll~ to your attempt. You might
roll "Animal Ilandling+ ," to make friends \vith a
very friendly dog. If your skill \vere 12. a roll of
16 or les~ would ~ucceed.

Your r:rflecliue skilf for a given task is your
basic skill (your ~lCtu~11 level in lhat skill) plus or
minus any appropri:lte modifiers. In the example
above, your basic skill is 12 but your effective
skil1 is 16. You may not auempt to roll if your
eJllxtiue skill is le~s th:m 3. unless yOll are
aUl.'mpting a defense roll (see p. 69).

Critical Success and Failure
A critical SHccess i:; an especially gcxx1 result

on a skill roiL a critical bit is a critical success
.scored on an ;:ltwck bee pp. 68-69). You score a
critical :'llcce~') a~ follows:

A roll of ,j or I i:; ah\ays a critical Sllccess.
A roll of') is a critical success if your effecti\'c

skill i~ 1')+.
A roll of 6 i~ a critical ~uccess if your effecti\-e

skill is 16+,
The GM determines \\hat happens when you

roll a critical :,ucce'.... "111b is always something
good: the better the roll. the belIer "bonus" he
gives yOll,
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A c'i'ical/ailure i~ an especially bad restlll on
a skill roll. You score a critical failure as follows:

A roll of 18 is always a critical failure.
A roll of 1- is an ordinary failure if your effec

ti,"c skill i:, 16 or better, and a critical failure if
YOllr efTecli,'c skill is under 16.

Any roll of 10 grealer than your effeai\'c skill
is a critical failure. "111al is, 16 on a skill of 6. 15
on a skill of 5. and :,,0 on.

TIle GJ\I determines whal happens when you
roll a critical failure. It's ~l1\Vays something bad:
the worse the roll. the worse the result.

Automatic Success
Some things are lotally trivial. No roll is

required when comlllon sense says that both
failure and critical success arc impossible.
However, if there is ~lny chance of failure, a roll
is required. Finding your corner slore requires
no roll. Hilling ~l larget at point-blank range,
even for an experienced agent, does, since his
gun might jam or he might slip on an unexpect
ed pool of blood.

Repeated Attempts
on Success Rolls

Sometimes you have only one chance 10 do
something: other times you can try m'er and
O\'er unlil yOll succeed. Sometimes you wiJI nol
knO\v whether you succeeded or failed until it's
too late to Iry again. Finally. there will be times
when you are injured by failure but can afford to
fail a few limes. The GAl can use common sense
to distinguish among these. according 10 the sit
uation in which the players find themsekes. 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 lei them try again after a
"reasonable- time passes.

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

Contests ofSkill
Sometimes two characters will need to

compare their relative skills to senle a battle or

competition. A Comes! ofSkill is a quick way to
resolve a competiti\'e situation without playing it
out in detail.

\X/hen a Contest of Skill is called for. both
characters make their success rolls in the appro-
priate skill. Any appropriate modifiers are used.

-111ere are two types of contest:
A quick cOil/est is ll~lIally O\'er in a second:

e.g.. 1"\"0 people grabbing for the same weapon.
Each charadeI' makes his skill roll. If one suc
ceeds and the 01 her fails, the winner is obvious.
If both succeed (or fail) the winner is the one
who succeeded by the mosl, or failed by the
least. A tie means nobody won.

A regular come"'st may lake some time: e.g.,
arm \vrestling. Each character tries his skill roll.
If one sllcceeds ~lIld the other fails. the winner is
obviolls. If bOlh succeed or bOTh rail, the clur
acters' rebtive positions are unchanged and they
may tty ag~lin.

The time each attempt lakes will depend on
the actiVity, and is up 10 the GM to detem1ine. In
a combat situation, each ~lltempt takes one sec·
ond. In a library-research conlest. with the fate
of the world hanging on who finds a certain
obscure reference first. each attempt could rep
resent days of time.

If both characters ha\'e a very high skilL the
contest could go on indefinitely. Therefore.
shorten it .IS follows: If both skills are over 1....
reduce the higher one to 1'-1:, and subtract the
same amount from the lower one.

Eventually. one char-ICier \vill make his roll
and the other one will miss. At this IXJinl. the
one who made hi:, roll is the \"inner of the con
test.

Reaction Rolls
A "reaction roW is a roll made by the G,\I to

delennine how f\PCS read to the PCS. This roll
is always optional: the Gi\1 may predetermine
reactions. But (at least some of the lime) it's
more fun to let the dice comrol the reaaions.

To check reaaions. the GfI.! rolls 3 dice and
consults the ReactiON Table (below). The higher
his roll, the beller the NPCs will react. and the
beuer treatment they will give the pes.
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Reaction rolls are typically made in potential
combat situations. during commercial lrdosac
lions. in response to requests for aid or informa
tion. and to determine the altitude and loyahy of
1'\PC hirelings.

Reaction Modifiers
A reactioll boWlS is a [aaor which makes the

t'PCS more friendly: a reaction penalty is some
thing that will make them less friendly. There are
several lypeS of re<lCtion Ill<xlifiers:

First. many PCS will ha\'c fX!,-sonal modifiers
for appearance. social standing, elc., lhal add to
(or subtract from) reaction rolls.

OCcasionally. the situatiOll can also resuh in
a reaaion modifier. Offering someone a bad
business deal. or lIying to convince someone
nO{ to ~Hlack yOll when you're badly outnum
bered. might gi\'c you a penalty. Offering a gcxxl
deal. or dealing with an old and trusted hireling.
could give a bonus. 'I'll is is lefl up to the GM.

Finally. approprieae behavior by the players
should always innucnce reaction rolls. A good
approach should be \\'ol1h a +1 modifier - or
more! - while a wholly inappropriate approach
might give a -I or -2 penalty on the reacrion roll.

For eX{/l/Iple. lIelllJoy has +2 Charisma.
ll'hich ~iv("S hilll a reactiOl1 bonl/s at all times 
even {dJell he SOil Ihe lelephone to a complete
sl1YlI/gel: /-Ie also has a 111Iiversal Replltation as a
heroic panll/omlCll illvesligalOl; which gives him
Clllolher +2/rom evefJ'boe(g HI/less the GM mles
tbalthe olherperson somehow haSII't have heard
oJ him/or some reaSOIl (say. they comeJ;'om a
lost Amazoniall 111!JeJ. UJ!f0l111J/ale~)'. hes also
[luallraetive. lilhieh giues him a ·1 penalt), with
(II1)'Olle II lho etOl see him, 17Jils. he regllltiff)' gets
a nel +3 bo,IIlS ubell dealing ulith ordiuw)'Jolks
face 10 face. \flbats /IIore. those u'ho work with
him knoll ' thea he has a J"WI1 SeNse oJDUly. and
react al em extra +2 to Imsl him il1 dangerous
sil1ltltioHs.

/'

/'

/'

Hou/(!w,: he does also have Ibe Umlatural
Fealure disadl'tll1ttlge (represelllin[j his demonic
appearance). and some people can'l bandle
Ihat. The C.\! may app~)'penallies Il'hen he has 10
deal u,ith such "'PCS - tlllylhing from -1 (for
people u'ho are a lillIe nervOlls roulld the super
nafl/ral) lip to -5 or more (for people with all
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intense distmsl oJanything which smacks oJ Ihe
demonic).

Naill sup{XJSe thaI J-1ellboy is dealinp' Jace 10
Jace lililh a gang ofdmJ/J,,'en thugs u'IJo've decid
ed Ibat be s iusulted them. /-Ie slill gets Ihat basic
+3. bill Ullf0l1uuate~)'. Ibe CM decides that the
insull they imagined is u1Q11h a -2 penalty. and
thefactlhatthey've got him outnumbered makes
them Si.-'e his allempts 10 talk them dOll'n as a joke.
for another -2. And to cap it all. the player nm
niug /-Iellboy today is OL!(!,-doing his blwlt man
ne,-: it S flot bad roleplayiug. bUI even the shm1
tempered Hellboy should ,-eally be more tactjid in
Ihis S011 0/si/llatiOfl. So thats tlnotber -1 penalt)'.
for a totaluet modifier of-2.

(A'ou'. ifJ-1ellboy had mellbese people iu a bar
amllx)Ilghtthem a roUNd ofdrinks. Ihe)' might
well haL'e Ix-'ell a whole lot more/riendly. That s
tbe kiud oftbillg that justifies a si/llaliou Ixmus.)

Reaction Table
Roll 3 dice and apply any reaction modifiers.
o or less: Disastrous. The NPC bates (he

ChanlC(ers and will act in their worst interest
Nothing is out of (he question: assault. 1X'(rdyal.
public ridicule, or ignoring a life-or-death plea
are all possible.

1 to 3: Very Bad. The NPC dislikes the char
acters :l1ld will act against (hem if ir's convenient
to do so: allacking, offering grossly unfair terms
in a transaction, <l1ld so on.

4 to 6: Bad. The NPC cares nothing for the
cha .....dcters and will act against (hem (as above),
if he can profil by doing so.

7 to 9: Poor. The NPe is unimpressed. He
may make threats. demand a huge bribe before
offering :lid. or something similar.

10 to 12: Neutral. The i\PC ignores the char4

ac(ers as much as possible. He is to(ally unin(er
es(ed. Tmnsaaions will go smoothJy and rou
tinely. as long as protocol is observed.

13 to 15: Good. The NPC likes the chamc(ers
and will be helpful within normal. everyday lim4

irs. RC'J.sonable requesrs will be granted.
16 to 18, Very Goo<l "me t\PC thinks high

ly of the chamcters and will be quire helpful and
friendly. freely offering aid and fa\'orable (emlS
in mos( things.

19 or better: Excellent. The /\,PC is
e>''1remely impressed by the characters. and will
ad in their best interests a( all (imes. within (he
limits of his own abili(y - perhaps e\'en risking
his life. wealth. or reputation.

E\'ample: Checkillg /or Ihe dnmken thugs
mentioned abol./(!. the C.l1 rolls till 8. \fIilh Ibe net
-2 pellally. Ibal s 6: a "Bad" reaction The)'
wouldn'l (IIItomalicClI~)'atttlck il1 eve,)' silflalioll.
bw some of Ibem heard a passelv)' saying thaI
he'd bet Oil Ihe red fel/ou', so Ibis bas become a
mattero/hol1or- they'll look good iflhe)' u'in. So
tbe)' pile ill.
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Type ofQi",b
Ladder going up
Ladder going down
Ordinary tree
Ordinary mountain
Vertical stone wall
Modem building
Rope. going up
Rope. going down
(w'o equipment)
(\Y equipment)

f/lheG.1l had rolled f3.}ora
lIel total 01'1 ("Nell/raf), thel'

might jllsl have stood Clro/ll/~'
trading SNeers. giL'ing I leI/boy the
chalice 10 lI.'({/k ({fl'CI)'. 1/ het!
rolled /6. }or a lIel f4 ("Good 'J.
they might baw made a jo(>e of
the silltatioH. 'retltillg !Iellboys
refusal 10 back dOll'H as proof
that be's as 1011gb as his rcpwa
liol1 s(lJ'S.

Damage Rolls
r\ ~dalllage rolr is a roll made

in a fight 10 '*C how much harm you did to your
foe. ~Iany lhing~ can affect the final damage
done by an injury: an110r protects the wearer.
certain weapon~ can do eXira damage if they gel
through the annor. ~lI1d "critical hils~ bypass the
damage roll ~lhogether. All of these things are
explained under Combat (~ p. 66>.

Characters
in Action

Okay. now here's how 10 do things.
Essentially, in an RPG, the GJ\I describes a sit

u~l1ion ~ll1d asks e~lch of the players what his
chal.ICter is doing. The players answer. and the
GM lells lhem whal happens next. At some
point. the GM won't be certain that the charac
ters can automatically do \Vh~lt the players say
they are doing "You're Glrtying ll'hal and
jumping the chJsm?"' .. and the dice come out.

Physical Feats
Running

In combat. nll1ning b jU'lt a ~ries of J\lo\'e
maneu\'ers. Your running sPC<"'~ is <.-'qual to your
Basic SJX.oed score, pillS Running skill Ixmus (p.
50). plus a on(:' yard per second "sprint lxmus~ if
you are mnning in a ~Iraight line for more than
onc turn. Thi'! b l11(xlifiL~ downw'lrd by encum
b~lnce (p. -;6).

\'Chen figUring I<mg-<!istrmce sfX'Cd (i.e., for
nll1s of a fe\\ hundred yard::., a~ opposed to com
bat mo\,emenl), do nol round down your Speed.
A Ba~ic SJX"(..~ of ).5 would let you mn 6) yards
in 10 S<..-"Conds, if you were unencumbered.

Jumping
l'sually, when you want to jump O\'er some

thing. the GI\I should say "OK, you jumped O\'er
il.'· ::ll1d get on wilh play. In combat. jumping
o\,er an "ordinary" ob~tade costs I extra yard of
mO\'ement but i~ automatically .'.ucccssfui. Only
when the ob::.tacle ~eell1.'! really significant
should you re::.ort to math to ~e if the character
can actu~lIly m::lke the jump!

Afo</{f/e,' Short Climb Long Climb
no roll 3 nmgs/sec. I nmglsec.
no roll 2 nmgssec. 1 mnglsec.

+'; I flo sec. I f1. 3 sees.
0 1 rt./2 sees. 10 ft. min.
-3 1 ft./) sees. 4 ft ..' min.

-3 I f1. 10 sees. 2 fl./min.
-2 I f1. sec. 20 f1. min.

-I 2 f1.sec. 30 ft. min.
-I 12 f1. sec. 12 ft. sec.

'111e maximum diswnce you Gin jump i~

determined by your ~T score, as follows:
Hip,hjump: (3 x ST)..!O inches. Add 2 feet to

the ~lbon~ if you han.' • yard~ for a n1nning ~tan.

SUl1ldiuR broad jump: (ST-.~) feel.
Ruwllug broad jump: As abm·e. bUI add I

foot for e\cry yard of "wkeofl distance, up to
double your swnding broad jump distance.

./umping Skill: If you ha\'e this skill. you may
subsfillife your ~kill IC\'el for ST in the height ~lI1d

di~tance formulas abo\'e.

Climbing
To climb anything more difl]cult thall a lad

der, a Climbing roll is required. One roll is
required [0 ~tal1 the climb, with a further roll
every five minutes: a failed roll means you f~ll1.

Modifiers to the roll depend on the difficulty of
lhe climb - see the t:lble helo\\'. Your t:.'nCUlll
br~lllce level b also subtracted from your
Climbing ,..,kill.

Lifting and Moving Things
In gener..il, the Gi\1 m~IY let cklracters lift

\vhate\'er they need to, wilhout die rolls: but
when wry he~I\"Y weights are il1\"OI\·ed. a check
against ST may be needed. 111e maximum
weight you c:ln lift i~ gm'erned by ST.

Oue-J-ICIIllled Liji: 6 x :-'1 pounds.
Tll'o-Ilallded Lift: 25 x ST pounds.
Ca17.1' ou &lck: 30 x ST pounds. Thus. you

C3n Glr~' more than you elll lift by yourself.
(~ote that e\'ery Sl..~ofl(1 you GIffy more than 20
x ST pound~, you lose one fatigue point: ::.ee
p. --.1

Shore (md KNock Oce,.: 1) x ST pounds. or SO
x ST pound'! with ::1 mnning start.

Sbifi S"Rb/lr' 100 x ST pounds.
Drag On a rough surface. you C"'dn dr.lg only

~lboUl a~ much afo. you can carry. If you are drag
ging ~methingon a smoolh.le\·el surface. hahe
ib elTecti\t~ weight.

Pull all W1JeeL,-: A.'. for drJgging. but dh'ide
effecti\ e weight by 10 for a 1\\ (}-wheeled call. or
by 20 for ~I good. four-\\-heeled \\'agon, Ilah'e
effcctin: wcight ~lg~lil1 if it is being pulled on a
g<xX1 rO~1 d.
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PickiNg 7hinp,s lqJ 111 Combat: In combat, a
light item is picked up with the Ready maneu
vcr. \vhich (~lkcs I second. It lakes 2 seconds 10
pick up :1 heavy itelll (wl:ighl in pounds greater
(h~m your ST),

nJroll';l1p, nJillRS ;1/ Combat: Thrmying an
objea during comixil hyhether as an aHack or
not) require:-- the Attack maneU\'er (r. 68). You
must pick it lip fir!'>!. 3!'> descrilx"d alx)n:. To see
if you hit. roll again~t Ihe Throwing skill or an
appropriate '111ro\\'11 \\;e~lpon skill.

If something \\'cighs more than 25 times your
ST. forget the formula - you can'l Ihrm\' it!

there by your ST to get the distance, in yards,
Ihal you can throw it.

Grel1ades: The:--c usually \veigh 1~2 Ibs,: see
p. -6 for expl06i\'(~ damage rules.

7hrow;I1R Skill: If you ha\'e Ihe Throwing
skill. di\'ide it by 6 (round clown) and acid the
result to your ST 10 determine how far you can
throw an irregular on unbalanced objea.

Weight Distallce Weight Distallce
7.5 Ibs. 1.0 401bs. 0.3
JO Ibs. 0.8 50 lbs. 0.25
I-=) Ibs 0.- 60 lbs. 0.2

101bs. 06 80 lbs. 0.15
251bs. 0.5 100 lbs. 0.1
30 lbs. 0." 200 lbs. 0.05

Distallce
3.5
}O
25
1.9
15
1.2

Weight
I lb. or less
1.5 lbs.
2lbs.
3Ib,.
41bs.
51bs.

Throwing Things
Anything you can lift - i.e .. an)lhing wilh a

weight of 2:; x
your ~I or Ie\..", -

em IX' thrown.
To hit a targel.
roll against DX-.~

or an appropriate
skill (see p. -I
for rule.., on
throwing
welpon~). To
lob .something
inlo a general
~lrea. roll again;:"1 an appropriate skill or DX. (On
a bilure. the lhrown object mi:-...:;es by one yard
per point by which Ihe roll was missed or half
the distance 10 the I~lrget. whiche\'er is less. in a
random direction,) The di;-,wnce you can thrmv
;m object depends on its weight and your ST.
Find lhe weight ne:lrest [0 that of the objecl on
the table bela\\'. then multiply Ihe distance listed
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ST 1/2/0 10+ 10 50+10 Oller

10 Ibs. 50 Ibs. 100 Ibs. 100 Ibs.

5-6 Id-5 Id-4 Id-5 -
7-8 Id-4 Id-3 Id-3 -

9-10 Id-3 Id-2 Id-2 Id-3
11-12 Id-2 lei-I Idol Jd-2
13-14 Id-I Id Id Id
15-16 Id Id+l Id+2 Id+2
1--18 Id+1 Id+2 2d-2 2d-1
19-20 Id+2 2d-2 2d-1 2<1

· Flaving the Game
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If yOll are hit by a <blunt) thrown objea. the
damage it does depends on its weight and the
ST with which it ,"'as thrown.

A fragile object (or a (hrown charaaer) ,...ilI
take the same amount of damage it inOicts. Roll
damage separately for the thro'>\TI object and the
target.

Swimming
S"'iI11l11ing short distances. your t\!m"e is

equal (0 I 10 your Swimming skill (round
down), minimulll 1 yard per second. Over long
distances, the number of yards you swim in 10
seconds equ~ds your SWimming skill minus tll'ice
your encllmbrance. SWimming long distances
can cause fatigue - sec p. 77.

t\'lake :I Swimming roll when yOli enter the
water, :Ind again evety 5 minutes. Subtract twice
your encumbrance level. and add 3 if you,
entered the w~lter intentionally. Fal characters (p.
23) get a bonus here. If you fail this roll, lose one
point of bligue (p. 77) and roll again in 5 sec
onds, and so on until you reach ST 0 and drown,
get rescued. or make the roll. If you recover. roll
again in I minute, If you make that roll. go back
10 rolling eve!)' 5 minUles.

Swimming skill can be used 10 rescue a
drowning person, i\lake a SWimming roll al -5,
plus or minus Ihe difference in ST Ix'rween you
and lhe person you are rescuing,

Travel
Parties Wilh mechanical transpoll will mO\'e

al its beSI SPL~. depending on lhe lerrain.
Dri\"ing or piloting for over 8 hours a (by, or
about q hours al a single shift. can be danger
ously liring or boring and may require a roll
against lhe appropriate Vehicle skill 10 a\'oid a
mishap.

Travel speeds on fOOl (or on riding animals)
are a function of encumbrance. (Animals don't
actually lra\'el much faster O\'er long distances.
bUI can carry grealer loads,) Cnder ideal condi
lions. an unencumbered party in gocxl shape
may reckon on making around 50 miles in one
day's march. while a party wilh extra-heavy
encumbrance may only make 10. Of course.
rough terrain :md other problems can slow par
lies down very considerably. A partis speed is

equal 10 that of its slO\ycsl mem
ber,

Extra Effort
Occa:;ionally. heroes ha\'e to

exceed their O\....n capabililies. To
represent Ihis. characters may
u.:,e extra f!/1011.

Roll againsl your ~T (if lifting
or throwing something. or jump
ing). or HT (if running). If you
ha\'e an appropriate skill (i.e.
Running. Jumping, SWimming.
'nlrowing. or Thrown Weapon).

you may roll again~t that instead. The roll is at 
I per yard of extra nmning distance. or -3 per
point of extra ST you need, If you make the roll.
you 11l0mel1l:uily improve your performance.
and lose a point of fatigue (p. --) unless YOll
rolled a CritiCl1 ~uccc~..,. If YOll fail. YOll lose the
pOint of faligue but gain no extra perfonnance:
on a critical failure. YOll ~llso suffer a point of
injury due to pulled muscles or similar. TIle
bonus 3pplies only to ST or speed. nOI to skill or
OX rolls: ra\\' effort can't m3ke you more pre
cise!

£wuuple: BPRD Af.:ent Jones, lFho thanks to
all oklfamily blessing has (I sl/perhuman 25 ST
needs to liji thefallen pillar ll11der ll'hich his fX111
Her is trapped. ['nf01110ltlfe(r. it ll'eighs -50
pol/lfds, which taJ...>es ST 30 to liji tll'O-handed.
JOl1es tlpplies £\'Ira l:.ffo'1. at -15for the +5 5The
needs. On a roll of 10 or less, he'll SHCCeed. Sate
that ifhefaiis. he'll bet/own bya point offtltiglle.
u'hich lrill maJ...'e the task eve" harder if be tn'es
agai'l.

Mental Feats
Sense Rolls

Sense rolls include Vision rolls. Hearing rolls.
and Taste Smell rolls. All Sense rolls are made
against lhe character's IQ. The Alel1ness ad\'an
tage is a bonus to all Sense rolls. If lhe sense roll
is sllccessful. or even if Ihe thing was ob\'ious, a
regular IQ roll may be required to ul/derstand
the significance of \\'hal has been sensed,
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Vision: To see something sillall or hidden.
make a Vision roll with a bonus equal 10 your
le\"el of Acute Vision (if any). The GM may make
Ihis roll easier or harder for things that are more
or les.'i well-hidden. Pal1ial darkness can giye
from -I 10 -9. A ne~lrsighled person has -6 to
\'ision rolls for items f~ln.her away than 3 feel: a
farsighted per~I1 has -6 on Vision rolls for things
within .3 feel. Blind characters. or those in tOlal
darkness. can see 1100hing!

Hearing: To hear a faint sound. roll against
IQ with a bonus equal 10 your le\'e! of Actlle
Hearing. if any: Hard of Hearing gi\"es -4. 111e
G\! may make this roll easier or harder. depend
ing on the loudness of the sound. surrounding
noises. and so on.

Smelling (Out Tastiug 111ese are two mani
feslmians of the same sense. To notice an odor
or a [aSle. roll \·s. IQ wilh a bonus equal to your
len;'1 of Acute Smell Tas[e. if any.

Will Rolls
\,"'hen someone b faccd \vi[h a frigh[ening

situalion. or needs 10 o\'ercome a mental disad
\·anlage. the GM ~hollkl require a Will roll.
1'\ormally. Will is equal 10 IQ, so this is just an IQ
roll. Howe\·er. if the character has the S[rong \'I?ill
adn1l1:1ge or the \X'eak \XliII disadvantage. this is
added to or :,ubtracled from IQ.

On :1 successful Will roll. the character over

comes his fem. lxlCl impulse. or whatever. On a
failed roll, he is frightened or gives in {Q the
"lower impulse." wlutever that is. Any \Xliii roll
of 1-'1 or o\'er is 3n autonutic failurc (lhis does
//01 apply to Will rolls made 10 resist influence
skills and mind control).

FUl1hermore. if somcone has an IQ of more
than II. treat his lQ as only lq before subtracl
ing \X'eak \X·ill. If you ha\'(~ an IQ of 14 or high
er ~ll1d j le\'els of WC'.lk Will. your Will is onJy
II.

Fright Checks
Fright Checks are a special case of \X'ill Rolls.

A charadeI' faced with :-.omething so bl31anlly
unnatural or gha~[ly th.u it threatens his sanity.
or forced in[o close contact ",i[h the subject of a
Phobia (p. ,0>. must make a \X'ill Roll. A
IlK.><.Iie\'al person. taken for a ride in a modern
SpoIlS car. would probably ha\'e to make a
Fright Check. An ordinary ci\'ilian might well
ha\'e [0 make one on first seeing a dead lxxIy.
but a bailie-hardened soldier wouldn't (unless
the cause of dellh was really bizarre and
unpleasant), 'nle G~I may assign bonuses (for
brief or distant COnt~ICI. ~ay, or prior \Yarnings or
"heat of baIlie" excitement) or penalties (for sud~
den or prolong(-'{I cont~lct with something really
bad).

If the pbyer fails the roll, roll another 3d and
add the amount by which the first roll was failed
by. then consuh lhe following table:

FlaVin/!, the Game ~,. \' .

4-5: Mentally slllllned (p. 75) for one turn.
then ~lutomalic recovery,

6-9: Mentally stunned for at least one turn.
then roll as nonnal 10 recover.

10·11: ~lentally stunned for alleast 2d turns.
then roll as nomlal to recover.

12: Lose your lunch. Treat as being physical
ly stunned for 15 turns. then roll as nonnal for
reco\'ery,

13: Acquire a new quirk (p....13). even if this
takes YOLI O\'er fi\'c.

14-15: Mentally stunned for at leas( ld (urns.
and lose Id fatigue.

16: ~lentally stunned for at least ld rums.
cmel gain a new Quirk.

17·18: Faint for Id minutes. then roU \'s. HT
e\'ery minute to reco\'er.

19·20: Faint for 3d minutes. [hen roll \'5. HT
every minute 10 recover.

21: Panic: run around screuning. sit down
and weep. or something equally useless for ld
minutes. lhen roll \'5. lQ e\'el)' minute to snap
out of it.

22+: 111e chara.cter acquires a ne\y disach':m
tage at the Gl\I'S option (a relevant Phobia.
Delusion. or similar. or even a physical effect
such as white hair), and probably also spends
some turns. minutes. or hours snlnned, in shock.
or even catatonic.
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Combat Turn Sequence
Characters act one at a lime, until they have

311 taken a fill'll: then they start over. The
seqllellce in which they act i,'i set as follo\\'s:

Combat
ComlxlI is a :-.taple of 3ckenture slOries. and

in Ilellboy"s \Vorld. one cOl11mon way to defeat
evil is 10 punch. ,..,hool. or spear it. Here is a sim
ple s)'Mem for re:-.olving such conflicts:

Before combal begins. compare Ihe t..IO\'e
scores of all charaaers. -111e highesl :\lo\'e goes
first. the second-highest t..love score goes next.
and so on, In case of ties. the highest &lSic
S/x:u/ goes firsl; here is where a 5.5 is bener than
a 5.25. for instance, If anyone is still tied. roll
dice 10 see who goes first.

Your lurn stm1s when you choose a maneu
ver. and euds when you choose your next
maneU\'er - lhat is. afler all Olher characters
ha,'e acled once. Each turn represents olle sec
ond of real time. You can Wait with an action in
hand - allowing. say. an opponent to run up to
you so you can skewer him - but if you don'l
a(1 before your turn comes round again. you\'c
lost th'lt chance,

Table ofPositions
Posilio" Anack
Standing Normal
Crouching -2

Jlo/billg else (except for a
"free" action see
below). YOli may lise
any legal active defense.

Movement and spe
cial actions are wholly
abstract; no gameboarcl
is required. (The full
GURPS system includes
Advanced Combat rules
which allow for use of a
map di"ided into hexa
gons. each I yard
across.) If a derail aoou{
mo,-ement is imponant
(-1-10\\ long will it take
me to run across the

room and grab the jewel?-), the GM decides. The
number of yards you can nm [X'r second is
equ.i1 to your _\IO"e M:ore,

Cballge Posilioll
Go from st.lI1ding to prone. kneeling to

standing. or any other lX>sition change. (It t3ke~

twO (urns to go from prone to standing: first you
kneel. then yOll ~tand,) £y((ptioll.· You can go
from kneeling to standing. or "ice '·ersa. and
aHack on the S~1I11e turn.

YOli C".ln 1I~ ~II1Y defen~ on the (urn you
ch~lnge position. -11k' table aoo\"e summarizes
the effect~ of "arious positions on combat.

Maneuvers
Stan each turn by chCK>Sing anyone of the

follO\\'ing l11aneuvers. The manem"er yOll

choose will abo affect your defenses (see p. 69)
if yOlI are 31l3Cked before your next turn. You do
not select ~l defen....c until you are actually
311acked - but the maneuver yOlI choose \\'ill
govern the defenses you can use.

il10ue
Move, ~lncl do

Defe"se
Normal

Ranged weapons -2 to hit;
normal \'s. others

Ranged weapons -2 to hit;
·2 to any active defense

Ranged ,yeapons -'-l to hit:
-3 10 any actin:: defense

As for kneeling
As for cr::l\\"ling

-2

Cannot anack

-2
-4. except with

crossbow or gun

Sitting
Lying down

Kneeling

Crawling
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Read)!
Ready ~my ,,'capon or olher ilem. Any

weapon b ~lInready~ if il is in il'> S<-':Ibbard or
hobler. An axe. mace. or other hea\,. weapon
becollle~ "unready" \\"hen you ~\\'ing it; it muM
be re~l(lied again before e.lCh u~e! Some
weapon:-o Illust be "re'ldied" for more (han one
~ond :Ifler each use.

You em IXlrr)' with a
\\eIIX)Il. or block with a shield.
~b soon as yOll have readied it 
Ih:u is. on the same turn! YOll
can :Ibo use :my other legal
active defense on Ihe turn when

you ready an itelll. ErcejJlioJl: If
you :lre "readying" a mi......,ile weapon by reload~

ing it. your only defen.'>e b 10 cl<xlge - and if you
doclge. yOll lose the benellt of thai turn of
reloading.

;\'ole that. e\'cn if yOll are ;Imbide:-.1rous. you
C"~nnOi ready one ,,-eaIXl!l on Ihe ~lIne turn yOli

:m:lck \\jlh anOlher.

Reload
L-'>(.' Iht' "Keady" m~lI1ell\er 10 rdoad a mis.<.ilt"

wcapon. Thi.s takes :,e\'cr:i1 turn:.. \\'iLh a sling.
for in~tance. you need a .second 10 "ready"' the
rock. ~lnd ~l ~econd to put the rock in the sling.
If you don't aim. you GlI1 fire on the third sec
ond. Crossbows lake much longer. First you
mu:-.t cock the bo\v - thi~ takes 2 seconds for a
Ix)\\, of your ST. or more for a heavier bow.
Then you must ready Ihc ~mow (I lUrn) and
load the Ix)\v (1 lurn).

Some .sample reload time::.:
Sling· 2 ~concls 10 reload - GlI1 be fired

every .3 ~conds.
Bou': 2. .seconds to relo.ad - can be fired e\'ery

j 'offonds.
Crossbou' (your ST or le~): t 'offoncls to cock

and reload - can be fired every') \eConds. If ST
b up to 2 grealer than your::.: 8 ~conds 10 e<x:k
~lI1d reload - GII1 be fired every 9 seconds..\Iore
IX)\\ erful crossbo\ys than Ibal require \'Cl)'

lengthy work with special devices.
GilliS: Ch~mging repbceable nugnines for a

gun takes 3 seconds. Revolvers and "brcak
open" weapons such as some shotguns (and
Hellboy's handguns) require take at least :3 st:c
onds of preparation, plus one additional second
for each round loaded.

Listed Rates ofFire: Wht:re a \\ eapon's Rate of
Fire (RoF) listed on the lable i') a fraction. thb
refleru:. Ihe al:>O\'e relo<ld lime; for example. <l
bow has RoF I 3. as il em be fired once en:I)'
:3 rouncb. Fireaml RoF entrie') .a~ume that <l full
mag~lzine i.s ~"re3dy loaded.

:'\ote thai AiminR a \\elpOl1 hee helm\-)
reduce::. the efrectin: ratl' of fire. a~ it wkcs one
or more rounds.

Playing the Game ~;

Aim
Aim a re<ldy ranged weaJX)l1 at a specific tar

ger. You mu.'>t l1ame your tJrgcL Your attack b at
.... if you lise a mnged \\'eaj:>on \\ithOlU aiming
unless your effedi\'e skill is at least equal to the
weJpon's Snap Shot number (listed on the
WeapoN Tables. pp. S I-SS). If you ~lim for 1 turn,
your attack is at YOllr normal skill level plll~ lhe
weapon's Accuracy modifier (also on the
Weapo/l Tables). You may aim for up 10 3 more
turns. gelling a further + I bonus for e<lch addi
tional turn you aim.

You can use any defcnst' while aiming
but it spoils your aim and you lose all the :.ICCU

mulJted benefits. If you are iniured while aim
ing, you mllst make your Will roll or lose your
aim.

Game Time
Game time is the time that passes in the

game world. TIle GM is the judge of how
much Lime has passed.

Time During Adventures
Combat is played out in "slow~ time. One

combat turn equals one second. It may take a
minute or so for each combat [urn, especially
if players are inexperienced or the battle is a
large one. But combat is usually a Iife-or
death situation, and you need to give players
time 10 think.

Conversations. attempts to pick locks,
auempts to escape from tmps, and similar sit
uations are played in "real" Lime. If the play~

ers spend 10 minutes discussing how 10 besl
approo.ch an I\rpc merchanl , .. Lheir charac
ters spent 10 minutes talking outside the shop.

Routine tra\'el, and so on, is handled in
Mfast" time. When the party is walking along a
trail for instance, the Gl\1 can simply skip the
time be[\veen encollnters. Tell the players
when they meet someone, when they come
to a town, or when night falls. Just compress
the rest of the rime.

Time Between Adventures
In a continuing campaign, you also need

to keep track of time between adventures.
ll1is can always be the same amount of time,
or the GM and the players can simply agree
on a "logical" time to pass between the end
of one adventure and the beginning of the
next. It's often a good idea to let a month or
[\\,0 go by. to allow time for healing, earning
money at "ordif1.<11)'~ jobs. and so on.

Of course. no game time at all has to pass
ber.yeen sessioHS. if you can't finish an adven
nlre in one session. If, when you quit play,
lhe party has just confronted a rampaging
ogre. that ogre wiJl get no closer in the real
world week before you GIn play again!
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Attack

Attack ~ll1Y foe with your ready wcapon. The
GM al\V~IYs h~IS the option of mling (for any rea
son h:n'ing to do with the situ,uion) that some
combatants Illay not :mack certain foes. If the
battle is in close quarters, oows and similar mis
sile weapons should only be allowed one shot
each - then the fight will go 1O hand weapons.

You may parry (with a ready weapon), block
(with a ready shield>. or dodge on the same rum
yOll attack.

AI/-Oul Attack
Atl<lck any foe with hands. feel. or a ready

hand weapon. You have three choices:
(a) I\lake ,"wo 3tl<lcks against the same foe. if

you ha\'c two ready wcapons. or one \\'eapon
thai does not have to be readied after use;

(b) .~Iake a single ,-mack. at a +-1 bonus 10

your skill!
(e) 1\lake one 3113Ck. at normal skill. doing +2

damage if yOll hit
Howc"er. if you choose :any form of all-out

anack. you may make 110 actiH! defells(~ at all
until your next turnl

AII-OIII DefellSe
Defend yourself; do nOlhing else this turn. If

you fail your defense roll against any attack. you
may try another (different) defense - in other
words. you get two defense rolls, using TWO d{{
jerent active defenses against Ihe same attack.
You are limited 10 t/110 blocks and two parries
per rum when you choose AlI-Oul Defense. and
you can't parry twice wilh a weapon thar
becomes unready after a parry.

Long Actioll
111is is a "generic" choice that allows for one

second's worth of allY multi-second aClion
(picking a lock. for instance. or defusing a
bomb). "111e G~I decides how many lurns each
·'Iong action- will lake, As a rule. no defense
excepl dodging is possible during a long action.
but the GJ\l em vary this as he sees fit. Any sort
of defense may also interfere with Whale\·er you
are trying to do.

Free Acliolls
"111ings you can do during any maneU\"er,

including lalking. dropping a weapon or other
object. and crouching down behind cO\'er (not
kneeling).

Making An Attack
If you choose the Attack or All-OW Attack

maneu\'ers, you may uy lO hit a foe. You may
auack any foe. unless the G,\1 niles that an
anack is imJX>ssible for some reason.

You cannot attack unles..''i your weapon is
ready, A s\yord or knife is rcady e\·ery tum. An
unbalanced weapon, such 35 an axe, becomes

unre~ldy when you swing it. so it can only be
used every other turn.

Each attack is resolved by three die rolls, First
is your attack roll. If lhis roll is successful. your
altack was a good one. Now your foe must make
a defel1se roll to see if he can defend against
your blow. If he makes (his roll. he is not hit. If
he misses his defense roll. your blo'\\' struck
home and you roll for damage.

Rolling to Attack
Your -anack roW is a regular success roll.

Figure your effectiL'If! skill (your basic skill plus or
minus any appropriate mrxlijiers) with (he
weapon you are using.

Applicable modifiers include:
&It! light.· -I 10 -9 (GM's decision); -10 for

lotal darkness.
Olle t:::re: -I for melee anacks. -3 for ranged

altacks.
Blind: -6: blinded sllddel1()~· -10.
&ulfooting· -2 or more (G,\l"s decision).
Attad..>er is in a strange position (e.g.. hanging

upside down): -2 or more (G,\l's decision).
Attad..>er is cnw'lil1g or ()'il1g dou'n: 4.

AttacL¥!r is crol/chillg siltil1g or kneeling: -2.
Off-halld allac/.!: ."" (no penalty if

Ambidextrous).
Sbield: -2 10 ~ltl<ICks if using a large shield (it

gelS in your way).
S7 I/nder minimll/lI S'I!orthatu'Capoll: -1 for

each point of difference.
WOl/nds: Penalty equal to hit points you lost

on the preceding turn. High Pain Threshold
advantage eliminates this penalty.

Now roll 3 dice. If your roll is less than or
equal to your "effective" skill. you have rolled
well enough to hit the foe. and he must roll (0

defend. Otherwise, you missed!
Critietllllils: 1':0 maller \yhat your skill. a roll

of 3 or I always hilS. and is a
Clltical bit. A roll of '5
or 6 may be a critical

hie depending on
your skill,

If your
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effcai\'e skill is I S. then a roll of 5 or less is a
crilical hit. If your effeaive skill is 16 or more.
then a roll of 6 or less b a critical hit.

On :1 tTiliC'J.! hit. the blo\\' <lulOmatically hits
home - your foe does Hot gel a defense roll. As
well. on 3n altack roll of 3. you do nO{ roll for
cbmage - your blow automatically does the
most damage it could do. For inslance. maxi
mum da1ll3ge for a Id+2 blo\\' would be 6+2. or
8 hib. Other critical hits bypa~ the defense roll.
but roll nOrlllJlly for damage.

Al/lOlllatic Misses: Rcgardles~ of skill. a roll of
1- or 18 always misses.

F..\'{//1/ple: A demoll-lIl()rsblj)pillg clf/tiSl is

slt'il/p,ill!!, {/ broadslil()rd {If BPI?D Age1ll IViIsOll.
77Je CII/tist's skill is JJ. flud the fight is taking
place il1 a dimly lit cellm: so tbe GM assigns a -3
penalty for bad ligbt. f!O/iWY!I: the cultisl makes
lin AII-OIII AI/ack. and laJ..'(~ +4 10 bit. His effec
I;l'e skill is Ibus 12. TIle GJ' rolls a -; Ihe cull;sl
hits.

Defense
If you m3ke your anack roll. you haven't

(yet) actually slruck your foe. unles,''i you rolled
a CritiC~ll hit. You have thrown a blow that is
p,ood enollp,b to hit him - l/uless he defends.

Your foe's defense is equal to the sum of his
passive defenses (armor and shield) and his
ClctiLY! defense (Dodge, Block, or Parry), Passive
defenses always protect. but active defenses
must be specifically chosen from those that are
"legal" a1 the momenl. This depends on the
maneu\'er he chose on his last turn - see p. 66,

'111e defender rolls .3 dice, If his roll is less
Ihim oreqlltillO his total defense, he blocked the
blow (or dooged or parried i(). Otherwise. his
defen* was ineffeai\'e and your blow struck
home, If your blow hit':> your foe, you C'dn roll
for cbmage,

A defense roll of 3 or I is alll'a)'s successful
- even if your lOtal defense is only I or 2! A roll
of ,- or 18 always fails.

Your foe doesn't gel to auempt a defense roll
if you rolled a critical hit against him.

Active Defense
There arc three aclive defellses that can pro

tect you against an altack. Each of these defens
es is calculated in :Idvance, When you are
aU:lcked, you may choose oue acth'e defense as
pan of your tOL11 defense roll, (If you took AII
QIII De/elise, you may make lil'O separale
defense rolls, using different defenses,)

Your aaive defense will depend on your sit
uation - espec;al(r the maneu\'er you chose lasl
turn. Some maneU\'ers limit the acti\'e defenses
you em make. A stunned charaaer's active
defense is ~11 --I.

Sometimes you will ha\'e no active defense,
A Slab in the back from a "friend," a sniper's

FlaVing the Game ~,
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shot. or a totally unexpeaed booby trap would
be attacks against which no 3ai\'e defense is
possible.

The Combat ReOexes ad\';:lnlage gi\'es a +1 10

each of your aai\'e defen~s. If you're standing
up with open space behind you, you can declare
ONce per Illnl thaI you are retrealing backwards
as you defend against melee attacks (not against
missiles!>, and add +3 10 your defense. You can
also retreat while lying down (by rolling), This
can S~l\'e your tife. but note that it means that
you're giving ground (which may be bad in
itselO, it's less useful against multiple foes - and
you're bound to run OUI of space eventually.

Dodge
Your Dodge defen~ is the same as your

t+.love score (not modified for Running skill.
however), An tInimal's Dodge score is half its
~lo\'e or half its DX. \\'hiche\'er is better - up to
a maximum of to. Boxers are specially lmined to
Dodge punches, add I 8 of any Boxing skill
(rounded down) to your Dodge againsl bare
handed or thrusling ,macks (but not against
swung auacks or missiles),

You may dodge till)' ,1Ilack, except one that
you didn't know about! "111ere is no limit to lhe
number of times you may dodge in one lurn.

Block
You must have a rcady shield, which you use

to "block" the anack. Your Block defense is h,llf
your Shield skilL rouncled down. In general. you
can block any hand weapon. whether it is thmst.
swung. or thrown. You may also block alTOWS
and similar Imy-tech missiles, You Ctl11l101 block
bullets or beam weapons these come 100

fasl. (However, the shield's passil.'e defense helps
against all missile \\'eapons.)

You may only block one auack per turn,
unless you chose the AII-Olll De/ellse nlaneu\'er.
n1i.~ leIS you block [wO anacks per turn.

Pari)'
Hand \veapons (blades. clubs, axes. Spe'lrs.

polcarnls) can be used for defense as welt as
offense. When you parry with a weapon, half
your skill with that weapon (round down) counts
as :lctive defense. Thus, if you have a Sword skill
of 20, you "vQuld have a Pany defense of 10
when you use a s\yord, See p. 73 for rules on par·
lYing with bare hands,

You cannot parry unless your \\'eapon is
ready. Panying \\'ith an unbalanced weapon will
make it "unready," For instance, you can't parry
with an axe on the S<1.me (urn you auacked with
it: rou have to re-ready it fj~t.

A weapon paTT)' won't SlOp an)1hing except
hand-weapon altack~, A funher exceplion: A
\\'('''apon has a 1 3 chance of breaking if it parries
anything of three or more times its own weight!
(If it breaks. that pany counts,)
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YOli may only pany one attack per turn.
unless yOll have t\\'o we:lpons or two empry
hands and Judo skill (in which GI5e yOll may
parry once with each weapon or hand> or yOlI

chose the AII-Ollt DeJimse maneuver (in which
case yOll may parry twice - or I\vice with each
weafX>1l or h~lI1d. if yOll hm'c more [han one).

If you ,successfully parry a bare-handed altack
with ~l wcapon. yOll may injure your :macker.
Inunedimely roll against your own wcapon skill
(al ....... if your 3u:lcker used Kar.lle). If you hit.
your parry .slnlCk the anacker's limb squarely: roll
nOnlla] damage.

Some special parrying rules:
1broll'll weapons may be parried. btU at -1.

Thrown kni\'e~ and similar
small. hurled \\'e~lpons are par
ried at -2.

KlliaJoS and equally small
\\'etpom; are :It .) 10 pany
u'ilb.

Flails :lfC :H -'I to parry
against.

Qlim1ersICll,(~ pany al 2 3
skill r::tther th:tI1 I '2.

Pal1)'ill~ elllp~l'-b{{l1ded is
done \Vilh DX/2, or 2 j

llIKlrmed comlxlt skills. See p.
7.3 for del;lib,

Fellcill~ weapolls use a
unique fighting form that
emphasizes defense. If you
have the Fencing skill and
appropriate ge:lr (a small
sword. r::tpier. or s:tber. no larg
er th;ln a small shield, and no
greater than light encum·
br::tnce), your Pany is 2 3 your
Fencing skill (round down).
FUI1hennore. you may parry
lll'ice lX'r tum. r3ther than just once. (An AJI-Out
Odense \\ill let you parr)' allY number of times!)

Passive Defense
\X'hen you're .uwcked. you m(l)' :1150 ha\'e a

"passi\'e" defense betor operaling in your fa\'or.
thanks to amlOr or 'ihield, Passi\'e defense
allrays protect.'t you. even if you are unconscious
or unaware of Ihe attack. If you ha\'e any passh'e
defense at all. :I defen:-.c roll of 3 or ..j will suc
Cet.-'d for you!

Armor: The p:lssive defense from your annor
depends on its type. see p. 52.

Sbield: 111e passi\'e defense of your shield
deJX'nds on it'i size: see p. 5.3. It does nOI protect
3gainst auack't from behind.

Example: Age11l 1\"1/5011. who's being allacked
hl' that cuitisl. Cfllempls 10 Dodge Ibe Sli'ord. llis
,'lace L~' 6. be bas Combal Rrjlexes (+1). be
retreats (+3/ emd be 's li'eCllil1g a Flakjackel (PD
2). so bis defense roll is 12. O?f0l11/I1ate~J'. bis
pla.l'errolls /4.1Ie'sbil.

Weapon Damage
Rolling for Damage

If (in enemy faib his defense roll. you h3ve
hit him :lI1d m:lY make a "damage roll. ,. This roll
tells how much dam:lge you did 10 your Imgel.
The number of dice rou roll for cbmage is deler
mined hy your \\'eapon and, for 100v-tech
we'lpons. by your own '>Irength: see pp. ':;3-':;':;.

If the enemy is wearing armor or has innate
[)3mage Re:,i ...lance. Ihe lot:ll DR from all sources
is :,ubtradL-'d from the damage you roll. If you
are lucky, you \\iII roll enough damage to
exceed your foc':, protection and injure him!

Injuryl
If Ihe 10lal d:lInage YOll roll exceeds

the Damage R('~i~wnce of your foe. Ihe
exces~ hilS are taken as damage.

EWl1l1ple: 71Je CII/list allackin!?
I\"I/SOI/ btl." ST 13, p,il'iHg him a base
2d-1 siring dama!?e. ami a
broadsll'ord drx's sw+ 1 clllting so his
dml1aJ,W roll is eXaC/~}' 2 dice. UN roll
cOllies up 8. WI/SOli is ll'eadllg a flak
jackel, gil'il'M billl .3 poillls of DR. SO 5
POill1S of dcmlClge J,WI through. Add Ibe
50% damage hOllllS for a cutlillg
IIl(!apOI/ (2 poillls. because yOIl ai/rays
roulld dOl/Ill). 71Je Iota/ is 7. So \\7i/sol/

fC/kes 7 bils ofdamage.

Effects of Injury
Injuries :lre generally assumed to be

10 lhe lorsO; specific hit localions :lre
l.:>eyond the scope of CURPS lite.
Sublract the hits you take from your hit
points :-.core. See p. 7+-5 tor more
detail....

Sbock: If you take a wound. your
:ltlack roll \\ill be reduced, on your nexi lurn
only. by the number of hit point'i you took.
\\'ollnd~ laken during the 5..1me tum are cumub
li\'e for this purpo~. See p. -5.

A'l1ockdou'11 and SllI1millg: If you take :l sin
gle \\'ound that does damage of more IhaH hellf
of your basic hit points. you must roll against
your liT. If you fail the rolL you are knocki-'{I
down'

\X'hether or nOl you fall down. you are
SIUHI1(-'{1. All active-defense rolls are at -4 until
your nexi tum. At that time. you must roll against
your liT. A ,>ucces... ful roll means you rffm'er.
3nd can act normally thai lum and thereafter. A
faik-'d roll means you are still stunned. and con
tinue 10 sland there (or lie there) without making
any maneuvers - .l1ld continue to take -4 on each
aClive-dden~e roll!

SelY!/'{! \\"Ollllds: If you are reduced to j bit
poi"ts or less, your ;\Io\'e and Dodge scores .lre
bOlh CUI in h:lIf (round down). Your wounds 3re
slO\v[ng you!
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UI/cOllscioI/Slfess: If yOll lake enough wounds
(0 reduce your hit points to zero or less, yOll are
hanging on 10 COtlsciOlISnes,'" by sheer \villfXlW

.:r. At the beginning or each tllrn that your hit
poinb are zero or le~:-" make a roll against liT.
modified by Strong or \'('eak \,(fill (if YOll have
either). A succe..,~flll roll means yOll can take
your turn nortllally: :I biled roll means you fall
unconscious! Roll each (urn. until you fail a roll
and fall uncon~iou",.

Dealb: If your hit IXlin15 go fully negali\'e (for
example. -10 if your stalling hit points are 10),
you risk death - ~e p. --).

Ewunple: Agent Wilsoll bas I J Jrr. and stm1
ed with 1 J bit poinls. fie S 110U' dOli'li to 4 tbanks
to Ibal sll'ord-cw. JIe bas to roll J J or less to aLOid
/)eil1g kllocked dDti'll. (I/1{1 be:.; s{mmed. so allY
alber (lctil'(~ defeuS(! rolls be mal..."(~ tbis turn Il'iIl
be at ....1. Sext tunt. bell btu'e to mal...'!' anotber l-rr
roll to rt1{ain bisfllll defells<, ro1l5. fmd any attack
be mfll..."(~'Il'iIlIX!tlf -7 due to sbock. NOU'eLY!I: be
call stil/mOtY! 0'/1111 ~lx,(!d.

Ranged
Weapon Notes

The b;:lsic rule.., for r:tnged combat arc much
like those for melee: make your auack rolL let
your foc m:lkc hi:-. defense roll. and then roll for
damage. [n GURPS Lile, assume all anacks are
at a fairly close range unkss the GJ'vl ndes Olh
ef\vise. A snap shot (one made 'without aiming)
is 3t a _<I; see Aim. p. ()-.

Thrown Weapons
Do 1/01 roll again~t your melee weapon skill

\\·hen you throw a weapon: roll against the
appropri.atc Thrown \,('e'..Ipon or Throwing skill
in~[e3d. All 'nlrO\vn Weapon skills are ··easy,··
defaulting to DX--L The "generic" skill called
Throwing b "hard," and i,> wed when throwing
irregular or unbalanced object') - bricks. mbble.
grenade,:" mOlbler,:, at larger monsters, etc.

YOllr target can ckxlge, block. or parry a
thrown \\c;:lpon.

If you hit. you do normal d~1I11;:lge. \\'hether
you hit or mb_,>, your \\·e:lpon falls on the floor.
In a big fight. the G:-"I probably ~houldn't let you
recO\'er the wca!x>n at all: in a small banle. he
might roll one die to see how many lurns it takes
you to gel your \\ earx)n back.

Missile Weapons
111e la~et of a mbsile \\'eapon may dodge,

but m:lY not P:lIl)'. Arro\\,:, and quarrels may be
blocked with a ~hield: higheNech missiles can
nOI be blocked,

130\\,:, and ~ling~ do nOI fire e\'ery turn. A
bow, for in,:,wnce, normally t.ake,:, 2 seconds 10
re-reldy, so it Gill (mly fire no more than e\'ery
third second. See Reat~J', p. 6-.

Plaving the Game ~,
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Modifiers for Ranged Attacks
'l11e Gt\1 may wish to apply the following

situational modifiers to ranged auacks. If the tar
get is:

Prone or crawling: -'I (--if behind cover).
Crouching, sitting, or kneeling: -2 (-"I if

lx'hind cover).
Behind someone else: -'-I.

Only partiaUy exposed, -3.
Recoil: If a gun is fired more repeatedly wilh

out pausing for a lum between shots, its "Recoil
Z\umber" (see the table) is <Ipplied as a penalty
to the second :lIld all subsequent attacks. This
~nalty is doubled if the uscr's ST is less than the
we3Jxm's Minimum ST.

Multiple Shots
Firearms with a Rate of Fire (RoF) number

greater than one Gin fire sc\'eml shots in a
round. If the number on the table is marked with
:1 "-" they are nOI actually automatic. but the
uscr can pull Ihe (rigger repeatedly in one
round: m~lke :1 ~par.]{e attack roll for each sho!.
Otherwise, the gun is usually capable of selec
tin.~ fire - either single shots or multiple rounds
in one burst. In thi~ case, divide the burst into
groups of four, and roll for each burst as one
Sep31'3.te attack. (Any "spare" shots less than four
m:lke Up'l final bursL) The gun's Recoil Number
is applied as a penalty 10 the first burst. and
aCc/llnl/lates for ::dl subsequent bursts in that
and all subsequent turns - so a gun with Recoil
-;3 is al -3 to the first burst, -6 to the second, -9
to the third, and so on, If the attack roll is missed
by I, one round hits: if it is made by 0 or [, two
hil: if it is made by 2, 3, or 4, three hit; and if it
is made by 5 or more, all four bullets hit. (For a
bursl of less than four bullets, of course, only as
m:lny can hit a.., were fired.)

A few (mostly early) automatic weapons can
OH()' be fired on fully automatic - they must usc
their maximum number of shots in a bursl. Such
weapons \\'ill be specifically noted.

EWl111ple: WIlsoH:S pm1Her Callaghan. who
had delayed lIpstairs to look at the blaspbemous
grimoires, ch()()S(~ tbis precise momel11 to el1ter
tbe cellar with b,:S glll1 (a Smith &- Wesson 38)
dmu'll. Despite tbe dar/mess, he s£~~ Irho,:S hap
pellillg (uUlkil1g a "isioll rol/). He has skill 15
lritb tbe pistol: tbe dar/mess agail1 gil'eS -3. mill
because \015011 is /X111~)' in the way, theresal1oth
er 4 pellf1/~l'. llis effectil'e skill is tbus 8. whicb is
less t/}lm 'he glll1:S 55 11II1IIber of 10. /.. 'Hless be
aims for fI tunl, be'" be at a 4 SHap Sbot fX!l1al
0' (aud. tbe G.\lu'anls, ('ely like~)' to hit \\"i1sollJ.
He d like to/ire il1lmediate~)'to salle Wilson espe
cia/~J' as tbe Cllllisl:S AII-OIlI Allack would leave
tbe fellou' witb 110 defellse roll, bllt tbe risk is 100

greal, So be SbOlllS 10 distract Ibe Cllllist (whicb
f011lt1/tlle~)'succeeds), {md tak't'S aim.
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0/1 bis 1Ie,'\'/ IlIrH, the clI/list comes lUI mel
Wi/SOil tou'arcl Calfaghcm. hi/I doesl/" quite
re{lch him. so Calklghan 110 longer has 10 ilIOn)'

alxmt bilting his ptll111er. Ilis jirst shol is at skill
15. mil/lis J/or bad light. pIlls tbegUll S;Iecume)'
00I1I1S of 2 nll/J...'(.~ 14. lIe ctmfire tll'ice more if
necessalJ' ((he gun bas RoP ]-J. bl/r if he does
be lIwJ..'e tl Recoil penall), of-I 011 tbe second and
tbird sb01S.

Shotguns
TIle wide spread of 5m311 peilelS from a ShOl

gun gi\'cS + I to hi!. but less penetration; roll
each die of damage and apply it (0 the targe(s
DR separ::lle1y.

Firing With One
or Two Hands

111e weapons wbles assume thaI piSlOls are
fired one-handed. while most other guns are
fired two-handed.

If a character fire:-. a pistol with a two-handed
grip. reduce its i\linimum sr by -2. and Illuhiply
its Rei value by 2 3. rounding to the nearest
whole number, minimum-I. For example. a Colt
,-15 goes from J\lin 51' 1010 8. and RcI -2 10 -1.

"Two-handed" guns mostly aren't designed to
be fired one-handed 301 all. but \'ery strong char
acters may do so anyway. Increase the \','eaJX>n's
t\linimum 5T by 5. double its Rei. and reduce its
55 by 2 ;:Ind its Acc by 3. (I'\ote Ihat if the char
acter doesn't meet lhe modified ST minimum. he
suffers four limes the weaj:X>n's listed -Rcl""
\'alueJ So an Uzi goes from ~lin ST 10 to 15. RcI
-I to -2, 55 10 10 8. ;:mel Acc - 10 "i. while a 12
gauge shotgun goes from ~lin ST 12 10 1-. RcI
-310 -6.55 12 to 10. and Acc 5 to 2. \err strong
chaidcters may thus fire rines one-handed \','ilh
some success, bUI if they are much larger Ihan
human or otherwise lack human-sized hands.
the G.\I may apply a further penalty for clumsi
ness,

Close and Bare
Handed Combat

Anyone can engage in combat \\'ithout
\veapons. but certain skills will m;:lke you more
effecti\'e, \\;lherea~ mOSI melee \\'eapons are

used at a di:-.tance of :,1 yard or so, 1ll0S1

bare-handed combat (along with knife and
blackjack fighting) takes place at close range,
with char:.lclers almost or actually lOuching,

Use of Wea{JOlls: Only the shortest weapons
(kni\'es. blackjack::;. pislOls) em be used in close
combcH. and e\'en they are al -2. The hillS or
pommels of larger one-handed \\'eapons may be
u::;ed 10 gi\'e +I or +2 10 punching elmnage. at
the GI\I'S option.

Moving to Close Range
If Ihe G.\I niles Ihal you are adjacent to an

opponent <e,g.. if yOll are within melee weafX>n
reach). you may mo\'e illlo close combal and
make an attack. If YOll arc further away but with
in your j\IO\'e distance. you ("..tn either just mon:~

to close f'..tnge prepar.ttory to auacking next lurn
(and hope that he doesn't step 3W3Y). or try a
Slam or F~)'il1g Tackle.

Slal11: l1li:, i:, ju~t running into a foe and try·
ing 10 knock him down, Roll a Quick Contest of
DX: he's at ·2 if you hit him from the side. or if
he's already kneeling, On a win or lie. you hit
him: otherwise. he dodged and you sail on past.
If yOll do hit. roll a Quick Contest of ST; YOll get
+2 if you got a good nlll-lIp, -2 if he \vas nlll
ning at you. +2 if you have a medium or large
shield, -2 if he has one of Ihose. and +2 if yOll
hil him from behind, The loser falls dmvn: so
does Ihe winner. if he misscd his ST roll. If eilher
combat~lIlt rolled 17 or 18, hc's stl/l/lled (p, 7,,),
If yOll won by more than 5 points. you Gin nlll

right over him and keep on going.
Flying Tackle: This is a special type of slam.

The attacker gets + I move distance, and the tar
get may aHempi a Dcx.lgc unless lX'ing tackled
from behind. If he fails. he's at -2 on Ihe conte:,l
of 51'. The attacker gets +2 on tkH conlesl. but
automatically falls down. whatever happens. If
he wins by marc than ~1. he automatically
Gmpples the target (see below).

Warning: Running up 10 (or past) a foe
who's waiting \vith :m lInused aClion in hand i~

\'ery dangerous. He can attack you as YOll am\'e.
e\'en in lhe middle of your movement. If he has
space. he can also ~Iep bacbyards. out of close
range. unless you can mo\'e fast enough to fol
lo\',' him - and e\'en then. you can't try any
attacks excepl a Slam or F~J'il1R Tackle,

Close Combat Options
Ali-Dill IlIIac/..'. All-Out Defense. Feint, Aim.

Conce11lrate. and \\"aiting aren't possible in close
combat. Things are just t(Xl confused and
intense.

111e only acth'e defenses that work in close
combat are Dodge. or a bare-handed Parry
based on an unarmed combat skill. If you are
not grnppled (~e 1X'lo\\') and the Gl\1 mles that
yOll han: ~pacc. yOll can Retreat alit of close
range and ~ldd +.:3 10 YOllr Acti\'e Defense,
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Breaking Things
Combat aside, PCS sometimes have to bust

through inanimate objects such as doors, walls,
or vehicles. Any such object has both a DR
value and a number of hit points, much like a
living thing.

For example, wood has DR from 2 (for light
sheets) to 6 (for hardwood slabs), and smash
ing a 2'-diarneler hole requires around 10 hit
points of damage per inch of thickness. Brick
has DR 6, and 40 points of damage will make
a 2' hole, while stone has DR 8 and needs to
take 15 hit points per inch of thickness 10 make
a similar opening. Light metal objectS may have
DR as low as 2-4, but cars are DR 5, heavy iron
or steel struoures are at least DR 8, and a mod
ern tank can easily have DR in the blmdreds on
at least some parts (representing advanced
compound materials). Thin metal chains or bars

Punching
A punch is ;] close-range attack. Your -skiJr

for il is the besl of OX. Boxing. Brawling. or
Kar:lIe. Damage is Ihmst-2 cnlshing. detemlined
from the lable on p. 5.3. E\'ample: With 5'1" 12,
your thnlsl damage is Id-I. so your punch does
Id-3

Brass knuckles or plate-mail gauntlets add +2
10 your punching damage. A rock or roll of coins
in your fisl will add + I to the cbm~lge you do
\\'ilh a punch. Cnarmed combat skills also gi\'e
bonus damage - ~ the skill deSCriptions for
details.

Kicking
A kick has a reach of 1 yard (like mOSI

\Yearxms). It is tre~lled much like a punch. bUI
yOll roll againsl the best of DX-2, Bnl\vling-2. or
Kar::lte, and you clo straight thrusLicrushing dam
age - thnlsl+ I if you are wearing heavy lx:xJts or
simibr. If you kick and miss. you IllUSt make a
OX or skill roll 10 avoid falling down! If you have
Karate skill. you CJon kick al close f::l11ge. but for
-I damage.

Parrying Bare-Handed
If you are fighling bare-handed, you may

parry a kick or pUllch with your hands. using
half your basic DX as your Parry. Unan11ed
combat skills give you better bare-handed par
ries, at 2/3 of the skill (rounded down), und let
you P~IlT)' twice per turn (once with each hand).

If you parry a ll'eapoll bare-handed. your
defense is at ..3 unless you parry a l!Jmsf or are
using Judo or Karate. Also. Boxing parries are at
-2 against kicks. A failed parry means Ihe attack
hilS: the attacker may choose 10 hit where he
was aiming. or to hil your arm! If your ann takes

bend or break with just a few points of dam
age, but a I~ steel bar can lake up ro 25 hit
points, and a 2~ bar or inch-thick structural steel
barriers have around 80 points. GMs can assign
values to other objects as seems appropriate.

GMs and players should also use common
sense as to what type of damage will achieve
their goals. A wooden door may be smashed
down \Vim an axe or a baltering ram (or the
Hand of Doom), but pumping bullelS into it
will at best make fairly sm.111 holes - although
it may be possible to shOO( out the (metal)
lock. On the orner hand, soft fabrics or cush
ions can be ripped to shreds by cuning
weapons or gunfire, but are largely immune to
blunt inSlnllnems. A caf can be destroyed only
by powerful 3uacks. ahhough gunfire may dis
able the engine or tires (or the driver),

damage of more than half your starting hil
points. il is aUlomatically crippled (see p. -:;).

Grapplillg, Pinning,
and Trampling

The following close-range aClions all count 3S

attacks:
Crappie: If you have at least one hand free.

you can anempl to grab <In oprxment at close
range. To do so. you must win a Quick Conlest
of DX (or .ludo): you are at +3. or +6 if he is
kneeling or lying down - but then. you ha\'e 10

kneel or lie down yourself. as part of the attack.
Grappling d~s no damage. but holds an oppo
nenl in place unlil he bre'Joks free or yOll leI go.
(However. an opponenl with twice the grap
pler's 5'1" can act freely despite I~ing grappled: ~l

human can grab an elephant, but it doesn't do
much good.)

Grab Weapon: Grabbing an opponent's
weapon requires a Quick Conlest of DX. On
subsequent turns. you can try 10 wrestle il free
with a Quick ConIest of ST: the loser releases all
hold on Ihe weapon.

Crab \Feapou Arm: As .100\'(;'. but safer for
weapons you can'l grab. such as daggers. If you
win the subsequent conlest of ST. you can force
your foe 10 drop Ihe \\·eapon.

Takedoll'l1: To put a grappled opponent on
the ground, roll a Quick Contest of ST. DX, or
Judo skill vs. the victim's ST. The loser ends up
lying down.

Pin: If an opponent is on the ground. you
may roll a Quick Contest of ST to pin him clown,
The heaL'ier fighter gels + I for every 10 Ibs. of
advantage. If you win. your vidim is pinned.
and you have one hand free to take other
actions.
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Cbo/...>e: [I' yOll have grappled an opponent by
{he neck with both hands. yOlI may anempt a
Quick Contest of your ST \'5. his HT. If yOll win.
yOll do as many jx>int." of damage as yOlI \"\'on
the contest by. Prolonged choking will usually
cause SOIlK'One to lose consciousness. e,'en if he
doesn't lake much damage.

Break Free: To break a grapple. roll a Quick
Contest of ST. Your foe i:-. at +5 if he's using both
hands. or if he has yOll pinned but is only using
one hand. or + 10 if he has yOlI pinned and is
using bOth hands (in which case, yOll can only
try to break free once every 10 seconds).

Trampling is mosl1y used by animals and
monsters. If an opponent is on the ground (per~

haps after being slammed), a larger standing
anacker l11:ly trample them. (Humans can only
trample small creatures.> Roll a Quick Contest of
DX: if the attacker wins, he does Sf-based
Thmst-2 damage to the victim. Damage is hah"eel
if the anacker just runs over the viaim and keeps
going, ~lIld may be modHIed up or down if the
surface is especially hard or soft (G~rs option).

Judo Throws
If you successfully parry using Judo skill. you

may try 10 throw th:lt foe on your next lurn (as
an attack) if he is adj:lcent to you (even if he's
not at close r~l11ge). You nl<lY also attempt a
throw while grappling an opponent. Roll vs.
Judo (at -5 if )'OU are lying down): if you suc
ceed. your opponent can use an active defense
(pp. 69-70), but his armor PD doesn't count. If
he fails, he is on the ground, and Illust roll vs.
HT or be stunned (see p. 75).

If yOll roll a 1- or 18 on an altempt to throw.
)'011 are the one who falls, With an All~OUl

Altack (p. 68), yOll cannot attempt two throws.
but you can ~lHempt one at +..... If you thro\\"
someone into :-.0meone else, they must roll \·s.
ST+3 or DX+3 or abo fall.

Escape or Evade
If you stan your turn at close range but your

foe isn't grappling you. you can simply step
away - an Esct'pe. (You can even do this after
making a c1ose·mnge auack.) J-1o\ye\'er, if you're
trying to get past him for some reason - say. to
reach another foe who's performing an e,"il ritu
al you want to stop - you must El'Ode him. If he
doesn't try to StOP you. this is automatic.
Otherwise. roll a Quick Contest of DX. with
your DX modifi<...~ a~ follows:

-5 if the foe i~ ~tanding up.
-2 if the foe b kneeling.
+2 if you mon~d to close mnge that turn from

his side. or +5 if you did ~ from ~hind him
(Gl\1 niles).

+5 if the foe b lying down.
If you \\'in, yOli got past him. If you lose or

tie, he gOI in your way and -"topped you.

Improvised Weapons
Hellboy himself often makes use of anything

he Gin get hold of as a weapon in combat. His
superhuman strength helps with this, but any
character Cin grnb J loose object and swing it

\'<'hen this happens. the G~I has (0 improvise.
tn:.~lling a thing a~ the nearest comparnble item on
the \X'('-'3jxms T<lbles. For example. a gcxxl-sized
length of wood simply COllnlS as a baton or club.
while a he'J\'Y metal candlestick might count as a
mace. A tent pole or long meL11 rod might be
tTC3ted as a spear, but link-55 it had been deliber
ately sharr>ened, or :11 least had the end broken
ofT (0 give a jagged effect. it should do crushing
rather than impaling d:l1llage.

:\I05t improvised we:lpons arc less effecri\"(:,
than "equivalent" real we:trxms: thar's \\'hy peo
ple pay for specially made weaponry. To repre
sent this, the G~l is free to impose a penalty of •
I or more on aU:lck rolls. and either reduce the
damage done or change it from impaling 10 rut
ting or cutting to cnJshing. Even a hatchet made
purely 'b a tool wkes -I to hit in melee.
FUl1hermore, improvised welJxms are very likely
to break after one or two solid blows.

l111prouised Shields: Sometimes, characters Ill:l)'

also improvise shields. For example, suppose that
Hellboy is sitting in :1 Rom:l1l cafe when he's
JU3ckecl by uncle:ld legionaries. He grabs a table
to fend off their spears. This is feasible for him.
though the table would be too heavy for some
one of norm:d hum:m strength. The GM decides
that this is about the size of a medium shield (giv
ing +3 PO: see p. 53), :lI1d Hcllboy's Block score
is equal to half his Shield skill (which is at default.
because he doesn't [rain for this son of thing),
with a -1 pen~i1ty beC<luse a fable isn't designed
for use this way. \'('ell, it's bener than nothing.

Injury, Illness,
and Fatigue

An agent's life i<;n't :111 gbmour. You gel tired.
You get dirty. You may actually gel hlll1 - or

c"en \"\"or.se. dead.
\,(bunds and other injuries cause lxxlily dam

age, or "hits," Your ::>tal1ing hil points (usually the
same as your HT for normal humans) lell how
many hiLS you CII1 take. A charader ,'\'ho goes
down to 0 hil points will soon fall unconscious.
It is po&,ible 10 suryive with a negati"e hit point
tOlal.

General Damage
(Lost Hit Points)

Someone who is wounded repeatedly will
e\'entually weaken ~lIld collapse. e\'en if no sin
gle injul)' b very great. Record hits on your char
acter sheet. The effects of 1051 hit points <Ire:
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3. 2, 1 points left: YOtlr Move and Dodge are
cut in half: yOll are reeling rrom YOllr wound.s.

o or less points left: YOli arc in immediate
danger of collap:-.e. At the beginning of celeh
turn. roll again:">t your HT. plus or minus
Strong \'\e.lk \'(,ill. A ~uccess me<lIlS yOll Illay
lake your turn normally. A failed rolll1le~lns yOll

fall unconsciouc;,
Emmple' BPRD .~e1l1 Cbaul!,. who s(m1ed

with /2 hil/XJiHls. ,:.; IXdllR pumlJlell(:'d ~J' a troll.
He taJ..I(:'s 10 hit {XJillls. redllci1/R him to 2: be's
r('e!ing 7beu be taJ...,(~·llllolber7. reducing him to
-5: hl~" player I/Oii' has 10 roll each IlInl for him /0
stay COIISC;OUS

Negative of starting hit points: You must
make your Ill' roll or die. Another roll is
required after ~lCh lime you lose hit points
equal to 1 2 your ...,t~lning IOI'lI.

-5 X st.1.rting hit points: AlIIomalic death.
You ha\'e lo.,t a total of 6 time.s your original hit
Ix>inl.-;; no ont..' Gill "!urvi\'e that much injury.

Emlll!>le: 'nJe lroll:~ lU!xl Moli' dex:'s 12 poiHIS.
redneill}!, Cballg 10 -/9. Iho; player 1IIusI make
tllY) I rr rolls jar OJ(III/!, 10 stay alii'e. o//e at -12
and olle (II -18. }b. be's in lrouble. 17J(lIlk'S to
II/eky dice. bis player l1Iak>es tbose rolls. (md sev
eral more. Hilt if Chmlf.!, gelS reduced 10 -60 bit
poi1Ils. be's dead./or cel1aill- and all illten}sling
!/m(!s.\y. crise ./01' Ibe jorensic..;; lemn.

Shock
When you an: injul'ed. }/OLJI' IQ :cmd OX are

reduced by that amount 011 ),our Jlexl tllm OIl~J"

EWlIllple: If you t:lke j hits of injury, your IQ.
OX. and skilb will he ::It -.3 on your next turn.
Active defen~s are Hoi t.kills for this purpose.

This subtraction will most often affect
weapon attacks - but filly use of IQ. OX. or
skills is affeded. Therefore. on the turn after you
are b~ldly hU11. it may be a good idea 10 try night.
All-Out Defense. or the like. rather than coun
ter.J.tlacking in...,t~lI1tly.

l11is is only a tempor.II)· effect due to shock.
On your follOWing turn. your skills are hack to
normal.

KllockdOW1l
Anyone who take."l damage p,reater than than

half hi"! hit point..., in one blm\ must inunediate
ly roll ag:lin.:-.l his liT. If he fails the roll. he falls
and b sll/lll1ed ht..:.e belm\). If he makes his 11'1'
roll. he h"'t'p-" hi"l fOOling. hut he i-.; still stunned.

Stunning
SonK-'()I1e will be ....,tunned.. if he takes dam

age p,reCller Iball half hi-; hit point.'> in one blm\.
If you are :-.tunnecl. ~lll your acti\'e defenses

arc at -I until your next turn. AI thai time. roll
~lgainst 111' to ~e whether you rL-'CO\·er. A SllC

cessful roll me:IIlS you Gill ;Ict normally on Ibal
1111"1/. A failed 1'011 means you an: still stunned
and :-.t:lnd there mindk:-.:-.ly The "stunned'"
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state continues until you can make your 1-11' roll
and snap out of it. You may act again on the turn
you roll successfully and shake off the daze.

"fental 51//11: Someone who is surprised or
:-.hocked may also be me11la/~)' "srunned."· '111e
effects of this SOil of slllllning are just the same.
but you lllust make an IQ roll. rarher than a HT
roll. to snap out of it. You're not hlll1 - you're
COl1jflsed.

Crippli1lg [1ljuries
Sometimes, the G~l may nile that a pallicuIar

limb has been injured (by a trap. failed bare
handed parr)'. or similar mishap}. In this case,
enough d:lJll:lge to an arm. leg, hand. or foot in
one blow will cripple it. A hand or foot is crip
pled if it take:-. damage greater Ihan 1/) your
sl:llling hit poinLs. An arm or leg is crippled if il
takes damage greater IhelJl half your stal1ing hit
points.

For Simplicity, any body pall that has been
rendered useless will be referred to as "crip
pled. '" A crippled arm or hand cannot be used to

attack or hold anything: for the effects of a crip
pled leg or foot. see the Lame disadvantage.
,"lake a HT roll for each crippled limb. On a suc
cess, the limb will work again once the victim
has regained all his lost hit points. On a failure.
the limb will be crippled for Id months. A criti
C"dl failure indicates that the limb is severed or
otherwise rendered pennanently useless.

First Aid
,\Iost of the hit point loss from an injlll)' is

due to shock rather than actual physiC"dl damage.
lllcrefore. prompt treatment after a fight Cln
reslOre some of the lost hit Ix>ints.

Simple bandaging, elV!1l dOl1e by a tolally
ul1skilled persol1. will restore 1 lost hit point per
fight - but no more. no matter hO\\" bad the
injury. TI1is lake~ _~ minutes per \·ietim.

First aid (a :-.ucces.'>ful First Aid or Physician
skill or default roll. with appropriate equipment>
take:-. 20 minute:-.. and will re~tore ld-l hit Ix>ims.
\\'ith a minimum of 1. This is //01 cUlllulath'e 1;\'ith
simple IXlIlcbging. . sometiml's. first aid is no
more effedi\'e than plain bandages. On a critical
success. the victim regains a full S hit points. On
a critical failure. the victim loses 2 more hits. :lIld
bandaging will not help.
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If the skill used was learned at a low n. or if
only cmde medical equipment is available. First
Aid may lake lip to 30 minutes and restore no
more than lcl-3 or lcl...q JXJints. while futuristic
(1lB+) l11edic~ll treatments may be quicker and
repair more damage (all at the G~rs option).

Natural Recovery
Salural recoL'(!')' will Clire any number of hilS.

At the end of each day of rest and decent fO<:XJ.
the \"ictim may roll against his HT. A successful
roll resulL5 in the recovery of 1 hit poio!. The G\I
may modify the roll downward if conditions are
b;ld. or upward if conditions are vcry good.

If the victim is under the care of a competent
Physician (skill 12 or better) the victim gets a +1
on all healing rolls.

Recoverillg From
Ullcollsciouslless

TIl is der:>ends on the se\"erity of your injuries.
If YOUT hit points are still positive. roll vs. HT
every hour to aW~lken (or, if you have lost no
more than 2 hit points, roll every IS minutes).

If your hit points ~lre negative, but not fully
negative, you will Ix"Comc conscious in as many
hours as your hit points are negative, or a maxi
mum of 12 hours. Eytl/lIple: Your hit [X>inls are 
8 after a baltle. You will wake up (still with -8 hit
[X>ints) in 8 hours. When you awaken. you can
call for help or tty to drag yourself to shelter.

If your hit jXlints have gone "fully negative" 
e.g.. hit [X>inL"i of -12 or worse for someone stan
ing \vith 12 hit points - you are in bad shape. If
you can make a roll against HT, you will awaken
(as aoo\'e) after 12 hours. and can try to help
yourself. If you fail the roll. you stay in a coma
and die unless you are helped within a number
hours equal to your HT.

Other Hazards
Adventurers often face other dangers.

including.

Flame
\'(',lIking through fire does Id-.3 damage per

second: 3dually SIal/ding in fire does Id-l per
second. Armor protedS you completely against
ordinary heat or n~lI11e for a number of [urns
{""<iual to .3 times its DR. After that. it still protect,;
against n~ltlle, but the wearer must roll vs. HT
e\'ery turn to resist the heat. A failed roll cost'; 1
point of f3tigue (p. --). £wlIl/ple: Heavy leather

protects against all damage for 6 turns. AfIer th::H,
the wearer Slarts making HT rolls.

E.xceplional or supermtuIdI heat may well
cause se\'ere (bmage even through armor. at the
Gi\l's option.

ExplosiOIlS
Explosions do concussion damage to eL'eI)'

Ihing nearby. \'(orld War II grenades would do
from 2 to S dice damage, depending on type. A
mere 10 Ibs. of Tl\T would do 6d x 20 damage,
Apply full damage to anyone within 2 yards.
"lore distant targelS divide damage by .. per 2
yards range (I I at 2 yards, I 16 at '-f yards, and
so on). Only inn~lte DR or fully sealed anllor
proted again~l concu~..,ion.

ExplQ.\ion~ may also produce fragmenLs: the
j.Jdiu~ of fragment effect is ., yards times the
number of dice of concussion damage. lne
chance of someone's being hit depends on far
tOO many fadors (co\'er. pOSition, type of explo
sion) to discu.';).') here: lhe G!\I should just assign
a chance he thinks rea~nable. and roll the dice!
Anyone who is hit takes cutting d:Ul1<lge, from
ld·.. for thro\\'n din to 2d for shr:.lpnel.

Falling
When you f:ll1. roll for d::tn13ge as foilo\\'s:
lor 2 yards: (Id·.(j) damage per yard
3 or 4 yards, (leI-3) per yarel
5 or more yards: ( Id-2) per yard
Termiml velOCity - [he n13ximutll speed a

falling object Gill achieve - is normally reached
after'; or 4 seconds of falling. Therefore. treat
any fall of more th,tn 50 yards as only 50 yards.

If you land on something soft. subtract 1
point per yard f::l1len. A successful Acrobatics roll
will reduce the effective dislance of your fall by
5 yards.

For ~implicity, a.'>$t1me that armor protecb
again.st falling d::tmage at half ils usual DR.

Fallillg Objects
If you are hil by a bard falling object calcu

late lhe damage done as follows: round ib
weight off to the neare~l 10 pounds, and the db
tance it fell 10 the nearest 10 yards, Multiply the
number of lo-,Xllll1d and Io-yard incremenlS .
and lake thm many dice of damage. For simplic
ity, when dealing wilh falling objecls, treat any
fall of more than 200 yards a~ 100 yards.

EWlIlIple: A 20-lb. rock, falling 30 yards. doe~
(2x3)=6 dice of damage.

A \'ery IiMbl object or one thm falls a shon
distance, does Ie:..... damage. Any \Yeiglu or dis
tance of 2 or less should IX' trealed as 10 - but
halve the fin:ll d:lmage. Soft objects (1jving things,
for instance) do half damage for their \\·eight.

PoisOlls
Poi~on is commonly met on \\'e3pons: on

dalb. needles. or spike~ in {1:lpS: in food or drink
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offered by a treacherous foe; and in the bite of
cenain ~mitll3Is. Types include co11laet agems
(which only have to louch the skin), blood agents
(which must enter the body through a ""ounel or
injection), digestitl(! agents (which must be swal
lowed), and respiratOf)' agents (which must be
inhaled).

"111C effects of an individual poison are up 10
the G,\\. Aside from damage. poisons Illay lem
fXlrarily reduce ST. DX. or IQ (;mel all related
skills ~md abilities). ~Iost poisons are slm\": the
time they take (0 work will be specified.

As a nile. anyone who is poisoned will get a
mooified HT roll to avoid the poison's effects.
The more toxic the JX>ison. the harder the HT
roll. Some especiJlly virulent poisons will ha\'c a
reduced effect c\'en on those who resist!

Disease
Anyone in a disease-ridden are:t. or encoun

tering a dbease GlrTier. is at risk . .\Iost diseases
allo\\' a 11'1' roll to resist. made in secret by the
G,\1. Roll once pt'r day: a failed roll means you
cHch the dbe~lse. 11,e roll should be modilled by
CirCtIlTI:..tancc:;: ;l\'oiding :-Ill possible cont:-lct \\'ith
the disease is \\'011h +1 or more. merely talking
to victims give:.. +2. using infected blankets gives
an unmcxlilled roll. and close or prolonged phys
ical COIll:lCI \\'ith victims gives -2 or -3. Advanced
medical techniques Illay give lIetIJ'-COmplclc pro
tection.

Disease symptoms usually appear al least 24
hours aft~r the c1is~a,<;c is caught. Most diseases
aren"t cont:lgious umit then. Typica[ symptoms
include daily 1-11' loss (\\'hich may also reduce hit
(X>ints and thus doubly endanger the victim) for
several days: loss of ST. DX. or IQ: fatigue: sneez
ing. coughing. Spob. sores. or rash. Severe symp
toms could include delirium. unconsciousness.
blindness. and so on. Diagnosis skill can identify
a knoll'N di'5e:l:..t:' from its symploms. or analyze a
new di.sea"iC and suggesl some treatments.

Recol'e')': Typiellly. a disease sufferer must
make a daily HT roll (possibly at ;:1 penally). This
roiL and the cffL:.cts of f:-lilure. \':-II)' with each ill
ness. For a "generic- disease. a failed roll might
Illean you lose 1 11'1': a success would lei you
regain I liT. For ')()Ille di:..eases. recovery "'i11 be
aided by use of ~lppropriatedrugs. For most dis
eases. a phy:;ician's eire (as for injuries) will aid
attempts to fl"co\·er.

\X'hen you h3\'e reco\'ered all 1-11' lost to an iIl~

ness. you are cur<..."CI. If your illness allows HT
rolls to :lHempt 10 recover. a roll of 3 or '-l means
the di')e3~ has vani~hed (lost HT must be reco\'
ered in the normal fashion).

Fatigue
Fatigue represent:; lo:..t strength. just 3S injuI)'

represents lost health. Most humans ha\'e fatigue
points equal Ie;' their ST: if their ST is 10. they can

Plaving the Game ~'. ,,-
lose 10 "fatigue points" before falling uncon
scious from exhaustion. Some beings have vari~l

lions in their fatigue levels. including reserves
they can usc only for specific purposes. such as
magic. Keep separate I.J.l.ck of any fatigue you
lose or regain. Fatigue does not affect HT at all.

YOll can suffer fatigue from exertion. nillning
long distances, heatstroke. and so on. You will
also suffer f:-ltigue at the end of each battle that
lasts more than 10 seconds: the amount is equal
to your encumbrance. plus 1. Fighting in armor
is hard \\"ork!

While your fatigue is reduced. any 'lest of
skill. M attempt to lift or thro\\" an object. or other
use of ST will be made at the same reduction.
Likewise. your score in any ST-based skill will be
reduced by the amount of your fatigue.

TI)e basic damage )'011 do ll'ilh uV!tlfXJns is
ullcbanged. nJis is for playability. to avoid COil

s/ant re-figltlll1f.: of weapon effects.'
Likewise. your \\IO\'e score is nOI affected by

btigue /inti! )'OIIIIaligltepoil/ISfall to 3 or less. At

thaI point. cut your !l.love in half. rounding
down.

If your fatigue points fall 100 or below. you
fallunconsciolls and :llllomatically rest until your
IOtaI reaches I and yOll awaken. You cannol
have "neg~l1ive" fatigue or a "negative" ST

Sampte Fatigue Costs
Marchillg: Each hour of road travel costs

fatigue equal 10 your encllmbrance level + 1. Add
1 more in hot climates.

Rl/l1l1illg or Su'imlllillg: After each 100 yards
traveled. roll \/5. HT. A failed roll costs I point of
fatigue.

OuereXel1ioJl: Carrying more than 20 x ST. or
pushing or pulling a vcry heavy load. costs I
fatigue per second.

Losing Sleep: A night without sleep costs 5
fatigue. Losing a half-night of sleep costs 2
fatigue.

I €?I)' Ilot or Cold Weather: If the ambient tem
pel"'Jture is Olllside your natural "comfon zone"
and you don't have :-Ippropriate protection. roll
against }-IT (or :-In appropriate Survival skill)
every 30 minutes. or lose I fatigue. When your
total fatigue f:-llls to 3. you stan losing hit points
instead..\Iore extreme conditions may temporJr
ily reduce your effective HT and hit points.

Recoverillgfro1ll Fatigue
Anyone suffering fatigue may regain the loss

by resting quietly. Talking and thinking are
allowed: \"\'~llking. or anything more strenuous. is
110t rest! Each 10 minutes of rest ,viii cure I IXJint
of fatigue. 11,e G~l may allo\\' an extra IXJinl of
fatigue to be regained if you eat a decent meal
\\'hile resting.

F:lligue due to lost sleep is regained only by
gelling a fill! night of sleep! 'n,is restores aI/lost
fatigue.
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The BPRD i~ Ihe premiere inlernalional
organization dediGlled to ill\'e~tigaling and
(when neccss<uy) stappillp, paranon11al phenom
ena. Lnli! recently, it w.1:-' abo Hcllboy's home.

The History
of the Bureau

Over Ihe past half-cenlury. the Bureau has
gone from its origins in a trio of investigators 10
its world-class stalus loday.

The British
Paranormal
Society

'111e BPRD's rOOlS tie in this organiza
tion. The BPS W:I., founded in 18-7 by a
group of Oxford rese'Jrchers to investigate
psychic and pal.lnormal phenomena
using scienlific method~. In the 60 years berween
its founding and the outbreak of \\;!orld War II.
lhe Scx:ielY never nec::une re~pect3ble in lhe eyes
of the "Iegitimate- scientific communiry. It did.
ho\'\"e\'er. bring together many brillianl men and
women and accumulate libraries of data and e\"i
dence regarding lhe .,ufX;'rnaturJI. A... of 19+-i.
lhree of the leading members \\-ere Professor
Tre\'or Brunenholm. L.1dy Cynthia Eden-Jones.
;'lOd Dr.•\Ialcolm Frost. rilleir indi\idual hislories
are gi\en on PI'. 8-,99, and 99, re::,pL~[ively.>

The Hellboy Incident
L'He in 19-11. Lady Eden-Jones ::.en.sed some

thing dark building. l11e SOCiely in\"e~tigated, and
determined that the :\"ni.. were planning an
occult rilual. intended 10 turn the tide of the \\";:If.

Their ~H1emlx~ 10 convince the Allied Forces mel
wilh skepticbm, unlil an AmcriGll1 .'>petial agent

Glme forward wilh corrolX>l:lling c\"idencc. L1dy
Eden-Jone~ ~lI1d Profes....or Brunenholm deter
mined lhal tht' ritual.... ct'nter \\"as in Ea~1

I3romwich, England. :1 small and g!<x)my to\\,n
north of Birmingham. '111ey were h:lIf right.

Backt'd up by a platoon of LS. Ann)'
R:mgers. Profe:,:,or BruHenholm, Lady Eden
Jones, :lJ1cl Dr. Fro~t ,*,1 up cunp in a ll.lint.'d
church outside of East Bromwich. 13runenholm
h:ld sl:>I:nt close to :1 decade investigating Ihe site
and h:ld k:lrned velY little of ils histolY. save Ihat
wh:lIever happened there was so awful. the

locab n::fu.-.ed 10 discuss it. The
actual i\'azi ritual. however. took
place not :11 the church bUI in an
ancient :,tone circle on
T:lrmagant Island. off the
Scolli:,h coast. Agents of Ihe
BPRD didn't le:lrI1 about thi~

"Project Ragna Rok" (p. 10-)
umil 1<).18. but the efTeas were
immediately apparent. The mir.]

cle the Ragna Rok IC:l1n attempted to create hap..
fX;'nt.-x! not on Tarmagant Island, bUI at East
Brom\\"ich. A demon child maleri3lized in a gOlH
of name and \\".1., promptly dubbed "Hdlhoy.-

Aftermath
\\;'ith Ihat <lemOn.,lr.:ltion of .'\azi occult power.

Profe~r Bnmenholm immedi;'ltely began lobby
ing for the crealion of the Burt'au for Par.:lI1onnal
Research and !)efen<>e. \\;'ilh dozens of \\"itne..,~~.

and J lellboy him.<,elf :IS evidence. the Al1ied pow
eN quickly agreed. funded by the L'nited States
and the L'nited Kingdom. the BPRD came into
fonnal exi..,tenct' in 196. In Ihe beginning. it'>
.;;tafT W:I~ an ecleclic mix of former member~ of
Ihe Briti':lh Par:ll1onnal Society. mililaf)' men from
both lhe t'.S. Army and Ihe Ropl Air Forct', and
:1 fe\\" American p:-.ychic"," 11 .,el up shop :1I an
Army Air Force ha:-.c in ;';ew ,\Iexico. (Until 19-1 i .
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what came to be the U.S. Air Force was orficial
Iy the Anny Air Force, and was somelimes calk-'d
the Army Air COIPS by prewar pilotsJ There, its
headquancrs was isolated. far from the waf - and
close to the geniuses creating the ;Homic oomb.
'n1C obvious choice for the first Director of the
Bureau W:lS Professor Bnmcnholm. who served
in thaI C::lpacity until the late 19':;05. when
he gave lip hb ;ldminislrati\'c post to return lO
iJwestigating.

The Bure:tll did nOI come into being until
after the W;lf \\'a.~ won. and thus its anli-f\azi
effol1S were limited to tracking down and neu
tralizing the few Kni occultists known (0 ha\'c
SUIyj"ed the "';11". As the Cold \,\'ar began. the
Bur<.-"3U found il<;elf in occasional conflin \"illl
similar organi7_1lions in the Soviet Union and
China. However. most of ils foes were nonpoliti
cal. in the fonn of dangerous supernamral beings
like \'ampires and werewolves.

One of Ihe Bureau's firsl objects of smdy ....·as.
of course. !-lelllX>y him:-.elf. Its sciemists raised
him. studied him, and in the end pronounced
him harmless. The Bureau was responsible for
lhe United N~l1ions' declaring Hellooy an hon
ol.lry human in 1952, Immediately Ihereafter he
joined the Bureau as an ,lgent, r:nher than an
object of study.

Today
Over the decades the BPRD has grown some

what. and rem~lins the foremost agency of its
kind in the world. It currcntly employs berween
300 ,mel .V;O people, including contractors. Most
of them are re~archers and scientists. and most
of thl.:m are "norma]'" hum'lns.

Th<.· Bureau is a private org~tnization. intern,l
tional in scope. funded primarily by Ihe Lnited
Slates with some money coming from lhe United
Kingdom and other nations. In return. the
Bureau handles Iheir parnnormal problems.
Se\'eral of the nalions have considered seuing up
gm'ernmem agencies 10 replace Ihe BPRD, but
the Bureau alre::ldy h~IS the knowledge. the

resources, and (perhaps most imponant) the
people. A new agency would essentially have 10
hire away all the BPRI)'s cxpcns in order to com
1X'le. !l's more cost-effective simply to fund the
Bureau (and it also proVides plausible deniabili
ty. when Bureau agents mess up). .\"ations that
do not fund the Bureau still lend lO cooperate if
the Bureau wishes 10 perform an invesligation in
their territory - this even extends 10 nations on
unfriendly IeI'm:=, \\'ith the Cniled Stales. In gen
eral. this is because the Bure:tu is very good
aboul sharing infornlalion on a compleled oper
ation: it also ha~ a hbtory of stamping OUl prob-
lems lX'fore Ihey get tnll)' serious.

Thb international cooperation depends on
the Bure:ItI's publiC image. That puts the Bureau
in the fragile posilion of being a low-profile
organization. wilh a secrel he:tdqu3Ilers. that
nevertheless is ah\"ays in the market for good
publicity. It also trades very hea\'ily on the pres
tige of I-Iellboy and other "famous oddities" on ils
slaff

Headquarters
The I3PRI)'s he~ldquartC'rs is located in

Fairfield. Connecticut. a half-hour from New
York. 11 occupies a building whose deSign com
bines An Deco and Asian elements. on carefully
bndsc:lped grounds. It is. by intent, isolated from
the city: the building is not visible from the road.
There are no signs indicating its purpose, and
visitors who don't belong there are politely
escorted ofr the premises by securiry, Despite the
ix'3ury of the surroundings, the site has a definite
tinge of the uneal1hly, the effect of decades of
rese,lrch into the supernatural.

Inside. the building gives the impression of an
awkward collision bctwecn a business office. a
small hotel, ~lI1d a museum. Most horizontal sur
faces are covered wilh papers. lxxJks. and odd
archaeological allifacts, Only higher-ranking
administralo~ have private offices: most of the
employee~ work in large or~n-plan seas of desks
and compute~.

Home to the Strange
In the course of investigating odd phenom

ena, the BPRO often encounters unusual beings
who might nOl. be able to gee by in the normal
world. QUite frequently, these beings join the
Bureau and make it their home.

It is impol1ant to note, however. that the
Bureau is not a charity house for the weird. It
takes in these oddities for pl.lgmatic reasons.
First, by helping them adjust to the real world,
and by shOWing them kindness, it makes them
less likely to be hostile toward humanity.
Second. many of these unusual beings possess
talents lhe Bureau can use, l1lird, haVing high-

profile paranormal beings on the staff helps the
Bureau's image, and thus brings in more sup
poll from the governments that fund the
Bureau. (Hellboy and the other nonhuman
agents don't like this last reason. but they live
with iL>

As a result. any strange being Bureau agents
run across. who isn't blatantly hostile, will be
given aid by tile Bureau in proportion (Q its
needs. If the being seems talented or otherwise
useful, the BPRD may make the relationship
permanent; otherwise, it will eventually have to
make its way without Bureau assistance.
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The building also includes 3 number of labs
and workshops. Equipment necessary for
research into arch=leology. chemistry. ootany,
forensics. genetics. geology. and metallurgy is all
available. If more exotic facililies are required.
the Bureau has a solid relationship with Yale. the
!\Iassachusens Institute of Technology, and other
research centers. In the fields of history and the
occult. the Bureau's libl.lry is one of the best in
the Ilmion. l1le workshops are used for rhe
development and maintenance of agents' field
equipment. including jelpacks and Hellboy's ClIS

Iomized guns (but see Zillco. p. 1-0.
Bureml agents kno\\' all 100 well thal careless

research into magic and paranonnal rxnvers
Ie-Ids to dis.1sler. so there is Iiltle day-lo-day
experiment:llion in those areas (or related fields
like alchemy). :\evenheless. when necessary.
some of the world's greatest expens in these dis
ciplines work for Ihe Bureau. and there are facil
ities in the building and on the grounds thaI can
be used ;]!) ~acred ~pace for rituals. for alchemi
cal work, or for trJining people in the use of their
psychic jX)\\'ers.

\\?hile most employees live in Fairfield or the
surrounding towns. some live on the premises.
There are a dozen private suites in the main
building. :J.nd two pliv~l\e cotlages elsewhere on
lhe grounds. 'l1,ese qu~lrters are nOn1,ally used
hy the Bureau's unique members. those who are
nOI accepted by the public. However. some are
used by employees \\'ho simply wouldn't feel
comfonable in the \\'orld at large, even if they
appear human. While not lavish. each suite or
cottage includes :1 bedroom, Sitting room. bath
room. :md a ~mall kitchenelle. Currently,
Ilellooy. Abe Sapien. Roger. and Johann Kraus
have suites. while Liz Sherman occupies one of
the conages. TI,e resl are occupied by other
employees or are empty. \X/henever a unique
agent qUiLS. the Bureau quietly keeps their room
clean and ready until they relurn.

Other features of the headquarters include a
chlorine-free swimming pooL heahh facililies. a
cafeleria. a shOOling range. a fast (and \'er)'
secure) Internet connection. a heHcopler pad.
and hiking trails. There are medical facilities
(including a surgery usually used for forensics),
and sc\'eral doctors on the staff. but anyone seri
ously injured is taken to SI. Vincent's Hospital in
Fairfield. if possible. The Bureau has an extreme
ly good relationship with 10Gli Ia\,' enforcement.

due in pal1 to the Bure~lu's r::lpid and intense, yet
measured. response to local oddities. The
Fairfield police never have to deal with ghosLS
and monSlers themselves. :mcl they're grateful.

Organizational Structure
TI,e administrative head is called the DireclOr

of the Bureau. 'Ibis JX)Sition was held by
Professor Bruuenholm for the first 15 years of ilS
e.xistence. After that. it was held by a series of
bureaucrats until 2002. when Dr. Thomas
~Ianning mo\'ed up into the job. TI,is position
has little 10 do wilh daily operations. Instead. l.he
Bureau Director spends most of his time flying
from one national capilal 10 another. justifying
the Bureau's budget requesLS. ~Iost time spent in
Fairfield is de\'oted to paperwork.

As a resuh of the Bureau Director's frequent
absence. the effeaive head of l.he BPRD is usu
ally the Director of Field Operalions. This was
especially true during Dr. i\lanning's 2o-year
tenure in that post. TI,e new Field Director.
Professor Kate Corrigan. assumed that role in
early 2002, Since she is new to the job. Dr.
Manning is more in\'olved in daily affairs than
most Bureau Directors. but he is gradually plac
ing more responSibility on her shoulders.

TI,e Field Director detCnllines what events
around the world require investigation. assigns
teams. ancl coordinates the logistics necessary to
gel them there. Since the perception of the BPRD
is based 011 what its agents do outside Fairfield,
the Director of Field Operations is also responsi
ble for the Bureau's public image, aoove merely
sending agenLS into life-or-clealh situations.

Technically equal in rank to the Field Director
is the Director of Research. This !X)sition's duties
are much less stressful. and the job is usually
held by an administf"JtOf who is also skilled in
gathering. winnowing. and synthesizing infor
mation. TI,e current Research Director is Dr.
Spencer Slillman.

TI,ere are several departmenLS under the
Director of Research. including the Library
Department. the Historical Department. lhe
Current Affairs Department. and the Psychics
Department. 111e last is ulITently headed by Dr.
lzar Hoffman. and is where those psychics
unsuited 10 field opemtions end up, Some mon
ilor the worldwide elher for disturbances. others
sen'e on "cleanup· IC'JI11S after the field agents
ha\'e neutralized a threat. and still Olhers exam
ine evidence as it comes in.

Finally. there is the Director of Internal
Affairs, TIlis position oversees securily. building
maintenance. the motor pool. and the Personnel
Department. (The Bureau has refused 10 adopt
the modern term "Human Hesources: for ob\'i
OllS reasons.) The present Internal Affairs
Director is l\lrs. Ignacia Que\·edo. The most
imlX)rtant position under her is the Head of
Security. usually held by ex-military personnel.
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Currently, the job is filled by Mr. (formerly
Captain) Anton Duchalcl. security personnel
ha\"c the job of protecting Headquarters. and do
nQl go on field operations unless absolUlely nec
ess..1.fY. If the Bureau needs more amled men for
an operation, Dr. Manning much prefers (0 work
with the locals. or the U.S. or U.K. armed forces.

Relations With
Other Agencies

In the United Slates, the BPRO has a good
working relmionship with the armed forces dat
ing back to the mid·19-10s. when it was closely
associated with the Army Air Force and had sev
eral mililary orfkcrs on its starr. Currently, there
are no active military personnel who are also
members of the Bureau. However, soldiers occa
sionally end up helping the Bureau with paIlic
ularly dangeroLls threats. Those who do some
times flnd themselves curious to learn more
about the paranormal. or wallling to help defend
people frol11 unambiguous evil, and join the
Bureau aner their service. Their conneclions
back to the military are invaluable. The Bureau
works mOSI closely with the various intelligence
and invesligation services. TIle Bureau's rela
tionship with the United Kingdom military is
similar. though slightly cooler.

Glher agencies thai \vork well with Ihe BPRD
include Ihe Centers for Disease Conlro!. the
Kalional Park Service, and Ihe Fish and Wildlife
Ser\'ice. all of whol11 occasionally stumble across
somelhing weird and are more Ihan happy to
call in experts. lne Bureau rarely illleraru wilh
the Il11migralion and ·aluraliz.:1.lion Service or
the Drug Enforcement Agency; when it does,
(hey tend 10 have similar priorities (e.g., -drugs
Ihal enhance psychic JX>wers are dangerous.- or
M\'ampires should nO( be allowed to immigrate-).

The Bureau's relalionship with the FBI is sim
ilar to ilS interaction with most Iaw-enforcement
agencies, TIle FBI is very lerritorial aoout ilS
cases, but it also recognizes the expertise the
Bureau can provide. In 1110S1 situations where
oolh the FBI and the BPRD are on the scene. Ihe
FBI will 13ke charge, and then allow the
Bureau's agenLs a great deal of latitude, as long
as Ihey share data. State and local authorities
behave much the s.ame way. though there are
ahvays exceptions. (In ::1 few instances, police
officers have had the impression that the BPRD

was a federal agency, and Bureau agenlS are nO(
aoove taking advantage of this misconception
when necess.1.l)f.)

The one .5. government agency that active
ly dislikes the BPRD is the CIA. which believes
the BrRD tends LO bumble into international
incidents and start blowing things up.
Fortunately, the Cl1\ is rarely interested in the
same Lhings as the Bureau.

In the United Kingdom, the BPRD stili has
ties wiLh the British Paranormal Society. -Inc
Society remains a civilian organization of schol
ars and sciemislS. nowhere near as large as the
Bureau. II does not conduct field operations,
The Bureau regards it as a source of information,
and the Society is quite willing to provide what
aid il ('J.n to agents in the United Kingdom.

U.K. intelligence operalions are controlled by
the joint Intelligence Committee, and the jIC has
a coldly polite relationship with the Bureau.
There are enough friendly high-ranking officials
in the Committee to ensure some cooperation,
but by and large the jIC shares the ClA's opinion
of the Bureau's techniques.

Paranormal threats in the U,K. usually come
to the attention of the Securiry Service (MI5) or
ilS police associates, the Special Branch. The
Bureau has worked closely with MI5 on many
occasions. and their agents usually welcome
Bureau involvemem when they're needed.

TIle agencies of the rest of the world's
nations have varied opinions of the BPRD, bUI
the overall average is a combination of gr'dtilude
(for having someone willing to tackle weird
problems), and resenunent (over needing help
in the first place), A few governments regard the
Bureau as the leading calise of paranomlal prob
lentS; the Bureau slays away from their terrilories
unless absolulely necessary. During the Cold
War, one of the Bureau's missions was specifi
cally countering Soviet research into the para
normal. Hellooy's 1%-1 visit 10 the Russian vil
lage of Bereznik. in search of the Baba Vaga,
was covert. \Xlhen the Russians learned aoout it.
they were furious, and it look the fall of Lhe
Soviet Union for the Russian authorities to even
begin to warm up to the Bureau, The People's
Republic of China, on the other hand, still con
siders the BPRD to be hostile. and the Bureau
has only (bred 10 send agents inlO China when
absolulely vit~ll.
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He RENOUNCED ALL
HIS WORLD(..YPOSS€SlONS

IN '71, BUT Het.L Be
AROUND.
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IN veDiC MYTHOLOGY
SHIVA THE DleSTROyeR RODle

A BULL NAMeo NANDi.
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The Bureau for Paranormal Research and D~rense ~\

BPRD
Personnel

TI1C members of the BPRD are eclectic - even
when they're human. Here are some of the most
important.

Professor
Trevor BruUenholm

150 points
Age 80: ')'8"; 1·6 Ibs. A thin, elderly. distin~

guished Englishman. with while hair. l11uslache.
and beard.

This description represems Bnlllenholm in
1990. a few ye::lrs before his death.

ST 9 1-101, DX IO 101, IQ IS I60L HT 12 [201.
Speed .,.')0: 1\love 6.
Dodge 5,

At/vall/ages: Language Ta[ent +2 [4J: Patron
(BPRD, I') or less) [GO!: Reput:lIion +2 (As a
dedicated researcher. by those knowledge
able about lhe paranormal) 131: Status I IS):
Strong \X'ill + I 1"1.

DislIdllall/ages: Curious 1- 101: Duty (To BPRD,
12 or le~) [·101: Pacifism (Self-Defense Only)
[-15L Sense of Duty (Friends) [-SI.

QUirks; Always polile: Prefers the intellectual
approach over violence; Cncomforrable
around women. 1-31

Skills: Adminislf'3tion-13 II 21; Alchemy-II
II 2L Al1lhropologl'-I" 121, Archaeology-14
In Botanl'-12 [I 2L Chemistry-12 II 2L
Diplomacy-13 [IL GeoIogl'-12 II 2L Hislory
1- 18L Law-12 [I 2L Literature-14 [2L
Occultism-18 [81; Paraphysics-12 [I]; Phil
osophy-14 12L Physics-13 IIL Polilics-14 [IJ;
Psychology-13 IIL Research-16 [4L Rilual
1\lagic-12 (I); Running-tO IIJ: Savoir-Faire-14
II 2L Teaching-I" m TIlaumatology-12 m
111eologl'-1 I I2J.

Languages: Ancient Egyptian-14 II '21: Anciem
Greek-I S II 2L Englbh (nall\'e)-17 [01; French
15 II 2L L1tin-15 [I '21; Ko,,\,egian-15 [1/21;
Old English-IS 11/2L Old Lcmurian-14 11/21;
Old Norse-15 [I '2L Spanish-15 11/2L

Professor Bmltenholm (pronounced
-Broom-) was one of the three memlX'rs of
the British Paranomlal Society present at Ihe

Hellboy Incidenl.
Described as a
"paranormal whiz
kid:' Brlltlenholm
was a British
national in his mid
30s at the time.
After he inad-
vellent]y named
Hellboy. he bec'"lll1e
his mentor and sur
rogate f~Hher. He
joined llellboy in
New Mexico during
his formative years.
and evenlually
became a U.S. cili
zen. He pushed
through Ihe cre
ation of the BPRD,
and was its first
director. Unfor
lllll<ltely. he ch'lfed
in that adminislI"'"J-
tive pOSition. and quil Ihe job in 1958 to return
to his firsl Im·e. inveslig-"ning the paranormal. He
remained a \'aluable field agent inlO his 80s.
occasionally accompanying Hellboy on his
cases. In 1993. he took a telll!X'rary leave of
absence from the Bureau lO join the Cavendish
brothers and explorer Sven Olafson on an expe
dition to the Arctic. The purpose of the expedi
tion was 10 investigate a Cavendish family leg
end relaling to certain ancient ruins. TIle expe
dilion vanished.

Ten months later, Bruuenholm cdlled Hellboy
from his home in Brooklyn. Hellboy listened to
his story. bUI \vas unable to save Bruuenholm
from a murderous attack by one of Rasputin's
frog-beasts.

In life, Professor Brunenholm was endlessly
curious and warm. rei reseryed. His upper-class
British accenl \\:as tinged with Brooklyn toward
the end of his life. While unfailingly !X'lile. he
sometimes seemed slighlly uncomfortable
around women. From first sight, he was dedi
cated to Hellooy's well-being, and the t\vo were
as close as if they were lruly father and son. He
always wished Hellboy would concentmte more
on research and the intellectual side of lheir
work, and less on "bashing Ihings," but this was
ne\'er more lhan a film of disappointment on lOp
of OCe'dllS of pride.

"Hellboy. I could not guess then that
I was naming him."

- Professor Trevor Bruttenholm
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Doctor Thomas
Manning 115 points

Age 60; 5'8"'; 145 Ibs, A dark-haired, balding
Caucasian lllan who looks like a quintessential
businessman.

Sf 9 1-101; DX 10 [01, IQ 14 [451; H1' 10 [01
Speed 5,00; Move 5,
Dodge 5.

Adv{/tl/{/ges: Patron (BPRD, 15 or less) [601;
StalUS 2 1101; Strong Will + I [41.

Disadvantages: Duty (To BPRD, 12 or less)
1- 101; sense of Duty (Those endangered by
the paranomlal) 1-101.

Quirks: Uncertain about nonhumans. [- I]

Skills: Aeting-12 II '21; Administration-15 141;
Archaeology-II 11 /21; Computer Operntion-14
III; Criminology-16 161; Diplomacy-12 III;
Driving (Automobile)-9 [II; Fast-1'alk-12 11/21;
Forensics-II 11/21; Guns (Pistol)-II [1/21;
History-13 121; Interrogation-12 11/21; Law-13
121; Leadership-13 [II; Occultism-13 [II;
Politics-13 II I; Research-13 [II; Savoir-Faire-16
[OJ, Tactics-12 III; Teaching-12 [1/21; Writing
12 [1/21.

Languages: English (native)-14 [0]; French-12
[1121; German-12 [1121

Dr. Thomas Manning has been the Bureau
Director at the BPRD since early 2002. Prior lO
that, he \Vas Director of Field Operations for over
20 years. He is the most powerful individual in
the Bureau, a job he doesn't take lightly.

Before coming to the BrRO, l\-Ianning pur
sued and received his doclorate in criminology,
and then became <In agent and administrator in
the FBI. He came in contact with Hellboy and the
BPRD during the investigation of
a serial killer in Columbus, Ohio,
in the mid-1970s, The killer
turned out to be unde-dd, and,
without the BPRD, Manning and
the FBI wouldn't have been able
to stop it. He decided on that day
that his desire to protect people
could be better met in the BPRD.
He spent a brief period as a field
agent, before his obvious
management skills led to his
becoming first a mid-level
administrator, then Director of
Field Operations, and today
Bureau DireclOr.

Manning strongly feels thai
the survival of the Bureau depends on keeping
its unique field agents, including Hellboy and
Abe Sapien. Only their second-hand prestige
keeps the Bureau funded. On the other hand, he
tends lO regard nonhumans as having no rights
until Ihey prove themselves. This came 10 a head
in 2001 when Manning had a bomb planted

inside Roger. This was intended to foresl~lll

another murderous rampage like the one Ihat
killed Bud Waller. LeJming this caused all the
nonhuman agents to be gmvely suspicious of
Manning. '!11e BPRD's upper-level administrators
agreed that it would be best if IVlanning had less
contact with the agents. Since the Bureau
Director was thinking of retiring anyway.
Manning became the new Bureau Director.
Professor Colligan was promoted to replace him.

In person. Manning is businesslike and slight
ly distant. He lries to combine going "by the
book- with the flexibility necessary in his unique
profession. He has a slight sense of humor. but it
doesn't come up much on the job. He is con
vinced that the BPRD is a vital and necessary
defense, and everything else is secondary to pre
serving the Bureau.

Professor Kate
Corrigan 150 points

Age 42; 5'7"; 130 Ibs. A blue-eyed woman
with short blond hair.

S1' 10 [01; DX 10 [01; IQ 151601, HT II 1101.
Speed 5.25, Move 6,
Dodge 5,

AdrJlltl!ages: Language Talent +1 121; Patron
(BI'RD, 15 or less) [601; Reputation +2 (As a
leading authority; by those knowleclgeJblc
about the occult) [31; Status 2 [10].

Distu/valltages: Duty (To BPRO, 12 or less)
[-101; Sense of Duty (Friends) [-51.
Truthfulness [-51; Weak Will -I [-81.

QUirks: Cautious; Has trouble reconciling theo
ry and practice; Stubborn, [-31

Ski/Is: Administration-13 [1/21; Alchemy-I! 11/21;
Anthropology-13 [11; Archaeology-13 [II;

BOlany-12 11/21; Climbing-9 II I.
Computer Operation-14 11 '21;
Criminology-13 [1/2]; Driving
(Automobile)-9 iII; First Aid-14
[1/21; Guns (Pistol)-II 11'21;
History-16 161; Law-12 II '2);
Literalure-12 (l'21; Occultism
17 161; Philosophy-12 II '21,
Psychology-I 2 [I '2); Research-16
141; Ritual Magic-12 II); RUnning
10 121; Stealth-9 [II; 1'eaching-13
11121; Thaumatology-Il [1'21,
Theology-12 II '21; Writing-I 5 121.
Lallguages: Ancient Greek-1S
III; Ancient Mayan-13 11'21;
English (nati\'e)-16 [01, Japanese-

14 11/2); Latin-14 [1/21; Spanish-14 11'21.

Professor Katharine Corrigan is one of the
world's leading experts on folklore and occult
history, the ::luthor of nearly [wo dozen Ixxlks on
Ihe subject. Her first contact with the Bureau 'was
in 1984, while she was pursuing her cloctordte at
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New York University. The Bureau hired her as a
consultant on vampire legends of centrJI Europe,
one of her areas of expenise. During this initial
lob, she mel Helllx>y. and had her first epiphany
about the difference between lheo'1' and pruc
tice. Hellboy was tangible evidence of the occult.
yet acted like an crdin3!)' person. After getting
her doctol:HC. she became a professor at l\')'U
but also continued [Q consuh for the Bureau.
though her first field mission wasn"t until 199--1.
During this time she and Hellboy became fast
friends. She became a full member of the Bureau
in the bte 1990s. ~md Assist:mt Director of Field
Oper.Hions in early 2000. When Dr. !\Ianning
moved up to Ix.:.come Bureau Director in early
2002, she \vas the obviou!) choice to be me new
Director of Field Ops, as she both possessed the
necessal)' skills and had a good relationship with
the nonhuman agents. As of mid-2002. she is
finding the responsibilities of the job to be quite
heavy.

Professor Corrigan (she prefers HProfessor" to
"Doctor," HAgent," or "Director") is fearsomely
intelligent. but still sometimes has trouble trans
lating book-learning into field praaice. She has a
tendency to lecture, but the information she
gives is almost alw:lys useful. Hellboy remains
her closest friend, and she has gcxxl working
relationships with evelyone in the Bureau.

Hellboy 855 points
Age unknown; TO": 400 Ibs. A tall, male,

red-skinned humanoid. He has a tail, cloven
hooves, a giant stone right hand, and the
filed-off stubs of horns on his forehead. His eyes
are pupilless and orange: his hair is confined to
sideburns. ~l small beard, and a tiny ponytail.
Despite his appearance, most people fLOd him
onJy a little stanling. not frightening.

This deSCription represents Hellboy immedi
ately after he quit the BPRD in 2001.

What Is the
Hand of Doom?

According to myth and mmor, HelllxJy's
right hand created the Ogdru jahad, unpris
oned them, and can release and control them.
~o one knows why it is oonded to Hellboy.
h appears to be made of stone, but the BPRO
has never successfully analyzed it or even
scratched it. It is effeaively invulnerable. In
game terms it has Damage Resistance 100:
damage greater than this would injure
Hellboy through transmitted shock. but
would nOC damage the hand.

Hellboy could use me hand to summon
the Ogdru jahad and destroy the world. but
never would. HO\vever, if the hand is
removed while be still lives, it might be possi·
ble to use it without Hellboy's cooperation.

What would happen if HeUboy dies while
still bearing the hand is unclear; Ualac (pp.
151·152) said it would be Hpoisoned": possi
bly the hand would cease [Q work until its
original creator C'dme for it.

ST 30 [1751; DX 15 [601; IQ 13 [301; HT 20))
12501

Speed 8.75; Move 10.
Dodge 9; Parry 13 (Brawling).

Atlvtlllltlges: Alel1ness +3 [151; Ambidexterity
[l01: Charisma +3 [lSI; Combat Hand [101;
Combat Renexes [151; Daredevil [151: DR l5
[451; DR 8S (Limitation: Combat Hand Only,
-75%) [641: Gizmo 2 [101: High Pain Threshold
[101; L.anguage Talent +3 [6]; Mcx:lified Arm ST
+10 (L.imitations: Right arm only, -700/0: For
combat only, -100/0) [21; PO 2 1501:
Regeneration (I HT 10 minutes) [35J:
Reputation +2 (As paranormal im'estigator)
1101: Statu; 1 [51: Strong Will +" 1161:
Ternper"dture Tolerance 5 151.

"I've got something
for you, Hellboy.
If I'm right, this
town has an ugly
little secret."

Professor Kate Corrigan

89



,. . e ureau or aranorma Researc. an De ense
Ii:-' •

Disadvantages: Rid Grip (Limitation: Right
h"nd only. -5(JOe,) [-51: BOld Temper [-101:
Curious [-;1: Sense of DUlY (G<XXl people)
I-1st UnaHmcli\,e I-51: Unluckiness (-101:
Unnalu ......i1 Fe:lIure (Demonic) [-51.

Quirks: 1),lrk sense of humor: Distms[s gadgets:
Doesn '{ \Yam to learn his o\\'n origins: Hates
rese-Meh and homework: PrOlecti\"e of non
humans who aren't hostile. [-;]

Skills: Acrob"tics-IZ 11 ZI: Alchemy-9 [I 'ZI:
Animal Handling-IO [I 21: AnthroJX>logy-lO
11 ZI: Arch"eology-IO II ZI: Brawling-18 [81:
Broadsword-13 II 21: Climbing-16 ['-l]:
Computer Opemtion·12 (I 21: Cooking~ 12
II 21: Criminology-12 Ill: Oemolilion-14 (-II:
Diplomacy-II (II: Driving (Aulomobile)..-l-,
III: Electronics Operation-IZ 111: Es<-"pe-IZ
II ZI: F",t-T"lk-IZIII: First Aid-13III: Fbil-IZ
II ZI: Guns (Pistol)-1611 ZI: Guns (Shotgun).
16 II 21: HblOI)'-12 121: Interrogation-J2 0]:
Intimidation-It 1-,): Jumping-I-, II '21: Knife
I" [I 'ZI: 1.:1\\"-10 II ZI: Litcralure-IO Ii 'ZI:
Lockpicking-II [I ZI: ""turalist-IO IiZI:
i'\avigation-II II!; Occultism-l 2 Ill:
Par:.lChLHing-I'-i fI '21: Phiiosophy-lO It '2];
Piloting Olocket P"ck)-13 II ZI: Psychology
10 [121: Hesearch-ll (J '21; Ritual Magic-9
II 21: HUl1ning·17 II '21: ShollSword-13 11 /21:
Spear-13 (12): Sleahh-13 [121: Slreelwise-12
[Il: Survival (Aretid-II [1 12]; Survival
(Desell)·11 [I 21: Survival (Mountains)~ll

[lIZI; Swil11llling-14 [\/21: Thaumatology-9
[JlZI: Theology-IO [IZI: Throwing-16 [81:
Tr"cking-IZ [II: T"'I)s-IZ [II

Languages: English (native)-16 101; French-14
[l 21: Gerlll~ln-I-, [1'21: The Infernal Tongue
121121: Latin·j-,II 21: Old Lemurian-1311 /21:
Sp"nish-I" [IZI

Hellboy is the offspring of a liaison berween
a powerful demon of Hell and a mortal girl. The
girl lived in Ea~( Brol11wich over 300 years ago.
and by choice called to and lay with the demon.
Decades later. a~ she was dying. she renounced
the De\'il. and begged her children (a priest and
a nun) to keep vigil over her. and pre\"ent the
demon frol11 [aking her soul. TIley failed. TIle
demon came [0 her coffin in the church in East
Brol1lwich. killed her children. and look her soul
to Hell. lie promised her that she would always
be roung in his eres. and rhal her greatest son.
his fa\'Orite son. was still within her. waiting to
be born. (HelJlX>y Sl\\' all this in a vision in
199",)

In 19+1. Rasputin. with the aid of the Ragna
Rok project. tried to summon into the world the
po,,"er needed to free the Ogdru Jahad (p. 10-).

At the moment of the ritual's conclusion.
Hel1boy 3ppeared in East 13romwich. Physically
an infant. his righl hand \V~l.., made of SlOne. and

was nearly as large as the rest of him. [t is the
tool necess3l)' 10 free the Ogdnl Jahad.

Hellboy grew up on an Air Force b.ase in
New Mexico. His earliest memories date from
this period. Professor Bruuenholm became like a
father to him during this time. and the greatest
minds of the period. including Einstein and
Oppenheimer. sometimes came to visit. He grew
vel)' quickly. and was a functional adult by 1952.
He began filing his horns down in the early
19505. leaving only stumps. This was a S)1l1ptom
of his willful bck of interest in his own origins.
Until the C'dfly 21st centul)'. he aggressively
a\"oided in\'estig~lIing where he came from.

In 1952. the United 'ations declared him an
honorary human being. This was widely publi
cized. and was for many people their first proof
that the par.1nonnal was real. Immediately there
after. he joined the BPRD. and quickly became its
lOp field agem. In 1954. he attempted to slay a
dragon for the Osiri, Club (I'. 100). Though he
got some help from beyond. he was wounded.
and his blood caused lilies to sprout where it fell.
just like a monk who foughl the same dragon
around 600 A.D. Hellboy himself did not notice
this. and did not learn of il until much later.

What Has He Got
in His Pockets?

Hellboy's belt pouches are crammed full
of items he has collected over the decades,
represented in GURPS with the Gizmo
adv<lntage. He never bothers to clean them
out or do inventory. At a minimum, he has
assoned channs and amulets useful in his
barrles with the paranonnal (see Chapter S,
and pal1icularly the Chaperone, Curse
Sanctum, and Charm Against Demonic
Animals rituals), and perhaps a flare or
grenade. He probably also carries snacks.
maps, scraps of paper \vith phone numbers
on them. etc. If Hellboy ever desperately
needs something specific, he probably has
one in his (XX:kers - bur not more than one.

In 1962. Hellboy met with Lady Cynthia
Eden-Jones. She begged him to investigate his
origins. He didn·t. and she died shorn}' there
after. For the next <fQ years. despite frequent
hints and outright statements lhat he and his
hand are important to the fate of the world. he
refused to investigate his roolS. As he said in
19%. "I sleep good 1101 knowing."

In 199-1. Professor Bnmenholm returned from
the Arctic. and Hellboy watched his surrogate
father die (see p. 87). During lhe ensuing inves
ligation into the QI\'endish family. Hellboy me!
Rasputin for the first time - though he found
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"Lady, I was
gonna cut you some
slack, 'cause you're a major
mythological figure. . . I

'ibut now you've just gone n~t:;~llboyl1

Ibsputin's voice stl.lngely familiar. Rasputin
claimed 10 be Hcllboy's mastel', :lncl told him
how he sllmmoned Hellboy to E:111h. 10 lise him
10 free the Ogdm j;"lh:ld and bring about the end
of the world. Rasputin briefly hinted at the
power cOllt<lined in /-leI/boy's right h<lnd.
HelllX)' refused to aid R:lsptuin and killed him
with lhe help of Abe Sapien. Liz Shennan. and
the ghost of Elihu Ca\"cndish.

Afterward. IlellOO)' returned 10 East
Bronl\\ ieh. ~md learned about hi:, conceplion
and parents. lie didn't pursue things any further.
110\\'e\'cl. Later Ihal rear he appe:1red on the
(m'er of Life magazine in a celebration of his
50th ·'birthday.'· 'nlis renewed hi::. fame as a pub
lic figure.

'nlen, in 1996. came the disastrous Giurescu
investigation. During it. he met (and fought) the
goddess Hecate. who told him that it \vas his
destiny to preside over Armageddon. and that
she will be his bride in the world thereafter. He
defeated her. but was knocked Oul in an explo
sion. \X/hile he was unconscious, Rasputin came
to him. and told him that. by having refused his
Elle. he had become a purposeless thing. and
thus mUSI die. Shortly after HeIllXl)' woke up. he
encountered Hecate again. and ~he trapped him
inside herself. He '..as told his true name. Anung
L'n Rama. and of the crown of fire he wears
invisibly on his head. and his horns were made
to grow. Again. Hellboy denied his destiny. and
broke off his horns.

Hellboy was sh~lken by these revelations but
again set them aside. pretending to himself thal
his kist refusal had left him free, This lasted until
1998. when he agreed to meet with Falher
Adri:lIl Frost. He told the story of his life to Frost.
'\\'ho presented him wilh a scrap of paper.
Depicted on the paper was Hellboy's righl hand.
:lI1d (in Old Lemurian) MBehold the Right Hand
of Doom," Frost told him that he suspects the
hand is the key to -the bottomless pit." and can
be used to end lhe world. I-Iellboy was made 10

re::dizt.' what an inullense burden he bears.
The following year. the thief Igor Bromhead

(pp. 118-119) freed the demon Calac (pp. 151
152). and together they ensnared Hellboy. bind~

ing him with his true name. Anung Un Rama.
Ualac took the crown of fire from Ilellboy's head

and used it 10 dramatically increase his power,
Unfortunately for him. one tr:lI1sbtion of "Anung
Un Rama" is "Cpon his brow is sel a crown of
fire." l3y t:lking the crown, Llabc also took the
name. and Hellboy was freed from the binding.
He defeated Ualac and h~lI1ded him O\'er 10 Ihe
jXlwerful demon ASlaroth, Ast3rOlh offered to
return the crown 10 Helll)Qy. but he refused it.
Astaroth promised to keep it for him in Hell until
Helllx>y called for it.

Afterward. Helllx>y had a long talk ,,'ith
Professor Corrigan. who had come 10 be his besl
friend. He told her how he always tried 10 avoid
learning abouL his origin. but it kept on being
thrown in his face. She suggesled it might be
time 10 investigale it. but he decided "... Maybe
1"11 bury my head just one mort.' time.

In 2001, during the Conqueror Worm inci
dent. J-1ellboy cncoul1lered a strange being who
cbimed to have been watching over Helll)Qy
since 19+-.. and to have originally intended to kill
him. Ho\yever. the being saw free will in Hellboy
and let him li\'e, He told I-lellboy about the lilies
in 195-1. and (more imponal1l) about the nalure
of the Conqueror \,"bnn. 'Ine being then died.

In the aftennalh of this incident. disillusioned
with the Bureau and curious aooul the being's
story. Hellboy quit the BPRD and set oul 10 find
some answers. \,"'hal he will learn is unknown.

Hellboy would be a perfectly ordinary guy. if
he \veren '{ .1 seven-foot demon who im'esligales
the paranormal. Despile looking like a figure out
of Dante's Inferno. he doesn't usually SCire peo
ple. IUs personal charism~l seems to counter Ihe
effect of his red skin, cloven hooves, tail, <md
horn-stubs. \Vhile his ~llTival does sometimes
provoke panicked re~lclions. those panicking
usually had other reasons to be frightened.

Hellboy finds the paranormal fascinating. and
he enjoys a good fight. lie has no compunaions
about killing beings who are endangering inno
cents. When not in the field. he likes to hang
~uound his apal1menl at the Bureau. watching
old monsler mO\'ies with his friends and eating
spicy food. He occasion~lIly smokes cigarenes.
but they don't seem 10 affect his health. His
unluckiness lends to manifesl in the form of
falling from great heights or losing his gun
before getting off a shot.
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For most of his life. Hellboy was in deep
denial aboul his clearly demonic origins, and
claimed not even to be curious. O\'er the last
decade events have forced him to confront the
truth. and now he is looking for answers with all
the zeal he has shown on Bureau investigations.
(Indeed, he has probably lost his quirk of
HDoesn'( want (0 learn his own origins. H)
Regardless of what he finds, Hellooy !m"es the
world. and humanity, and wiJI do nothing [0

endanger them. He once offered 1O cut ofT his
own hand. jf it would protect the Eal1h. If nec
essary. he would c1e'Mly give his life to sa\"e
humanity.

Abe Sapien
300 points

Age unknown: 6'1"': 1-0 Ibs. A grny-skinned
combination of fish and man.

ST I" '"51; DX 15 [601; IQ 131301; HT 14 [451
Speed -.Z5; ~Io\'e 7.
Dodge -; Parry 10 (Judo).

Advlmtages: Acute Vision +3 [61:
Double,lointed [51; Fully
Amphibious [201; Patron (BPRD,
15 or less) [601; Rapid Healing [51;
Strong Will +3 [121: Toughness
(DR 1) 1101

Distldl)(wltlges: Dependency
(Jmmersion in waler, common)
[-101 Duty (To BPRD. IZ or less)
[-101: Sense of Duty (Paranormal
people) [-51; Ugly [-101; Unnatural
Fe~HlIre (Fish-man) I-51; Weakness
(To desert-like low humidity,
Id '30 min.) I-51

Quirks: Book collector: Loves chess:
Romantically interested in Liz
Sherman. [-31

Skills: Acrobatics-I. IZI Acting-IZ iii;
Boating-13 [I 21; Chess-IZ II ZI;
Climbing-16 11 21: Computer
Operation-IZ [I ZI; Diplomacy-13
I-II: Disg,uise-13 121; Dri\'ing (Automobile)-13
II ·ZI; Electronics Operation-13 IZI; Escape-I5
[I ZI; First Aid-13 III; Guns (Pistol)-16 II ZI;
Guns (Rille)-16 II Zio History-13 1410
Interrogation-II II 21: Intimidation-12 11];
Judo-I5 1"1; Jumping-I" II ZI; Karate-14 \21;

Leadership-12 [II; Litcralure-13 [41;
Lockpicking-13 [ZI; Meteorology-IZ [iI;
r\aturalist-12 (2]; Occuhism-14 14J; Piloting-13
[1/21; Piloting (Rocket Pack)-13 II 'ZI;
Rese3rch-12 [II; Steahh-15 [2); Throwing-l'-l
[Zlo Writing-13 \21.

Abraham Sapien's origins are a mystery. even
to himself. In 19-8. two plumbers working at SI.
Trinian's Hospital in \X/ashington, D.C., found a
room that hadn't been opened in years. Inside
was a life-support tube, containing an apparent
ly adult being l:>est described as a cross between
man and fish. (There was also an<Xher full-sized
tube. and a similar head-sized container. but
both were broken and empty.> A piece of paper
pinned up near the tube read -ICll-IYO SAPIEX
APRIL l<t 1865.- TIle meaning of the date c;
unknown, though it is (apparently coincidental
ly) the date Abraham Lincoln \vas <Issassinated.
TIle pluml:>ers promptly dubbed the being ··Aix'
Sapien."

-nle inert fish-man was handed oyer (0 the
BPRD. In f\larch of the next year, Bureau scien
tists Or. Cobb and Dr. ROOdel were making

preparations to dissect him
when he revived under e1edri
cal stimulation. They continued
their tests until Hellboy
declared that enough was
enough. Abe and Hel1boy were
friends from Ihal day. Sapien's
mind was a nearly-compkte
blank, but he learned quickly,
becoming a Bureau agent in
short order.

Sapien is the only known
amphibiOUS humanoid. His ori·
gins remain mysterious, though
Bure'.JU scientists suspect genet
ic engineering. O\'er the years
he has ix'come one of the
Bureau's top agents, and in
Hellboy's absence he has often

taken the leadership role on field missions. He is
close friends with Hellboy, Liz Shennan. and
Roger. 1\lany of the other members of the Bureau
fmd him a little off-putting. He lacks Hellboy's
innate charisma, and his face is difficult to read
at best. r\e\'ertheless, he is fundamentally a kind
and decent being.

92



The Bureau ./br Paranormal Research and Defense ~~

Liz Sherman
300 points

Age ....0: 5-~; 130 Ibs. An attraai,'c Caucasian
woman with red hair past her shoulders; her
eyes \'ary from brown 10 gold.

ST 10 \0]; DX II 11010 IQ 13 [301; lIT 11 IIOL
SJX--ed 5.50: Move 5.
Dodge 5; Parry 8 (.Judo).

A£I,;cmlages: AItITldi\'c lSI; Pmron (I3PRD. 15 or
less) 1601; Pyrokinesis ., [151; Pyrokinesis 95
0 ....31 (Lil11il~llions: Cnconsciolls Only. -200/0;
Uncomrolbble. -30'10); Strong Will + I 141.

Disadvtmlages: Duty (To BPRD, 12 or less)
1-1010 Sense of Duty (Friends) [-5];

Stubbornness I-51.
Quirks: Cigarette smoker (but carries no

lighter): lias frequent nightmares: Trusts her
inlUilion. [-31

Skills: Acting-13 1210 Alchemy-9 1I/2]; Anist-IO
11/210 Botany-lO 11/210 Chemistry-12 [21;
Climbing-12 [41; CompUler 0pcf3tion-13 [11:
Cooking-12 [1 121: Criminology-12 [1/:

Diplom3cy-13 141: Driving (Automobilc)-\O
[II; Electronic~ Operation-13 (2); Fasl-Talk-13
In First Aid-1311L Geology-IO II ·2]; HislOI)'
12 [2]; Inlimidation-Il It '21: Judo-l2 (8]:
Lockpicking-12 [I L Occultism-13 [2];
Philosophy-II Ii L Physics-II IiL Psychology
IO [1 2); S~I\'oir-Faire-12 (I 21: Streelwise-12

III.
Ps)'c/)ic Skills: Pyrokinesis-I I [6).

Elil.'1belh Anne Shennan is a nati\'e of
Kansas Cit)'. As a child. she often dreamed of
fire. \'('hen she was II.
and had jusl started
puberty. a neighbor
hood bully teased her
about her ponyrails. Her
pyrokinesis Inanifested,
leaving a city block
destroyed and 32 pe0

ple deld. including
Sherman's family, No
one kne\-..' how the fire
Slal1ecl. so she was shul
tied around to fosler
homes for a few months until the BPRD tracked
her down. Over the next deCIde, they trained
her 10 control her powers. Along the way, she

became one of the Bureau's better field agents,
specializing in the social aspects of im'esliga
lions. and only pro\'iding raw pyrokinelic force
when necessal)'. She often finds the Bureau
fmslraling, and has quit and returned O\"er a
dozen times.

Sherman's bst uncontrolled outbreak was in
1984 (not counting a few instances where OUl

side forces have taken control of her powers).
Some people outside the BPRD have suggested
that she is controlling her abilities through brute
force, instead of making peace with them, and
th~ll this is unhealthy and futile. No one (includ
ing Sherman) is certain if that is the correct way
of looking at it. In recent years the more mysti
cal aspects of her power have been forcibly
brought to her attention. as when Raspulin used
them 10 fuel a magic ritual and when they were
brieny sucked out of her by the homunculus
Roger. TIle laner incident nearly killed her. and
made it clear that she would ha\"e to accept her
abilities as part of her. not something she could
gel rid of. From 20<X> to 2002 she stayed with

the monks of Aganha. learning to
control her power. She has since
returned to the Bureau.

In person. Liz Shernmn is attrac
tive, but mildly morose and usually
quiet. She smokes cigarettes. lighting
them with her finger (one of many
tricks she picked up while learning to
control her powers). She has ne\'er
completely gonen over losing her
family, and has only recently felt any·
thing positive about her powers.
Nevertheless. the few times she's

been able to cuI loose have been \'el)' refresh¥
ing for her.
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Roger 550 points
Age unknown: 6',-; 300 Ibs. A tall humanoid.

with no hair. dusky red skin. pupilless yellow
eyes. and a 5m311 metal harch on his chest. He
normally wears, al 1110SI. a BPRD field vest and
a wooden axlpiece.

ST 25 [1501; DX 12120): IQ 13 L~I; HT 16/20
[1001.

Speed 7.00: Move 7.
Dodge 7: Pany 9 mrnwling).

Advantages: DR 25 PSI: J IOlllunculus 11311:
P~llron (I3PRD. IS or less) 1601; Strong Will +2
[81.

Disadvantages; DUly (To 13PRD, 12 or less)
[-101: Sen", of Duty (All good people) [-lSI:
Truthfulness I-51: Ugly 1-101.

Quirks: Doesn'1 hesitate to do the right thing:
Feels guilt strongly; Gives fair warning in
combat: Stoic: Wears vcry little. [-"5J

Skills: Acting-12 III: Alchemy-II [21: BrJwling-14
141. Climbing-12 121; Disguise-II II '21; Driving
(AulOmobilcHO \1'2]; Eleclronics-lO 11 21:
First Aid-Ill1 21: HblOry-12 [21: Inlimidation
II [121: JlImping-12 III: .\Iechanic-II (1/21:
Occultism-12 Ii I: Phiiosophy-IO IJ '21:
Research-II II 21: Stealth-IO IJ 21: Theology
10 II '2): ThroWing-II 121.

Laugllllges: English-II [I 21: German-II 11 21:
Romanian (nali\,e)-1310].

Roger (no last name) was created 500 years
ago in Romani:1. A homunculus, he was grown
from roots, herbs. and blood. and formed into
the shape of a man by an alchemist. '111e
alchembl u~~1 a IXlIt of lightning to animme
him. but. due to ~l defect in Roger's conslrtldion.
the anim~lIing force did not last. In a short time.
he was inert. bUI slilt aware of the passage of
time. He stlyed th~1l way for fi\'l..' centuries.

In 1996 the IWRD te~lm of Bud \Valler. Liz
Sherman, and Sidney Le:lch discovered Roger in
a secrel room inside a ruined castle. The recep
tacle on his chest, where the lightning's energy
had entered him. was open. lie sensed their
presence, ~lIld that Sherlll~lIl had a pm-ver she
wanted to be rid of. lie planted a suggestion in
her head, and she put her finger in his chest.
Roger ~(Qle her pyrotechnic powers. Waller man
aged to get Sherman away from him. and Roger
\vent berserk. attacking \'(faller. and neeing
through the wall. The encounter left Sherman
shot and dying from her 1X'l\\'er-loss. Leach
burned. and \'('aller dead.

On.'r the nexi week. Koger roomed the coun
lry~ide, pr<lying for Gcx:1 10 forgive him. He was
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en;:ntu~lly found by his "elder brother." another
homunculus cre~Hed by the same alchemist The
elder \\'~IS consLnJcling a giant homunculus Ixxiy
for them to inhabit logclher. with the pbn of
conquering or killing all hut1l:miry. This plan was
interruplec! by lIellboy and Kale Corrigan. In the
end. Roger turned against his brolher [0 5a\'e
Ilellboy's life. using his stolen pyrOlechnic abili
lies to meh the gianl lxxJy. lie then demanded
that Hellboy leave him alone. but Hellboy
insle<:ld knocked him unconscious. and look him
(0 where Sherman \\,:15 hospilalized (naming
him -Roger- along the \\'ay). Roger refurned
Sherman's !X)",ers. revh'ing her and lea\'ing him
once more inert.

The Bureau lrlt..""d a number of techniques 10

re\'j,'e him. but ended their anempLS after multi
ple failures and chose to dissed him inste'dd.
Abe Sapien. recognizing the parallels to his own
experience. secretly entered Ihe lab afler the sci
entists had left. S:lIJien rerouted the lab's elec
tricity in a successful attempt to revive Roger,
although doing so burned out the power in the
building. The Bureau Director initially ordered
thm a lX>mb be placed in Roger. in case he
should run amok again. Roger proved himself to
everyone's satisfaction in the Conqueror Worm
affair. bUI the lack of Irusl and respect demon
slr:lled by the lX>mb m:lde Roger and the
Bureau's olher lOp agents uneasy. For the
moment. he has decided 10 stay,

Roger is a f:lst learner, and has picked up the
basics of modern life quickly, His personality is
stolid, though he carries a greal deal of guilt for
killing W:lller and his brother and for what he
did to Liz Sherman, He is extremely brave and
self-s:lCrificing.

Orson Gaines
300 points

Age 3-; 6'1~: 200 Ibs, A muscular
Caucdsian male with clark brown hair
and bro\yn eyes.

ST IllI;il; ox 15 [601, IQ 1<, 1"51; HT

I" 1"51;
SpL"'ecl -.2;: Move 8.
Dodge g, Parry II (Judo).

All,llmlllges: Combat Rcnexes 1151; High Pain
TIlfeshold (101; Patron <JlPRO. 15 or less) [601;
Strong \X'ill +2 lSI;

Dislld'Jlmlllges: Duty (To BPRD. 12 or less)
[-101, Impulsiveness 1-101; sense of Dury (All
good people) 1-151;

Quirks: Hates to leave a job half-done: J\lilit:uy
mannerisms. 1-21

Skills: Acrobatic~-12 II 21; Armoury-13 [11:
C"moun"ge-13 II 21; Climbing-13 [1 21;
Computer Oper:ltion-13 [1 ZI: Demolition-I
[SI; DiplolTI"cy-12 IlL Driving (Automobile)
1.3 [1 12]; Electronics Oper<ltion-IZ IIZI:

EsCJpe-12 11 'ZI: Fasl-T:lIk-I2 (1121; First Aid

II [II; Ge,ture-13 [121; Guns (l'iSlol>-IS
In Gun, Oline)-IS 121; HislOry-12 [II;
Interrogation-IZ [1'Zl; Intimidation-IZ II ZI:
Judo-I) III; Jumping-I ... [1 21: Karate-15 ttl:
Knife-I I Ii ZI: Leadership-I3 [II: Literature-II
[I 21: j\"avig~Hion-12 !II: OCcullism-ILI lZJ:
Parachuting-II (I 2]: Physician-lZ III:
PilO£ing-1 J 111: P~ychology-Il rI 21: Running
II II 21; Stealth-I t IlL Street",ise-I" (2),
Surgery-IO [I 2), Suryival (Arcticl-12 [J 21,
Sur\'i\'al (I)e..en)-lZ II 21: Sun.·i\·al (jungle)..
12 II 11; Sup;jval Olotlnlains)-12 (I 21;
Swimming-II II 21: Taclics-l.3 (21: Throwing
12 II 21, Tr:Jcking-12 II 21.

Ltmgullges: Arabic-12 [I 21: English (nalive)-II
[OJ. French-12 [I 21, Turkish-12 [I 21.

95



_' The Bureau jor Paranormal Research and Defense
~. .

Orson Gaines was born in 1965 in London,
Engbnd. to parents Gerald and Ruth. The sLxth
of seven children. Orson grew up on the hard
streels of London's EaSI End. Orson was bright
in school and a gifted athlete. but often found
himself depressed by his surroundings. His par
ems sent him LO York to live with his Uncle
Bernard. a former RAF pilot and stria discipli
narian. Orson flourished in his new slIrround
ings. and was accepted al se\'eral universities,
btu chose to follow in his uncle's [()(){Steps. At
age 18. Orson joined the military. hoping to
become a member of British Special Air Service.
Joining the SAS. or M'!11e Regiment

H

as it is called.
became Orwn'~ O\'erriding goal: he was accepl
(.-x! at age 20. In addition (0 standard military pro
cedllre~. he was Il.lined in ad\'anced \veapons,
HALO parachuting. counter-insurgency. under
\yater explosives. emergency medical training,
and hostage rescue, Orson tf3\'e!ed all over the
globe as a member of the SAS, He participated
in e\'el),thing from an Arctic expedition to res
cuing airline pa:-.sengers from Syrian hijackers in
Egypt. Or~on \\'3:-' content with his life until a
fateful mi~ion in 1989.

Orson and his team were senl to the moun
lains of Turkey !O apprehend Ubel and Arnwolf
von Braun. The conjoined von Braun twins Iud
recenlly stolen a map from the Victoria and
AlI'>Cll Museum thai supposedly showed the pre
cise location and contents of Noah's Ark. The
von Braun twins 1ert a trail that led to Mount
Ar;,u:'lt, ~l dormant volcano in eastern Turkey,
close to the Iranian and Iraqi borders. The five
man SAS team tr:Kked down the von Braun
twins but \\"as ambushed by Kurdish fighters (ly
ing 10 kill Turkish forces or take prisoners for
ransom, TIle SAS team handled the Kurds, but
Orson wa~ the only member \vho was not mor
tally wounded: he barely escaped with his life,

L'narmed, Orson follo\yed the \'on Braun
twins imo the volC'~no and found the remains of
:t huge ship, Orson was tOO stunned to protx'rly
identify it. but it could ha\'e been the extremely
\\'ell-preserve<1 remain~ of i'\oah's Ark. it could
ha\'c Ix""Cn alien in nature. or it could hm'e been
both. Ill' saw many indescribable glyphs on the
Ark. but one would May in his head: a hiero-
glyph of Hellboy's hand. \X'hile the \'on Braun
brothers were in~ide the nlst ship. Orson plam
eel explosi\'es to collapse enough rock to send
the Ark imo the hean of the volcano. He used
the explosion as a di\'ersion to get past the
Kurds and ran for his life, Lava and fire shot from
the Ark's el\'ern, and Orson was sure he had
sealed hi~ o\\"n doom by activating a dornlant
\·okano. Oddly, the \'okano never erupted: no
e\'idence of I~l\':l or fire was found in subsequent
geological studie~. 'J11e cavern collapsed and no
trace of the Ark was ever recovered. The \'on
Braun brother:i were believcd dcad, though their

Ixxlies were not found. They would, of course,
prove to be alive and well .

After the incident, Orson left the SAS :lI1d
joined the BPRD, He became a field agent in
1990 and has worked extensively with all the
Bureau's operatives, He has never stopped his
search for the von Braun twins and has encoun
tered them several times since. He has foiled
their evil schemes on all seven continents, Orson
Gaines is currently one of the BPRD's top agents.

Johann Kraus
300 points

Age "5: 5' 10-: 110 Ibs. An ectoplasmic cloud,
within a black colltainment suit. His head is a
clear glass globe with a sm.llI speaker grille,

Krau~' weight b entirely his suit. \....hich is
quite tough and hem)'. In ectoplasmic fonn. he
is essentially \\"eightless,
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ST II 1101: ox II 1101: IQ 13 1301: HT 13 1301

Speed 6.00: Move 7.
Dodge 6.

At/vllll/ages: Charisma +2 DOl: DR 5 (15]:
E(10pla::.mic Projection 101:301: Patron (BPRD.
1S or less) 1601: Spirit Fonn (Permanent
EClOpb,:-,mic Form. _;°0: J\lissing Pmvers.
-10.,° 0: Physical Fonn (Suit). +5()O/O: Cnlimited
Life~p~l1l (In SUil), +2':;°0) 16:;1: Strong \,\'ilJ +3
1121.

Dislu/vtllltages; Cllriou~ [-;]: Duty (To BPRD.
12 or less) (-101: UnnalUr.J1 Feature
(Conlainlllent Suit> I-SI.

Quirks: Polile: l'~~ Gen11an words "'hen excit
e<!.1-21

Skills: AI1Ihropology-11 II I: Bard-13 II 21:
Climbing-II 121: Computer Operalion-12
11 21: Criminology-I 2 [1 L Diagnosis-IO
II 21: Diplol11acy-12 121: Disguise-12 III:
Driving (AUlOlllobile)-9 11 '21: First Aid-12
II 21: Forensics-IO II '21: HislOry-12 121:
Interrogalion-12 II J: Intimidation-II II 21:
~lechanic-II [I '21: 1\lerchanl-12 [l!:
Occulti~m-I I I II; Par.:lphysics-11 (21; Phil
osophy-IIIII: Psychology-II III: Research-12
III: Ritu,1i ~lagic-1O III: Running-IO II '2]:
S3\'oir·Faire-11 12]; Stealth-9 [l/2L Thauma
tology-9 II 21: Theology-II II I.

Lallguages: English-II [1/21; German (native)
13101

PsyclJic Skills: Channeling-16 1I01; Projection
161101.

Prior to joining the Bureau Johann KrJus was

a talented physic.d Illediulll. Unfortunately. he
\\'as out of his body during the mystical. conti
nent-spanning "Chengdou Disaster." This inci
dent disrupted the souls of the dead and killed
anyone invoked in a se-J.nce at the time. leaving
Kr.:J.us tr.:lpped in ectoplasmic form. lie managed
to stay ali\"e and Ill~lde his \\"ay 10 the Bureau.
where the technical staff designed and built a
containment suit for him. It pro\'ides him \\'jth an
approximation of a phy...icallxxly, and may ha\"e
made him immol1JI. (For delails on his ectoplas
mic fonn and containment suit. see p. 1'-1""1.) He
still po~~s the ability to protect ecloplasm
(through \"enb in the ~uit"s fingers) and either
occupy it hiITL'>elf or channel a spirit.

KrJ.lI~ i:, polile and reser\"ed. As the newest
member of the Bureau. he i~ \\'orried about find
ing his place and being an asset 10 the leam, I-Ie
b immen:,ely curious about his fellO\y unique
agenl.'., Ilis broad r.mge of knowledge (the result
of an eckctic youth) cllld edoplasmic abilities
ha\'e already hellXd eSlablish him as a capable
field agent.

Sidney Leach
150 points

Age 32; ,'9"; 150 Ib5. A brown-haired
Caucasian man in a baseball cap and glasses.

ST 10 101: ox 10 101: IQ I. 1.51: HT 12 1201.
Speed '5.50: .\Io\'e 5.
Dodge 5.

Atlvmlltlges: Empathy [151: J\letal Sense 5 [51:
Patron (BPRD. 15 or less) 1601; Sirong Will + I
lell.

Disfldvtmlflges: Bad Sight (+101; Curious (-51:
Duty (To BPRD. 12 or less) 1-101:
Impulsi\"eness 1-101; Sense of Duty
(Teammates) (-'51.

Quirks: Tries to be cautious in the field. (-I]

Skills: Armoury-12 (I 2L Blacksmith-12 11 '2L
Chemisuy-13 (21: Computer Operation-13
11 2); Computer Programming-12 [II;
Demolition-13 (II: Diplomacy-l1 (I 21;
Dri\'ing (AutolllobileH I ('-It Electronics-13
121: Engineer-Ie! 1.1: &ape-9 121: First Aid-13
II 21: Geology-12 iii: Glins (PislOD-12 Ill:
History-II II 21: Holdollt-12 11'21: Lock
picking-IS ('11; ;\lechanic-ll 121: j\letaUurgy-15
161: Occultism-12 II 2]: P3r.:J.physics-1O O'2);
Ph()(og~lphy-121I 21: Physics-12III; Traps-14

121.
PsyclJic Skills: .'Ietal Sense-I,", 1'11.

While pursuing his mechanical engineering
degree, Sidney (sometimes "Sic!"') Leach disco\'
ered he had the ability [0 sense metal at a range
of a few yards. e\"en through solid wood or rock.
After gening his degree, he decided he wanted
both 10 better understand his ability and to seek
out some ad\'enture, 'n1e natural choice \V3S to

join the BPRD.
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Le~lch \Va~ hired in 19%, and his first field
mission was the infamous Giurescu investiga
tion. He was present when the homunculus
Roger slicked out Liz Sherman's pyrokinetic abil
ities and killed Bud Waller. He himself was badly
burned in thaI incident though he made a full
reco\'ery. Despite this bmral introduction to field
operations. he stayed with the Bureau. Possibly
thanks to hi~ rather intense initiation. l..e'~ch is
today regMded as one of (he senior field agents.
specializing in gaclgel-orienled im"CSligations
<such as finding traps and figuring out occuh
e1earonics).

Leach is normally {""Jmest and cheerful on the
way to a mission. but hb more serious side
comes out in the field. He never wants to repeat
his first mission. and his natural illlpulsi\'eness is
moderated by caution. His metal-detection abili
{y allows him to detect all kinds of metal (though
it works better on ferrous meLals) and e"en
detennine lYpe ~tnd shape.

Doctor Izar
Hoffman 115 points

Age 57: 5'S": 145 Ibs. A dJfk-haired. balding
Caucasian man.

ST 9 1-101: DX 10 101: IQ 14 1451: HT 10 10J.
Speed 5.00; Move 5.
Dodge 5.

Advlmltlges: Charism.a +1 [51; Pat.ron (BPRO, 15
or less) [601; Reputation +2 (As a first-class
scientisl; by paraphysics researchers) [31:
Single-Minded 151; Status I 151.

Distl(lvlIIutlges: Duty (To I3PRO, 12 or less; not
dangerous) [-5]; liard of Hearing [-10]; Sense
of DUly (Psychics in his depaIlmenl) [-51.

Skills: Administr<t(ion-12 {I '21: Alchemy· 10 II 2]:
Chell1islry-12 [II: Computer Operation-13
11 '21: Criminology-12 [I 21: Diplomacy-II
II '21: Driving (Automobile)-8 (I 2J: Fast-Talk
12 II 21: HistOfy-11 (121: L",v-ll (I 21:
Occuhism-12 (I 21: P3mphysics-1'-1 [8L
Philosophy-12 Iii: Physics-I 2 Iii: Psychology
1<. 1"1: Re:.e-Mch-13 Iii: Ritual ~Iagic-JO 11 21:
Thaumatology-IO (I '21.

Dr. Hoffman is the head of the Psychics
Department. Under his care are a number of
espers. teleparhs. psychometrislS. and Olher psy·
chics who are not suited to be field agents. either
due to lemperamenl or physique. Hoffman is
not a psychic himself. bUI h~ls made the study of
wild talents his Iife's work. Ilis doclorale is in
psychology. and he also has degrees in physics
and Olher fields.

Hoffm<ln is in his btl' 50s. and not as fast as
he used 10 l::>e. bUI still goes \\"ith his people
when lhey need 10 im'esligate a site. He usually
,vears a suit ~ll1d tie and smokes ~l pipe. He cares
strongly about the well-being of the psychics
under his care. and will be reluclant to take- the-m

into any (bng~r. Years of working in ~l field of
research still reg~lrded ~IS quackery by some peo
ple means he ha,') had to become an even more
rigorou,') scientisl, ancl he is careful not to gi"e
his team preconceptions before sending them
into ~l sill'. to avoid winting their information.

Other Personnel
Ezra Clark

Clark was ~1 Bur("~u field agent up through
1996. Ill' had been a member of the Bureau for
several rear~ - long enough to immediately rec
ognize the ~igns of a "ampire infestation. to be
experienc<.-'d with a jetp,iCk. and to lose his left
eye. He wa,') a dark·ll:.lired C.1ucasian man in his
'-lOs. Clark had a tendency to\\"ard under.itate
ment and a low lolerance for unreliable equip-
ment. As ;:l military n~leran. his specialty was
combat. Ill' died in a pil trap dUring the
Giurescu ilwestigalion.

Bud WaUer
\X:aller was also a field agent in 1996. with

expertise in occultism. old languages. and alche
my. lie W~IS of African descent. in his Iale 3Os.
and kept his hair CuI extremely shon. He \ya:')
go<xl-naturecl. In addilion to his academic tal
ents, he had a knack for finding hidden door,').
and W::IS a quick thinkcr in a crisis. During the
Giurescu invesligalion, he W~IS killed by I{oger
the homunculus in a Ilt of rage.

Lloyd McCay
McCay is one of

the Bureau's engi
neers. with ~l fond
ne,'):') for jerpacks.
Hellboy has gOllen
quite tirt.."<:! of field
testing his latest
design~. paflicularly
since one (with Zinco
parts) exploded on
him in mid-air. i\lcCay has no patience for unad
n:nturOll:-t field agenl,'). and h~IS an odd sense of
humor. He is of African descent. in his .30:5. and
wears an e'drring.

Gelleral Ricker
Lieutenant GenerJI i'\orton Ricker W::IS the

Army's liaison to the BPRD in the !ate 19'-10s and
early 19-)05. Ill' had :1 strong interest in Hellboy.
and would prob~lblr ha"c been his father-figure
if Professor Bnlllenholm hadn'l been around.
\'rhilc he dearly Glrt..-'d for Hellboy's well-being.
Ricker wa,') just a~ concerned that he grow up
disciplined. free of the ob"ious c"il in his her·
itage. Ricker wa~ involved with se,'erJI im'esli
gations during his lime with (he Bureau. blll
relired in 1955 and died :l few years laler. He
\vas a d~lrk-haired Caucasian man with craggy
features.
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Kevin McConville and
Bertram Armstrong Redfield

~lcCon\'il1e and Redfield are two of the
Bure;lu's pi lOb. 'neir skills include flying both
planes and helicopters. and they also have a
"mge of mechanical and engineering skills. They
usually only SL""e the beginning of field mis.<;ions
(when the agent:-. are complaining aoout long
nighLS and cmnky e1~dronics). and the end
(when the agents are usually battered. bleeding,
and :'l3nding in fronl of ~moking wreckage), As
a result. they ha\'c a dark sense of humor about
both agents and opemlions. McCom"iIIe is
SCOllish-American. in his lale 20s. Redfield (,,-ho
all.i'(l)'s goes by his last name) is English. in his
early 305.

Mr. Johnson
The enigm;:uic ~lr. Johnson was a field agent

in the 1980s. Little is recorded about him. 5<1\"e

thai he was an excellent field agent and point
man, and :-.ub:-.titUh.."d for Hellboy from time to
time. E\'en the name "/\11'. .Johnson

H

is a cooe
name; his reJl idenlily is knO'\\'n only to the
directors of the BPRD.

Allies
and Others

Other people around the world arc involved
in the investigation of the p~lr~ll1ormal. Here are
a few.

Lady Cynthia
Eden-Jones

In the 1910~. Lady Cynthia was England's top
medium and an impollant member of the Brilish
Paranormal Sexiely, She was presenl at the
Hellboy Incident and gathered what liule infor
mation wa:-; learned through her mys[ical aware
ness, She did nOI join Ihe BPRD when i[ was
founded. ch~ing ins[C'Jd 10 slay with the BPS.

Over the next 18 yea~. she was one of the
most visible memlxI3 of the S<xic[y. oflen going
on its field missions. She mel wilh Professor
Brunenholm and Hdlboy often. and frequently
encourJged Ihem 10 continue research into the
East Bromwich :-;ite, (I-Idlboy refu~1 to do so.)
She cOI1linut..-'d inveMigaling Ihe paf3normal ul1lil
her unlimely dealh in 1962.

Eden-Jone:-; would be of immense aid to any
BPRD ilwe:-;tigation:-; laking pbce in the Cnited
Kingdom prior to 1%2. She was S(."Cond only 10

Prore~r Bruuenholm in knO\dcdge of Ihe
paranormal. :lI1d her p:-;ychic talents ,vere
inlillen,:,e. Alway:, a bdy. she had dark hair and
pale brown eye:-;,

Professor
Malcolm Frost

Professor Frost was [he third member of the
BPS presenl at Ihe Hel1boy Incident. An
American. he was a professor of history al
81ackfriars College.
When Ilellboy mani
fested. he was one of
the few people who
advocated killing him.
lie continued to do so
for the next eigh[ years.
until Hellboy was
declared human by the
United i'\ations. His
anger and depression
at [his "fawl miswke
sent him into a decline.
~lI1d he died shortly
thereafter.

Frost was a tireless
foe of hostile supernat
ural forces, While his
opinions were some
times misguided, his
motives were always
honest. He occasioml
Iy crossed p~lths with
BPRD agents in the late
19-IOS, and while he
would always lIy to
talk them into destroy
ing Hellboy, he was
often of invaluable aid
in their investigations,
Frost was a dark-haired
CauGlsian man with a mustache and thick eye
glasses. and \\'~IS rarely S<.'Cn without his tf3de
mark fedof'J.

Sergeant
George Whitman

sergeant Whitman was the le,lder of the C.5.
Army Ranger [eam presenl at the Hellboy inci
den!. \X'hile he was initially skeptical. Hellboy's
manifesl:uion convinced him that [here was
more [0 the world than he'd known. He
restf'Jined his men from killing [he demon
child. on Lady Eden-Jones' recommendation.
and \\':I!'t ple;:lsed it turned out to be the right
choice,

Whitman was plain-spoken and hard to sur
prise, lie remained wilh the Army: his unit was
often Jssigned to assisl the BPRD in the years
that followed. He retired in the early 1960s and
died of lung cancer in 19-0. He was a CauC""Jsian
man with shon, grny hair. and usually had a
cig~lr wedged in his teeth.
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Doctor Anastasia
8ransfield

Dr. Anastasia Bransfield (known as "Stacie" to
her close friends, and MStasia" only to Hellboy) is
one of England's leading archaeologislS. She was
also Hellboy's first and last girlfriend. They met
in 19-9 and quickl)' feli in lo\'e. Helibor spent
more than a year assisting her on digs.
Inevitably. they also encoumered the paranor
mal. TIley saved each other's lives several times
O\'er. In 1981. they decided (0 break it ofT. as the
COnlfm'ersy surrounding their relationship made
Hellboy feel much less human. They remain
close friends.

Bransfield is an attractive blond woman. cur
rently about 50. She is both a brilliant archaeol
ogist and a g<X>d Ie'dcler. She's also quite capable
of taking care of herself through quick lhinking
(and, occasionally. judo), In her lime with
Hellboy she ~'as exposed to some of the worst
the pamnormal has to offer. and she mrely
flinches in the bce of new dangers.

Father Mike Nolan
An Irish priest, Mich::lel Nolan was a friend of

Heiiboy's in the late 19505 and early 19605.
Hellboy spent much of this period in Ireland tak·
ing care of threats from the Daoine 5idh and
other paranormal entities. An elderly gentleman
with white mutton-chop sideburns, Nolan was
kind, unflappable, and always willing to offer
aid to Hellboy and his allies.

Father Edward Kelly
Father Edward (sometimes "Een Kelly of the

Catholic Church was a friend and occasional
panner to Hellboy for over 30 years. They were
already good friends in the eariy 19605. and
Hellboy once described him as the ..toughest
guy I ever worked with." lie combined a rock
solid faith with great skill in exorcisms. It is pos
sible that he was pan of a division of the
Catholic Church dedicated 10 ridding the world
of pamnormal e\·il. However. the Church is not
forthcoming on the question. Kelly died in 199-1.
killed by the werewolf \X'illiam Grenier. and was
avenged by Hellboy. He was a Caucasian Illan
with strong features. white h.air. green eyes. and
a jagged scar across his left cheek.

Lobster Johnson
"The Lobster" was a crime fighter in the

19305. His distincti\'e outfit included large gog
gles and a double-breasted leather jacket bearing
a lobster's-claw symbol on the front. He was a
merciless dispenser of justice. killing gangster.;
with his signature .'-1; pistol and then burning his
symbol into their foreheads with a device in his
glo\'e. His foe~ included more {han a few

paranormal menaces. The official position was
(and is) that Lobster Johnson was a myth. and a
few movie serials (of dubious quality) based on
his alleged exploilS SUppOI1 that explanation.

During the \\,::Ir, Lobster Johnson assisted
Allied troops on seveml secret missions. includ
ing his last. Johnson died during a mission into
Hunte Castle in Austria in 1939. Something of
him remained. however, as described under 7be
Restless Dead, p. 164.

The Osiris Club
A mysterious association. the Osiris Club is

apparently dedicated 10 observing and destroy
ing paranormal menaces. Its precise size and
powers are unknown. but it keeps a very 1m\"
profile. As of the 19505. its membership consist
ed of mostly upper-class citizens of the Uniled
Kingdom. moslly male. At least one member had
psychic powers al that time. Professor
Brullenholm knew of Ihem and trusted them.
ancl sent J-1ellboy to them 10 help with the 51.
Leonard Worm (p. 1;3). Probably unknown to
Bmttenholm, the Club was also testing Hellboy
10 see if he needed to be destroyed.

If lhe Osiris Club still exists today, il is clear
ly still secreti\'e. and probably still has members
with both psychic and political po\ver. If Bureau
agents cross paths with representati\'es of the
Club, the agenlS may never know it.

Creating

~l~!!!?aer~~/~~!~g
game are. by default, agents of the BPRD. TIli~

section shows how to build Ihem.

Standard Features
TIle Bureau adS as ::I Patron (pp. r-28) to its

agenlS. It is a reasonably jx>werful organization.
fairly small but with many resources. liaisollb.
and contaas around the world. 05 jx>inLS). and
has special qualities (extensi\'e knowledge of the
pal.l.normal. unique technology. gO\·ernmelll
influence. +5 lx>inlS), "l1le Bureau also protects ib
people frolll legal trouble. If an agent is arrested
by the local authorities for "murdering" a vam
pire. Bureau administl.l.tofs will either arrange for
his release directly (by relying on lhe Bureau's
reputation). or will contact Ihe local U.S.
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ambassador. who can usually cle'.lf things up.
\X'ilh all these benefits. the Bureau"s base value
a~ a Palron is 20 points. Agents have no trouble
contacting the Bureau when Ihey need to. so its
frequency of appearance is MIS or less. M Lripling
the COSI (0 60 points. While this is standard for
mOSI clInpaigns. ir"s possible for a p:uty 1O con
sist of consuhanrs or associates of the Bureau
who doo't geL the full benefit of its clOUI (lower
ing its ba:>e cost). or are \yorking SO far from civ
ilization they have trouble reaching the Bureau
(lowering its frequency), The Gt\1 should feel free
10 change the cost of the Bure:lU as a Patron as
required.

The Bureau also imposes:t DUlY (p. 24) on its
agents. The Bureau requires most of its agents'
lime. but not all of it so the frequency is "]2 or
les~:' for -10 poinlS. 'Ihis is for field agents,
"'hose dUlies are occasionally d~mgerous. lllOse
employees who specifically avoid danger (such
as Dr. Hoffman. p. 98) only get -S poinlS for the
s:une Duty.

Common Features
"Chile the Bureau has no standard training

progrJm for ilS agents, it encour.lges them 1O

pick up the basics of First Aiel. Guns (Pistol).
History. and Occultism. ~Iost agents also acquire
Computtr O~r::ttion and Driving (Automobile)
~llong the way.

Two of the most common disadvantages
among :lgenL<; are Curious and Sense of Dury.
The degree of their Sense of Duty varies from
encompassing mostly their friends and team
mates. up through a desire to protect all human
ity (or. indeed. all sentienl beings). Field agenlS
:ue unlikely 1O have close family (such as
Dependents. p. r). l'he job is dangerous. and
the possibility of a lingering curse endangering
one's spouse or kids is a frightening though!.

Starting Points
Low-Powered Agents (100 points} Player

ch:u:Icters of less tha.n 100 points aren't credihle
hero m:lteri:ll in a Hellboy game. They may be
coml)t:telll in their field. but faced with monsters,
they are mostly victims. The recommended min
imum for a beginning agent is lOO points. Selling
star1ing points:ll this level implies that the adven
tures will be more like traditional investigative
ghost stories. 3nd that the PCS will be human.
prohably \vithout paranormal powers. 111is is a
good idea if the GI\I W:lI1ts to run subtle and
thoughtful plots: psychic Ch:liJcters often see
right through mysteries (perhaps lilerally). and
combal jX>wers make fight scene:; shOll and
mes..'\y.

Characters built on 100 poinlS should ha\'e no
more than ~IO points in disadvantages and ~5

poinL'i in quirks. They get a 6O-jX>int Patron
(BPRJ)). The value of their Duty may vary from
the - IO-point sl:lI1dard discussed ~lbove. The
BPRD ~imply doesn't have many full-time field

agents at this level. out of regard for their 5.:1fety,
SO a -5-point nondangerous Duty may be more
accurate and realistic.

Average Agents (ISO points), Al ~lis level.
the characters are usually human beings. with
perhaps a special power at a low level. TIl is
point level produces well-rounded characters,
and is recommended as the defauh for GMs and
players new to GURPS who are interested in
emulating the He/lbo)' comics. It provides
enough points to produce competent profession
~lls. without giving the players more power than
the GM can keep track of. Professor
Bruuenholm. Professor Corrigan, and Sidney
Leach are three examples of this power level.
and can be used as player characters in this kind
of campaign. Characters are built on 100 points
to SI:1I1. with up to -40 !x>ints in disadvantages
and -5 points in quirks. They then get the stan·
dard 6O--point Patron and ~IO-Ix>int Dury. for a
lotal of 150 points.

Enhanced Agents (300 points), Al 300
poinlS. PCS can be fonnidable indeed. If they are
nonnal humans. they might be lOugh ex-special
forces soldiers, ··top of the lineM agenlS. or multi~

wlel1led genius scientists with significant physical
skills as well. If they h:1\'e pa.ranonnal powers,
they can use them often and to gre:ll effect.
Nonhuman or otherwise biz:ll1'e PCS at this level
:lre the son the BPRD would try very hard to
recnlit, if only to keep a close eye on them. Abe
Sapien, Liz Sherman. Orson Gaines. and Johann
Kraus are examples of char::lcters at this level.
and can be used as PCs. Di5.:1dvantage limits are
more relaxed. but G,\'!s should still be ready 10

exell veto powers. Remember. major psycholog
iC'J.1 instabiliry will keep powerful characters
closely \"atched. while strong enemies wiJl Gluse
trouble for the rest of the tC<lm. making the char
acter unpopular. Enhanced agents are buill on
250 poinlS to stan. with up to -100 poinlS in dis
advantages and -5 points in quirks. TIley then get
the same Patron and Duty as average agenlS.

Powerful Agents (550 points), The highesl
value characters in Hellboy's world are strange
and unique, either extremely powerful nonhu
Illans or paragons of humanity. Roger is an
eX:l111ple. This poinl level enables PCs to be velY
formidable in stand-up fights. 11lis may discour
age them from trying subtle investigative taclics,
although they can be good at those. t(Xl. Human
characters at this level can I~ powerful psychics,
versatile magicians. or "cinemalic" special forces
troops. In fact. G!'\ls should be careful of "mun
dane" humans at this level. as they will often be
highly capable in every sphere of life. leaving lit
tle for other charaaers to do. Gt\ls should also
wmch out for wealthy characters and those "'ith
long lists of allies. They sometimes soh'e prob
lems b}' throwing money or :"!PCs at rhem. which
gelS boring.
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or COUfse, if the pes are this fX>werfuL the
question may arise of how they fit into the his
lory of the sCHing. Why weren't they assigned to
some of the serious past cases? How do they
reble (0 Ch:lr.ICICrS like Hellboy? Irs probably
best to say they only recemly joined the Bureau.
or to set the game in a BPRD regional office.
Characters are first built on ,00 points. with up
to -100 poillts in disadv<ll1lages. -5 points in
quirks. and the same Pal ron and DUly as alxwe.

Mixed Point Totals: In many published
I-leI/boy SlOries. the team consists of a mi.x of
high- and low-point chal.lcters. In a roleplaying
game. the danger is that the lower-point charac
ters will be overshadowed. and their players
won't ha\'c any fUll. Ho\\'c\'er. so long as each
character has a unique strengLh. and Lhe G:\'
gives each a chance to shine. a mi.xed-le\'e1
group C.oln slill be fair and enteilaining possibili
ty, For eX:1111ple. 1Ie1IOOy is good at hining
things. but ohen needs Professor Corrigan's
knowledge to lind the Lhings that need hitting,

Character Templates
111e follOWing tempbtes will serve as guide

lines for m~lking BPRD characlers, and aid in
creming them quickly, Attributes. advantages.
disadvantages. :l11d skills are specified as appro
priate. For a few types. psychic powers are also
suggested. Skills are divided into [\Vo categories:
primary skills. which are necessary. and second
ary skills. which are useful but need not be fully
mastered. Skills are listed in this format: Skill
Name (TJ1JeJD(fllclI/~I')Relative Leve/ (Poillt Cost/
Actlla/ LeL'el. For ex:tmple. "Occultism (J\-VA) IQ
2 [1'21-9" is the Occultism skill (p. 48). a
J\lentallAverage :,kill. on which half a point has
been spent. '111e character thus knows it at level
9. which in this eX:lmple is IQ minus 2.

Templ:lles are a convenience. not a require
ment. GMs m~IY choose not to use lemplates in
Lheir campaigns. If Lhey permiL them. characters
created both with and without templates
should be allowed. Using a template does not
give ~l11r discount on point cost or ha\'e any in
play effects that might unbalance the game. A
templale i ... simply a liSL of choices that ,\york
well togeLher. designed to save work in coming
up with '\\'ell-bal::l11ced ch3racters while le,)\'ing
room for customization. Players can and should
make changes as desired. by adding ne\\' dis
ach·antage.:, (up 10 the campaign limit) and
spending unspenl poinLs. (For example. in :I

"A\'erage Agent.:," 1'50-point game (p. IOn.
players who pick the 130-poim Psychic
IIl\'e~tig:llor lempbte (p. 10.1) will have 20 extrn
points to spend. or more if they take extra dis
advantages and quirks,) G,\ls <Ire frce to create
and add ne\,' templates as dictated by the
nceds of their c:llnpaign.

Field Investigator 135 points
Field investig:ttors determine what is going

on through first-hand obser\':ltion. While they
need 10 be able to «Ike Glre of themselves, com
bat is not their strength. Generally. they are
experts in one or more acaclemic fields. Kate
Corrigan is an investigator. and so were Trevor
Brunenholm and Bud \'\'aller. Investigators may
end up being called "Professor" e\'en if they've
ne\'er actually earned Ihe title,
Attributes: ST 10 1010 DX II 1I01, IQ I" k;L HT

II (101.
At/valltages: Patron (BPRD. IS or less) 1601: and

15 additional rX)ims chosen from Acute
Senses 12 levell. Alenness [5 le\'ell.
Language T31ent [2 le\·ell. Reputation (As

expen in field) (Variesl. Single-,\linded [51.
or Strong \'\'ill II le\'ell.

Disat/vtmtages: Curious 1-'5): Duty (To BPRD.
12 or less) [-101: :md -1'5 additional points
chosen from Bad Sighl 1-10], Impulsi\'eness
HOI. adiou.:, PeN)nal lIabil (Lecrures) 1-'51.
Pacillsm (Self-defense only) 1-151. Sense of
Duty IVariesl. or Trwhfulness [-5J. A higher
le\'el of Curiou... is also an option.

PrimmJI Skills: Re:,earch (M A) IQ+ I [41-15: and
one or Anthropology (,\I H) IQ+I [81-15.
Archaeology (~I H) IQ+I [8J-15. Criminology
(~I A) IQ+2 [81-16. Ilislol)' (Will IQ+I [81
15. or Occultism (1\\ t\) IQ+2 18)-16.

Secolltlmy Skills: Computer Operation (M E)
IQ-I [1/21-13 and Firsl Aid (MiElIQ-lli '21
I.), SelecL an additional 12 poinLs in skills
from Are:l Knowledge (any) (1\1 E):

Criminology. Occultism. Teaching. or
Writing (:111 1\1 A): La\\' or Naturalist (both
J\1 II): Alchemy. Paraphysics. Ritual Magic.
or l11aull1alOiogy (all I\I/VH): Guns (Pistol>
(P E): Dri\'ing (AUloll1obile) (P A): Running
(I' 1-0: or any HUJllanities. \'aLural Sciences.
Social SCience.:, (all .\1 H). or Language Skills
(1\1 \'aries).

Notes: If the inn~':'Ligator does not h<l\'e History
or Occultism as a primal)' skill. he mUSL put
at least ) 2 point in it (or them) as a sec
ondary skill. Language Talent and some
Language skills are strongly recommend(.>(J,
bUL not required. It is rare for a Bureau
in\'e~tigator 10 have more than I point in
AJchem)'. Ritual :\lagic. or TIlaumatology. or
more than 2 poinb in Paraphysics.

Point Man 150 poillts
TIle point man is responsible for the physical

safety of his team. 111is usually means they find
trouble ~lI1d lx-at il up. Ile11OO)' is the IX"st point
man the I3PRD h:b evcr had. though Roger and
Abe Sapien are also quite good. This template
assumes a normal human agent: if more poinb
are available. the character might instead be psy
chic or nOnhUIll:ln,
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Attrib"tes: ST 12(2010 DX 13 [3010 IQ I I
IIOL HT 11 (1010

Afl,rmllages: High Pain Threshold 110];
Patron (BPRD. I., Of le~) 1601: and
1') additional poinl~ chosen from
Alel1ne:-;s IS level I. Ambidexterity
(1010 Combal Renexe, 11510
Darede\"il [151. Rapid Healing [5 or
1.,1. Strong \X"ill [<.I Ic\"ell. or
Toughness (DR J) IIOL

Dislulrlllll/ages: Duty (To BPRD. 12 or
less) [-101: and one of Bad Temper
1-101. Bully [-101. Impulsiveness
1-101. Overconfident(: [-101. or
Sense of DUly (Those endangered
by the par:mormaJ) 1-101.

Primm), Skills: Guns (Pistol) (P E)
DX+! 121-1"!. Select ~111 ~ldditiol1al 6
poims in Comlxu/\'\t'-apon skills
like Brawling. GUllS (other), or
Thrown \X'eapon (all P E); Boxing
(P A); Karate (J> II): or olher
.\li.'l.... ile \'\"e:lpon or Iland \'Ce:.lpon
~kill.,.

Secour/my Skills: Fir-..I Aid 01 E> IQ-I
Ii 2HO and OCcuhism (1\1 A) IQ-2
[I 21-9. Select an ~lcl<litional 6
!x>ints in skills from Computer
OP<.'i..llion (i\l/E); Armoury. Inlim
ic!alion. or Leadership (all MA);
Animal Handling, llislory. or
Tactics ttll M H); .Jumping (PIE);
Climbing. Driving (Aulomobile), or
Steallh (all P'A); or Acrobatics
(I' Hl.

Playing a Nonhuman
Many of the stars of me Hellboy comics are nonhu

n1.'1n, and players will narurally want to have me option
of playing nonhuman Pes. nfol1unately, no two of the
nonhuman Bureau agents are alike, so there are no sim·
pie niles for what abilities a nonhuman player charaaer
should have. However, here are a few guidelines.

First, the player should decide on lhe PC's history.
Both Abe Sapien and Roger were (apparently) aban
doned lab experiments, and that's always a valid choice.
Hellooy himself mysteriously appeared during an inves·
ligation, his mind a blank slate. A third option is for the
character to be a minor foe of the BPRO who has turned
to good. For example, sval1alves (p. 165) are on average
vicious and unpleasant, but one with a gentler nature
could exisl and would make an interesting Bureau agent.

Ne:-'1, the player should determine the charaaer's
appearance. Most aspects of a being's looks are covered
by the Unnatural Feature disadvantage (p. 23), possibly
combined wim a positive or negative Appearance (p.
22). If the charaaer has a physical feature which may
affect combat, the player should consult the
SUjJenlatural Advantages section (pp. 32-,36) for the
approprime advantage. such as Strikers (p. 35).

The next step is to buy any other paranonnal abili
ties rhe being might h.ave. Many players will be tempt
ed to buy one of everything, but it's recommended that
the character have at 1110st twO or three of the supernat
ural advantages. The rest of the character's points should
go lO mundane advantages and skills. A Bureau agent
who is jllst a "combat monster" will probably be useless
during the investigative pam of an adventure. Even
Hellooy doesn't spend his entire time hining things.

Psychic Investigator
130 points

These p~ychics are pall of rhe field team.
willing and able to be 3mong rhe first 10 a site.
TIley h:l\"(~ at least one psychic skill (often on~J'

one). u~ful for gathering inform'ltion. not in
comlxll. Sidney Leach and Johann Kraus are two
eX:lmple~ (though .Johann·~ ~itualion is more
compliellt'd lhan thioS tempblc allows).
Attributes: ST 10 [010 DX 12 1201: IQ I; [;01: I IT

I I 1I01:
AtllJatltages: P:ltron (IWI{D, 1) or less) [60J; one

of lhe psychic ~ingle-skill powers
AW:lreness 3 [61. Channeling 3 l61. Detect
Aum ; (61: Energy SCn"" 6 [61: ~Ietal Sense 6
161. or Psychometry 6 161: ~l1ld 10 :ldditional
point:, chosen from Ab~lute Direaion [51.
Acute Senses 12 le,·ell. Autotrance 151.
Ch'lrisma ['; le\·ell. or Strong \X'ill 1-. lc,·ell.

Disad"tmlages: Duty (To BPRD. 12 or less)
1-101: and -15 additional poinb chosen from
Bad Sight (-101: ClinOll' 1-5 IO\-ell. Hard of
He~lring 1-101. Odiou~ Personal Hahit
(f)i~tant and spacey) [-)1. O,'erconfidence
1-101. Pacifism (Self-defen'lC only) [-151.

Sense of Duty (Psychics) [-51. or other Sense
of Duty (Vanesl.

Primm)1 Skills: TIle appropriate psychic skill to
match the chosen advantage. at (J\1t H) IQ+ I
(61-1'1: Occultism (WAl IQ-I [1]-12: and
Pamphysics (~INH) IQ-311]-1O.

Secoudary Skills: Firsl Aid e\l!E) IQ- I [I '21- I2
and Hislof)' (AVH) IQ-3 (I 21-10. Selecl an
:lClditional 10 points in skills from Computer
Operation (M/E); Acting, Criminology, Fast·
Talk, or Research (all NVA), Philosoph)'
(Mil-\): Alchemy, Ritual Nl3gic, or Thau
l11atolog)' (all MNI I): Glins (Pistol) (PIE);
Driving (Automobile) (PA): or Hunning
(I' H)

Notes: It is rare for a Bureau investigator to have
more than 1 point in Alchemy. Ritual !\lagic.
or Thaumatology.

Psychokinetic 145 points
Like psychic il1\<estigators. psychokinetics

hm'e a unique wild talent. "mey are. on a\·erage.
more oriented to the physical aspects of o~ra
tions. and often assist (or are) the point men. Liz
Sherman is an example (though her mundane
skills are more social than physical).
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Attributes: ST II 1101, DX 121201; IQ 12 [201; HT
II 1101.

Advml/llges: Patron (BPRD, 15 or less) [60l: one
of the psychic single-skill powers Surge 12
[241. Cryokinesis 8 [241. Pyrokinesis 8 [241 or
Telekinesis 6 1241; and 10 additional poinlS
chosen from Acute Senses 12 Ic\·cll.
Alertness 15 levell; Double-jointed 151;
Disease-Resistant [5], Night Vision 110l.
Rapid Healing 151. or Slrong Will ['I le\·ell.

Distu/villltages: DUlY (To BPRD. 12 or less)
l-tOl: and -15 additional points chosen from
B,d Temper 1- 101. Curious [-5 levell.
Impulsiveness 1-101. Pyromania I-51, Sense of
Duty (Varies), or Stubbornness [-51.

Primary Skills: TI1e approprialc psychic skill (0
match the chosen advantage. at (J'\f/H) IQ+ I
16)-13 ,nd P,mphysics (~l/\~'J) IQ-3 [11-9.

Secoudmy Skills: First Aid (~vE) IQ 111-12;
History (j\1 H) IQ-3 11'21-9: and Occuhism
(,WA) IQ-2 [I '21- 10. Select ,n ,dditionJl 
points in skills frol11 Computer Operation or
Cooking (both ~I E); Criminology.
Electronics Operalion. Fast-Talk. or
Research (all l\I/A); Chemistry, Eleclronics,
or Physics (all M H); Alchemy. Ritual Magic.
or Thaumatology (all M!VH); Brawling or
Guns (PislOl) (bolh PIE); Driving
(Automobile) (PIA); or Karate or Running
(both P/I-I).

Magic-Users
at the BPRD

While the Bureau has many psychics and
wild talents on its staff, there's no record that
any of its employees know more than me
most basic fundamentals of using magic.
Magicians and mages are far more likely to
show up as enemies than allies, The general
attitude at the Bureau is that rrrngic is dan
gerous and fickle,

That said, good Bureau agents do know
me basics. at least well enough to recognize
rituals in progress and the effeas of spells,
l\'lany of them probably could perfonn a rit
ual if absolutely neces&1ry, mough mey
wouldn't have a very good chance of suc
cess, Some allies of the Bureau (such as
Father Kelly, p. 1(0) can perfonn Exorcism
(p. 145) and related rituals, which are avail
able to mainstream ordained priests as well
as magicians.

If the Gl\l likes, a player can have a char
acter who is ooth a Bureau agent and a com
petent magician. Other agents will probably
regard him with caution and only ask him (0

use the whitest of magic, and only when
absolutely necessary, GMs should charge a
lO-point Unusual Background (p, 32) to
Bureau magic-users.

Noles: [I is rare for a Bureau investigator to have
lllorC than I point in Alchemy. Ritual J\!:Igic.
or Thaumatology.

Modifying Templates
With minor ch.anges. the alxwe template.s can

be used to simulate olher kinds of investigators.

COllsultallts
111e l3ureau often hires consultants when it

needs expertise il can't find in-house. Professor
Corrigan started out as a consultant. .\lost con
sultants will be based on the Field Im'estigalor
template, To tum fidd im'estigators into consult
ants. begin by remo\'ing Ihe Patron ad\'antage
and the Duty dba<h·anwge. hlCTC'<lse the le\'e1 of
their primary skills by 2 point') or more. The
remaining skills em May Ihe same. bUI consult
ants are less likely 10 ha\'e the First Aid. Guns. or
Running :-tkills. and quile unlikely to ha\-e
Alchemy, Pamphysics. Rilual ,\Iagic. or
111aumatology skill. If they do h3\'e one of those
four skills. it will Illost likely be their area of
expertise. and the reason the Bureau hired Ihem.

Staff Psychics
Dr. Iloffman':> p.sychics arc often called in as

the follow-up team, once a site has been cleared
of danger by a field operation. They are b~lsed

on the Psychic Invcstigator template. They are
less likely to havc the Strong Will advantage. or
the First Aid, Guns, or Running skills. Their Duty
is also not as dangerous, reducing its value by 5.
They will probably have one or more of these
disadv~lIlt~lges: B~ld Sight [-101. Cowardice HOI.
Dependents [VariesL Fat [-10-201. Hard of
Hearing [-101. Lame [-15 -25 -351. Laziness HOI.
One Arm 1-201. One Eye [-151. Phobias [Varies!.
Skinny (-51. Weak Will (-8 levelJ. or some other
disa<h·~lnt~lge that makes the psychic lInsuit~lble

for <bngerous field work.

Non-BPRD
Characters

Ifs quite possible for Ix--ople who aren·l
members of the BPRD to accompany Bure3u
agents on Iheir missions (consuhants. aoo\·e. are
one example). and entire C".lI11paigns can be set
in I-Iellbo{s world without directly im'oh'ing the
BPRD. TIle following templates pro\'ide some
ideas for non-Bureau player charaders. The
point totals listed on pp. 101~102 ""ork for non
BrRD player characters as \yell. though G\ls
should remember lhat they ""ill not ha\'e the
RPRD-related Patron advalllage or Duty disad~

\·amage. To compensate. Ihe G,\I can cut the
allowed PC point tOlal by 50 lX)ints. or simply
alia\\' players 10 spend it elsewhere.
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Academic 55 points

An 3c<!demic is often an expert on the currenl
menace or a related lOpic. bUI iso', qualified (0
deal with it in the field. i\'e\'enheless. Lhey often
insist on accompanying the team.

Attrib"tes: ST 10 101: DX 10 101: IQ I" 1"51: HT
10 10J.

Advantages; Single-:\linded 151.
Distu/vlIntages: A tOlal of -10 points chosen

frolll Bad Sight [-101: Odious Personal
Habits (Lectures. Know-iI-aIl. etc.) [-5J:
Overconl1dence [-101; and Overweight [-51.

P'-immy Skills: Research (MIA) IQ [21-14: and
one of Anthropology (MIl-I) IQ [4]-14.
Archaeology (M/II) IQ 141-14. BOI:lI1Y (M/H)
IQ 1<11-14, Criminology (MIA) IQ+l 141-15,
Hblory (MlH) IQ 141-14. Law (~VH) IQ 1<iI
II. Liternture (,\1 1-1) IQ ' .... 1-1'-1. Occuhism
(~I AI IQ+I 1"1-15. Sociology (,\I H) IQ 1"1
II. or Zoology (~VII) IQ (II-I".

SecolldlllY Skills: AdministrJlion (~l A) IQ~l

111-13: Compliler Opemlion (~I E) IQ liI-I'1:
\X riling (M A) IQ-I liI-13: and 6 poinlS cho
sen frolll other Humanities. i'\'atural
SCiences. Social SCiences (all 1\1 I-I). or
Language Skills h'aries).

Guide 75 points
Sometimes a Bureau team will need a local 10

show them around. Such guides are occasional
ly e;:lger to hdp, and other times want as little lO
do with the local legends as IXlssible.
AtMb"tes: ST II 1101: DX I I [101: IQ 12 1201: liT

121201:
AtlrJlllllages: Absolute Direction [51: and 10

additional poinlS chosen from Acute Senses
[2 le\'e1J. Alenness 15 Ic\'e11, Animal
Emparhy (51. or Language Talent {2 le\·e1I.

DislUllJlllltages: Cowardice [-101 or Impul
~ivene~ (-1OJ.

Primmy Skills: Area Knowledge (Local area)
(~l EI IQ+2 hl-I"1.

SecOIulmy Skills: A toral of 6 points chosen
from Fast-Talk. 1\lerchanL Stree{\vise,
Survival (any), or Tracking (all 1\1 A):
Aninul Handling. N~ltUr.:llist. or Kavigation
(all tYVH): Brawling (PIE); Climbing or
Riding (~lny) (both PIA): or Language Skills
(varies),

Noles: Primitive [-5/Icvcllmay be ::lppropriate in
some areas.

Journalist 60 points
:\ewspaper and TV relXlner:-, are always

seeking out mysleries. and often getting in O\'er
their head. Bureau agents don't like having them
along. but gocx:i press can mean an incre-Ased
budgel next year.
AtMblltes: ST 10 101: DX 10 101: IQ 13 1301: HT

12120J.
AdlJalllages: A total of 15 points chosen from

Appearance [Varies!: Language Talent

(2/1evell: Reputalion (As a journalist)
{Variesl; and Voice HOI.

Disadva,,'ages: A lotal of -15 poinlS from Code
of Honor (Journalist's elhics) [·51: Curious
[-5 -10 -151: and Overconfidence 1-101.

Pri"",r)' Skills: Bard (t\1 A) IQ+I [qJ-Iq for lV
journalists or \'(/riling (1\\ A) IQ+l (4]-1-1 for
print journalists: Rese'Mch (t\1 A) IQ 121-13.

Seco"dary Skills: A total of -I points
chosen from Acting. F<isl-Talk. Occultism,
Pholography or Slreelwise (all 1\1 A).

Liaison 80 points
Tl1e BPnD frequently has to interact with gov

ernmcnt agencies. IXlth foreign and domestic.
Liaisons arc often assigned to Bureau teams to
ensure the agenlS don't blo\\' up the \\Tong thing.
kill the wrong \·ampire. or look \\'here they're not
SllPPO~ lo. \';lhile they can sometimes call in
reinforcements or cuI through red ta~. they can
also be skeptiCS and hinder an il1\'estigation by
looking for non-paranonnal answers.
Attributes: ST I I 1101: DX II 1101: IQ 131301: Ill'

121201:
Atlvlmtages: One of Legal Enforcement Powers

1151: Military Rank 3 1151: or Palron
(Powerful organization, appears fairly
onen) 1I5J.

Dislld'Jlmlages: Duty (To organization. quite
oftcn) [-101: and -10 points chosen from Bad
Temper [-101. lIonesty !-IO], Stubbornness
[-51. and TrUlhfulness I-51.

Prillw,y Skills: Guns (Pi!'>tol) (P E) DX+2 1<11-15
3nd la'" (M H) IQ 111-13.

SecOIuJar)' Skills: A tOlal of - IXlints chosen
from Area Knowledge (any) (,\1 E):
Criminology. Inlerrogation. Leadership. or
ShadmYing (all 1\1 A): Diplomacy (.1\1 1-1):
Guns (Rifle) (P E): Dri\'ing (Automobile)
(I' A): or Judo (Pill.

Priest 55 points
PrieslS and clerics ha\'e battled eviJ for cen

turies. though nOl always physically. \':'hether
Christian. Muslim, Hindu. or of another faith.
Ihey CAn often provide help 'with restles.." spirits
(see Religious Riluals, p. 128).
Attributes." ST 10 101, DX 10101, IQ 13 1301: Ill'

IO 101:
Allulmtllges: Clerical Ilwe~tl11ent 1 [5} and

Patron (Church. fairly often) II 5].
Disfldva"tages: One of Fanaticism (Religion)

1-151: Pacifism (Self-defense only) 1-151: or
Sense of DUly (All good people) 1-15J.

Prill"")' Skills: Teaching (t\ltA) IQ {2J-13 and
Theology (WHJ IQ 1"1-13.

Secondary Skills: A tOlal of - points chosen
from Occultism (1\1 A). Diplomacy. or
Psychology (both ,\1, H).

Paths aud Rituals: Path of Spirit (1\I!VH) IQ-2
121-1I. Rillla/$: Exorcise {41-11 and L1Y To
Rest 101-11.
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l1le BPRD came inlo being as a resuh of a
i\azi plot, and 'azi!'. ha\'c continued to appear in
conjundion ",ilh supernatural menaces oyer the
following decades. Today, perhaps, the last sur
yi\urs of Ihal original plot h'I\'c died off, but this
is far from certain,

The Rise and
Fall of the
Third Reich

In the second qU~1l1er of the 20th cenrury a
surprisingly small group of people brought the
world to its darkest hour.

The Thule Society
Founded during World War l. the Thule

Society'S public face W:1S ;:111 organization dedi
cated to preserving German litcraillre. Nlost of ils
memJx>rs thought it was a revolutionary political
pally dedicated to racial purity, anti~Scmitism,

and the overthrow of the Bavarian Communist
government. Only its innermosl circle knew they

were acting. to preserve the tfile Gennan blood
line. TIley belie\'ed this bkxxlline could be
traced to the mystical northern island of Thule,
and then back even fUllher to the first race of
men. who cline from inside Ihe Eanh. 'l1lal pre
human super race may well have existed:
R,lsputin believed in Ihem, and called them the
Hyperl:xJriam•. E\'en if Ihey did exist. the Aryan
rx--'ople are no more closely related to them than
any other mCKlern race. Regardless. the funda
mel1lal delusion at the hean of the '!1lllle S<x:iety
did not pre\'enl il from birthing the r\azi Pany.

The Nazi Party
and Adolph Hitler

Origin;:llly nothing more than an org;lIlization
dedicated to fighting the consequences of the
World War [ peace settlement. the National
Socblist German Worker's Palty (abbreviated
"N<lZi") became a tool for evil under the lelder
ship of Adolph Hitler. Many members of the
Thule Society joined the i'\azis and guided the
p~lny'~ interest in the occull. Over the course of
the 1920s and carly 19305. Hitler ~'ent from
Ix>litical prisoner and thug to Chancellor of
Germ~l11Y. In only a few more years. he and the
i\nis had alX>lishL-,,<1 any power within Gernlany
that might threaten them and had begun con
quering Europe, TIle leaders of the l\'azi rany
were directly resrx>Ilsible for millions of deaths
and for igniting the worst \var the world has e\"er
seen.

Himmler's Special
Group

Heinrich Himmler joined the .'\azi parTy in
1925. During \Xbrld \X'ar II. he \yas one of
Hitler's righi-hand men, the chief of the Gestapo
internal seeuril}' force. He was also responsible
for assembling and leading the -SIX'Cial Group.·'
TIlis tcam of mYSlics, astrologers. astronomers.
~ienti,:.,l.'>. and pseudoscientists had the respon~i

bility of exploring the frontiers of human knowl
edge. looking for \\'eatx>l1s 10 serve the Reich.
The Group included lisa Ilaupslein. Professor
DCX10r K~lrl Huprect Kroencn, Leopold KlIllZ,

Professor DOClor I-Ierman von Klempl. General
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Klaus Werner von Knlpt. and several others.
Professor E~nst Deming was the pride of the
tcam. onen compared to Einstein. He \yas
respon~ible both for the secret i\'azi space pro
gram and for the unique psychic technology that
allm\'cd the l"azi~ to make contact with the cold
intelligences thaI live beyond the atmosphere.
\'Olen he \\"IS a:"'<;<ls.-"inated in early 1939. his
lxxIy was nlshccl to the Group's faCility at Hunte
Ca~lle. in Austria. l11is Clstle was a site for
resemch into :ll1ificial soldiers, and also had a
functional rockel. able 1O put one man in orbit.
Oeming's body was ~pecblly prepared and
loaded into the rocket. with the intent thal his
body would Ix ~h()( inlo space and possessed
by one of the trans<lllllospheric entities. lne cas·
lie wa~ all~lCked by AmeriClI1 soldiers k.od by
Lobsler Johnson. and the rocket was launched
before the roof could be opened. destroying the
caslle. '111e only survivor was von Klempi (who
had been unaware of the rocket's tll.le purpose).

At some point in Ihe early 19"105. Himmler
heard of:l powerful magician living in Italy. He
\\'enl lhere to recll.Iit him. and the magician
agreed. It is unknown if llimmler knew thaI he
had hired Ibsputin: regardless. the mad monk
kept his identity secret frol11 the reSI of the
Special Group, whom he mostly regarded as
fools. R:lsputin chose Ilaupstein. Kroenen. and
Kurtz as the sanest and most useful members of
the Group :1l1c1 guided them in the creation of
the Ibgna Hok Engine, This device could pro
vide immense IX)wer :md aid Rasputin in freeing
the Ogdru Jah:td.

By late 19 H. it was clear Ihal the war was
turning again~l the Nazis. The various members
of the Group beg::lt1 selling up hiding pbces all
o\'er the world. in case Germany fell.
Simultaneously. Ililler :lI1d Ilimmlcr began
demanding that the various "Doomsday ProieClS~

the Group had been working on produce
results, Raspulin. Kroenen. and Kurtz. under the
supervision of Genernl von Knlpt. pUI [he fin~

ishing louches on [he H'lgna Rok Engine:
R.'1SpUlin promi:'tL-'d Hitler Iha[ il would deli\'er -a
mir..lcle. ~ \'\'hile this was going on. Haups[ein
1r<1\'e1ed with a delegation to Romania and met
the \'ampire Giurescu. \,\'hile there. she fell in
love with him. She relurned 10 Genllany. and
lold Hitler that Giurescu could pm\'ide a -Vampir
Slurm:' 3n army of Ihe undead. She Ihen
rejoin<..'X1 the Ragna Rok [earn.

On December 3rd. Hitler l11et with Giurescu,
\'\'1131 hapl:>en(.-'(1 is unknO\\'n. but Ihe next day
Hiller ordeR-'(1 that the vampire be :lrresled.
Giurescu and hi:-. ~ix \'ampire brides were deJiv~

ered 10 D~lchau . and beheaded and staked
within :l fOl1night. L'na\\,arc of this. Ihe H:lgna
Rok Te:lm covenl)' \\,ent to Tarmagant Island.
and on December 2jrd performed lhe ritual
that sumllloned Ilellboy (p. -8). The lack of

What Really
Happened on

Tarmagant Island?
To (bte, no one is absolutely certain.

What we do know is this: Rasputin intended
to cfk1.nnel the power of the Ragna Rok
Engine (p. 1"6), and use it to free the Dragon,
Ogdnl jahad, using the Empower ritual (p.
128). What he didn't know then (at least nOl.
consciously) was 111m il was impassible [0 free
the Ogdru jahad without the Right Hand of
Doom, the tool that imprisoned them. He
also lacked an adequate connea.ion to the
Ogdru jahad; his ritual was certain to fail.

However. Rasputin was a very powerful
sorcerer, and was manipulating vast amounts
of energy. He auraaed the attention of some~
Ibillg; fX>ssibly a manifeslation of !he Ogdru
jahad, possibly Sadu-Hem, possibly the
Lords of Hell. Whatever force noticed him, it
sem the tool Rasputin needed 10 Ealth. The
Hand was at that lime attached to Hellboy
(why, we don't know), so Hellboy material
ized on E..'111h, in East Bromwich. Rasputin
sensed this partial success, but the delails
escaped him.

apparel1l results displeased von Krupt, and he
and Rasputin argued. The magician rook
H::lupstein. Kroenen, and Kurtz aside. By this
poinl they were all loyal to him, lJ.lher than the
Reich, and had deduced his [nle identity.
Raspu[in rold Haupslcin how she and Giurescu
had been belrayed by Hiller. and that Germany
would fall within momhs. lhe Ihree scientislS
wen[ [0 their prepared hiding place in K'orway.
while R~lspLHin made Olher arrnngements.

Gemlany was defeued by the Allies: Hitler.
Himmler. and mOSI of Ihe other top Kazis eilher
commined suicide. were killed. or were impris~

onec!, Some of the surviving members of the
Special Group successfully hid. including \'on
Klempl, who journeyed (0 50mh America. The
l\'azi power appeared 10 be broken. but its .s<.."Cds
lingered.

After the War
TIle Ibgna Rok leam entered suspended

hibernation, and didn't emerge unlil the mid~

1990s. Raspulin, likewise, hid until the 19905.
Giurescu remained dead. Professor Doctor von
K.1emp(s poslwar career lasted over a decade.
bUI Hellboy found and defeated him in 1959.
leaving his head buried under nibble outside
l\lacapa. Bmzil. Whal happened to the other
members of the Special Group is not recorded.
It is possible th:ll a few survive tcx:lay and are
pursuing evil plans,
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The Nazis
Today

There ha\'e been several different kinds of
i\azis active in the \vorld over the past decade.
TIle first are simply political parties and indh"id
uais which espouse l'\azi ide'Jls, either openly or
in pri\':ltc. While contemptible. they are relative
ly hannless unless recmited by someone with
power and a plan.

lne second kind are dire~ly working for the
conquest of the world and the reslOrarion of the
Reich. They include surviving members of the
original l'\azi party. and possibly scicmis15 frol11

the Special Group. TIley are a great danger. but
their po,·..ers are lIsually HmerelyH political and
scientific. and fmcl)' include access to the super
natural.

The last group are (hose members of the
Special Group who fell under Rasputin"s sway.
While they still claim to be ;-"'azis, and to be
working for the glory of the Reich, this is brge
Iy a lie, intended to convince members of the
first twO groups 10 aid them. They are nihilists,
pbnning the destruction of humanity and the
gre:lter glory of Rasputin. This group originally
included H:.lllpstein, Kroenen, and KUllZ. While
von Klempt ~ll first did not agree with Rasputin's
goals or methods, he was contacted and con
vinced by Rasputin's ghost in 1997. All four of
these m:lniacs are believed to be dead: it is pos
sible there is no longer any threat from them.
However, von Klempt, at least. has been thought
dead before. and Haupslein's Ixmes are current
ly part of the goddess Ilecate's living iron 1x>dy.
The Ragna Rok team may make its \'oice heard
again,

Nazis,
Agents,
and Allies

Ilere are charader deSCriptiOns and biogra
phies for some of Hellboy's greatest foes.

Rasputin 745 points
Age unknown; height varies (typically ,'11-):

weight \'arie~, A slx'Ctr<d figure. with a bald
head. full beard. and piercing eyes. His manifes
tation is dre.ssed as a monk, bearing a pentagram
on his chest with a gout of blue name coming
from it.

'111is description represents Rasputin bet\\"een
his second death and his third 0993-200n and
gives his minimuw abilities: he should be
assumed to ha\'e many powers beyond those
listed here.

ST 121201, OX 1313010 IQ 1618010 HT 16 201IOOJ.
Speed -.25: Move 7.
Dodge -

AdlJlllllllges: Autotr:mce [5): Charisma +5 [2)):
l\lagery [351: P3tron (Baba Y3g3, 6 or less)
11310 Patron (The Serpent. 6 or less) 11310
Regener::llion (I HT/turn) 1100]: Ritual Adept
.:$ [;301: Ritual Aptitude [5J; Spirit Form
(Unlimited [jfesp:l 11 , +.3()O/o) [1.301: Strong Will
+51201.

DislUllJlllllages: Bad Temper [-10]: Obsession
(Free the Ogdru J3113d) [-151: Overconfidence
HOI: Reputation -<I (As a lunatic trying to
destroy the wodd, 10 BPRD agents) [-6J:
Reputation -2 (As Ihe mad monk. - or less)
1-310 Stubbornness 1-5J.

Quirks: Always manifest'i in the S:lme form:
likes {O expl:lin his hislory and plans, 1~21

Skills: Acting-15 lilo Alchemy-16 1810 Bard-19
II 210 Botany-I" 1110 Climbing-13 1210
Criminology-I-I (1121: Diagnosis-II iiI:
Diplomacy-15 1210 Esc:tpe-12 1210 Fa5l-Talk-16
1210 First Aid-15 Ii 210 Forgery-13 II 2],
Hislo!)'-I') (21: Interrogalion-I-t 11 2]:
Inlimidation-16 [21: 1..,,,,-1.) (I 21: leadership
19 II 21: Literalllfe-13 11 21: .\leteorology-l-l
(I 21: l\aturalist-ILI (11: I\a\'igation-l-l [11:
Occultism-20 11010 Philosophy-l5 1210
Phr~ician-15121: Psychology-I .... (11: Research
16 I2L Riding-II Ii 21, Ritual .\lagic-20 12110
Sa\"oir-Faire-I') [I 21: Sex Appeal-I-I (I 21:
Stealth-13 121: Streetwise-l-l (I 2]: Suryi\'al
(Arctid-I<I [1/21; Sllf\'h'al (\'\<xxIlands)-11
[I 210 Teaching-I" Ii 2J, Thaumatology-18 [-110
Theology-161 tL Writing-I" II 210 Zoology-13
II 21. \'ote th~ll 311 of Rasputin's TI-depen
dent skill:-- operate ;:H TL6.
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umgllages.' English-14 (I 21: Gennan-14 1112);

Russian (nati\'e)-16 (01.
Pa/bs mill Rituals: Path of Kno\\'ledge~16 [61:

LOC'Jte-I'i 161: Rituals: Read l\lemories-14 DOl.
Read 1l1ough15-1" UOI. SCI"y+1 181. Path of
Luck-1616J. Ritl/als.. Malediction-14 U2l. Path
of Prolection-16 16]: Rituals: Endure
Elemen15-16 (01. Path of Spiril-18U4J. Rill/als.·
Banish-I) 121. Bind-16 121. Embody-16 121.
Empower-18 181. Spiril Sla\'e-15 161. Spiril
Trap-15 121. Summon-I8 (01.

Spells: Breathe Fire (VH)-16 [81; Conctlssion-17
181; Sh"peshift Other (VH)-16181: Strike Blind
17181

Born Grigori Eftmovich Novykh. Rasputin
was originally from Siberia. He spent his youth
wandering through Russia. Europe. and the
.\Iiddle East. He followed the teachings of the
KhlyslY ,l\lonks. who held thai to please God.
onc should first conunil sins and then punish
oneself for the sins. Grigori. like many of that
order. emphasized the sinning: he became
known as Rasputin. the Debauched One. By
then he had already disco\'ered hi~ strange mag
ical abilities. including an ability to heal by lay·
ing on hands. He also. despite his l)(X)r hygiene
and arrogal1l personality. had an uncanny per
sOlul ch:lrism3. These abilities frightened and
fmSli..Heci him, ancl he found no answers until
the Baba Y;:lga came to him, She [old him that he
was to be the fmher of a new era. He gave her
half his soul. to hide in the roots of the World
Tree. so thai his spirit would always be safe.

In 1905. the Romano\'s. mlers of Russia. sum
moned him to the palace. where he was able to
ea::,e the pain of Prince Alexis's hemophilia. He
quickly became a fixture at the coun. helping
Alexis and sleeping "'ith Empress Alexandra. He
continued to be smelly. arrogant. and
debauched. but since he had the Empress' fa\'or,
no one could (ouch him for many years. Finally.
in 1916. Prince Yusupov and some Olher nobles
invited Rasputin to a meal. "111e wine and cakes
they fed him were poisoned. but he did not
even notice. Yusupo\' was finally driven to shoot
him, but that only caused Rasputin to flee. They
finally Glugh[ him, bound him. and threw him in
the river.

This was Rasputil1s first death. In the river. a
manifestation of the OgdmJahad contacted him.
It told him thaI he would h\·e. and explained the
destiny the Baba Yaga had only hinted at. It "'as
his mission to bring about the destnlaion of
humanity through holocaust and fire. Raspulin
accepted this destiny. and the Serpent empow
ered him with \'ast health and resiliency. and
magiC"dl abilities unmatched on Eanh.

After cf<l\yling from the river. he went to Italy
to resl. recuperate. and explore his new JX)wers.
He stayed there for more than 20 years. He

preached occasionally, and word traveled to
Germany, where J-1immler heard of him. He
reemited Raspulin into the Special Group and
gave Rasputin his first chance to try and free the
Ogdm Jahad. Rasputin did not know exaclly
what the result of the Ragna Rok ritual would be.
bUI when it was complete. he knew something
had been brought to Earth from I-ieli. His uncer·
taint')'. and Ihe fall of Germany. once again lefl
him unsure of himself. lie listened to the voices
within. and went nOl1h to the Temple of Ogdnl
Jahad. where the monster Sadu-hem stood.
apparently dead and fossilized. Rasputin sal in
front of it and entered a decades-long lranee.
communing ,,-i(h [he Seven,
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r-:early 50 years passed, until Professor
Bruttenholmlouched R.:1splllin's cheek. Rasputin
instanLly knew the contents of Brunenholm's
mind. and thai his adopted son. Hellboy. was
the thing he had summoned in 1944. He look
control of Bn.ntenholm and his companions.
and. along with Saclu·Hem, they traveled back to
civilization. He released Bnlltenholm as bait for
Hellboy. then set himself up in C1\'endish Hall
(0 prepare for Hellboy's arrival.

l-Iellboy did come, but refused (0 help
Rasputin destroy the world. and the confronta
tion ended with Raspulin's lxxIy destroyed. This
was his second death. Because pan of his soul
was safe at the World Tree, his spirit did not go
on to the afterlife. Instead. he searched the
world for a new agent. He noticed that the
Ragna Rok team was thawing in Norway, and
decided they would need help to adapt to the
1990s. He manifested to Roderick Zinco, made
him hi~ servant, and sent him to Norway.
Rasputin then watched over the Ragna Rok
Team and Zinco as they set alXJut his mission of
destroying the world. He eventually appeared to
Haupstein and convinced her to become like
him. an empowered servant of the Ogdru Jahad.
in the Ix>dy of a living iron maiden, He did not
stay to see the end of the embodying ritual he
perfonned on her, instead returning to Norway.
TI1ere he found his agents squabbling and mur
dering each other. His mge was fierce. and the
incident ended with the l\orway base destroyed
and most of his minions dead. Rasputin retreat
ed to the \Xbrld Tree to ponder his mistakes, and
talk with Baba Yaga.

He decided to try again. Locating \"on
KJempl. he told him the true pUfJXJse of the
rocket launched from Hunte castle in 1939. and
convinced him to finish the projea and destroy
humanity, As the capsule landed. Rasputin
appeared to Inger von Klempt (Herman von
KJempt's granddaughter) and told her of her des
tiny. to be the mother of the new mce of man
after the Ogdru Jahad had cleansed the world.
She accepted this gmtefully, However. Hellooy
and his teammates interfered. Ragna Rok was
again forestalled. and the von Klempts were
killed, Rasputin had failed again.

As he walked through the ruins of Hunte
Castle. Hecate appeared to him in her iron maid
en fonn. He assumed she was lisa Haupstein.
until she corrected him. She lold him that all his
efTorlS to end the world were pointless unless he
could harness the power in Hellboy's hand. She
laughed al his impotence to alLer e\"enL'i e\'en
she could not shift. Enraged. he attacked Hecate.
and she reduced him to fr<lgments. One fell iIllo
Baba Yaga 's h~ll1d. and she swore to keep it next
to her heart. '111is was Rasputin's third death.
Whether he C'Jn rise :lg~lin is not knO\vn.

R:lsputin was jXJssibly the most powerful
human sorcerer the world has seen. In his first
life his power~ were limited, but after being
empowered by the Ogdru Jahad. his abilities
were vast. extending to dozens, if not hundreds.
of rituals <lnd spells, His personal m3gnetism
was inexplicable but immense ~lnd his followers
were loyal to the delth. Ilis one weakness \vas
pride; he was umble 10 believe thai evenls
would not go ~IS he desired. and thus he never
had effective backup plans in place.

If encountered as ~l spirit between 1995 and
2001. Raspulin will IX' more lhan a m:l1ch for
almost any foe. especially if he has time to pre4

pare. lie is a meg~llol11aniac. gi\'en 10 long
.speeche.s explaining his history and destiny. Any
Burc,lu agent who meets him should count sur4

\'ival a::, a \'ictOf)',

Usa Haupstein
190 points

Age -6: ,'8": IJ; Ibs. A blond woman, coldly
attractive. She is apparently in her late 30s or
early ....OS. TIle nicest expression anyone is likely
to s(-'C on her bce is bare tolerance.

Thi!'l represents Ilaupstein just after she wa:,
thawed, in 199'5.

ST 11 1101: DX 131301: IQ 15 [60); HT 12 [201
Speed 6.25; ~IO\·e 6.
Dodge 6; Parry - (Knife).

ArilJCllllnges.· i\llractivc ['51: High Technology I
[201: hwentioll (Cybernetic limbs) II '51: Strong
Will +lld.
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Dis(ul'Jlmtages: Bad Temper 1-101: B1<xxllusl

[-101: Fanaticism <To Rasputin) I-1St
Replll~lIion -I (As f\'azi :.,cienlist. (0 BPRD
agents. - or less) 1-21: StublXlrl1ness I-51: \'ow
(To re~tore Giurescu) I-~J.

Qllidl.s: Lo,-es Giurescu: -ihilbt. 1-21
Skills: Armoury-I.) 11 21: Chemistry-12 II 21:

Criminology-I-! (II: Diagno~is-12 [J 21:
Diplom3cy-12 II 21: Eleclronics-lG [6];
Electronics Operation-15121: Engineer-20 [Jill:
First Aiel-I-I [1'21; Guns (Pi5100-15 [II;
IIi~tory-l.) [lj; Interrogation-Ij [1 121:
Inlimicbtion- 1:3 [1/21: Knife-16 [8J; La\v-12
[I 121: Leadership-15 [1/21: Lilerature-12 [1/21;
~lechallic-15 [21; ~lelallurgy-12 [1/21;
Occuhism-15 [21: Physician-20 [I '-II: Physics-12
[I 2J; Research-I'> II 2L RiIU:i1 ~lagic-l1 II 2);
Stealth·1.l 12L Surgery-16 112L Survival
(AraicH3 II 2). i\ote that all of Haupstein's
TL-dependem skills operate at '1'1.8.

Ltmglloges: English-1.3 [I 21: French-13 II 21:
German (n~lti\'e)-I., [01: Italian-13 {I 21:
Polbh-I j [I 2J: Romanbn-I j I I 21.

A ~lf-tallght cybernetic geniu:-.. Haupstein
was Rasplltin's most devoted servant. Though a
member of the Ragna Rok team. she also '\\'as
part of the delegation th~H ~lItemrted to recmit
Giurescu to the Nazi cause. During those nego~

tiations, she fell in love with Giurescu, and the
vampire probably intended to ~ldd her 10 his
undead harem. When she learned th=l1 Hitler had
ordered Giurescu's execution. her faith in the
Reich collapsed. and she became unerly de\'ot
ed to Ibsputin's nihilistic goals.

When she, Kurtz. and Krocnen Clwoke in
:'\orw3)' in 1995. she immedi~lIelr set OUI to
recover Giurescu's Ixxly and revive him. As Ihe
least stable member of the te~lI11. :,he h3d trouble
adapting to the modern world and often lashed
out at her underlings. i\'e\·ertheles.''i. she man
aged to bring Giurescu back to his ancestral
home 3nd set his resurrection in motion.

TI1en Rasputin contacted her. He {Old her thai
she would see her lover 3gain and promised her

power. if she would die a lillIe for him, Obedient
(O the end. she entered the iron maiden he
showed to her. and died. Rasputin's intent was
that her spirit would inhabit the iron maiden. btu
instead the gcxldess Hecate took the lxxty. and
Haupstein's spirit apparently passed beyond thb
world.

During the year that Ilaup:-.tein spent tracking
down Giurescu's body. no Bureau agent had
any contact with her. but :.;he could easily ha\'e
crossed paths with other investigators of the
paranormal. If encountered, she will be cold,
rude, and unfamiliar with the details of 1990s
life. If she has any re~lson to believe someone is
her enem)'. she will try to h~lve them killed on
the spot. She typically h~ld :It le~lst one cylxr
netiGl1ly enhanced thug on hand as muscle, (Her
cybernetic skiJIs represent ~l IS-point Im'entionJ

T<xlay. it is bare~J' pos...,ible that she could
~mehowO\'erthro\\' Hec3te's control of the iron
maiden and become what Rasputin wanted her
to be. In emlXlwered form. she would be
extremely dangerous. complctdy dedicated to
destroying humanity,

Leopold Kurtz
120 points

Age 80: 57": 120 Ibs. An abnormally shot1,
blaCk-haired man, apparently in his 30s. His face
is marked by 3 heavy brow and jawline.

This represents KUI1Z just after he was
thawed, in 1995.

ST 12 [20L OX 10 [0); IQ II I to); HT 9 [-10);
Speed '>.-5, ,\Im'e .>.
Dodge .>, Pany - lBrJ\\"lingl.

Atlvmltoges: High Technology I (20): Im'ention
(Kampfer) 1151.

Disotlvmlttlges: Bad Temper 1-101: Dwatfism
1-151: Fanaticism (To Rasputin) I-lSI:
Reputation ....... (As :-\:lZi scientist. to BPRD
agents. - or less) 1·2): Unattracti\"e [-51

QUirks: LO\"es destnlction and death: Vicious,
1-21

Skills: Armoury-18 1101: Brawling-II [21:
ClI11oun~lge-13 11'21; Chemistry-12 III:
Criminology-12 [I '21: Demolition-I"I 121:
Driving (Kampfcr)-12 [HI: Electronics-18 l12l:
Electronics Oper.ation- I., [I.IL Engineer-20
[16); Firsl Aid-1511 2); GUllS (Pistol}-Il [I 2L
History-II [1 '21: Interrogalion-13 Ill:
Intimidation-I ... [2l: L;:I\\'·II [I 21: l\lechanic
16 16), ~letallurgy-12 [I); Occullism-12 [I 2);
Philosophy-II I I 21: Physics-12 I II:
Short.'iword-8 II 21: Ste<llth-II (<-I]; SUf',i\'<Il
(Arctic)-12 [l 21: 1'11<_"Ology-11 [l 21: Traps-II
[2), :-\otc that all of Kunz's n-dependent
..,kills operate at TLR

Ltmgutlges: Engli:-.h-12 [I 21: French-12 II 21:
German (nati\'e )-1-1 [01: :'\'Qrwcgian-12 II '21.
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thin m:lIl in an

A diminutive mechanical genius, KUl1z was a
member of the Special Group. and a devoted ser4

vJnl to Ibspulin. J\luch of the physical construe·
lion of the Ragna Rok Engine was his work: dur
ing the ritual. he was the onc monitoring the
controls. Afterward. like the rest of rhe team. he
wcnl to the :'\'or\\'~IY s.lnCru3ry lO be frozen.
\X'hen he ""oke in 1995. his initialt3sk was LO set
tip their defenses. t Ie was the first (0 confront
Zinco. in a mechanicdl walking weapon of his
own design, his Kiimpfer (pp. 1-3-174) (a 15
point Invention).

As the Ragna Rok team beg:m its plots. Kunz
stayed in :'\'0I"W3)'. with Kroenen. [0 assist in the
constnJetion of the mechanical zombies of the
Apocalypse Army. \X'hcn \'on KJempt's head was
found and revived. and began trying [0 convince
Kroenen to alxmdon Raspulin's plan. Kurtz went
berserk_ In (he fight he \\-as apparently killed by
Kroenen: his body \\'as buried when the N'orway
faCility blew up_

Kurtz may have left N'orway brieOy during
199:; and 1996. but no Bureau agent knowingly
encountered him. If hi~ hody is somehow recov
ered and revived. Kurtz will continue to pursue
Rasputin's goals with f:1natical devotion_ He is
vicious. impulsive. ~md loves destnlction for its
O\vn sake. Ilis plots will usu::tlly involve hulking
machineries of death.

Professor Doctor
Karl Ruprect
Kroenen

Age 80+: ,''''': 107 Ibs, A
all-covering prolecli\-e suit.

This represents Kroenen just afler he was
th~I\Ycd. in 199:;.

ST 12 1201: OX 12 1201: IQ I) 160]: HT 9 1-101.
Speed :;.2'1: ~Iove :;.
Dodge 5: Parry q (Knife),

Advtllliages: Charisma +I [:;1: High Technology
I 1201: hwention (~Iechanical zombies) 1151:
Voice 1101,

Distu/vall/ages: Compulsive Bcha\'ior (WC<lrs
proK-"Cti\'(~' suit) 1-:;1: Curious I-51: Fanaticism
(To Rasputin) (-1:;1: Odious Person.al Habil
(E.'xperiments on humans) 1-IS1: Repulation .......
(A,<; :\'ni ~cientisl. to BPRO agents. on 10 or
Ie,,) 1-31: Skinny 1-51: \X'eak \X'ill -I I-SI.

Quirks: Likes intellectual arguments: Polite and
pl""sam, 1-21

Skills: Acting-13 II 21: Administration-l.3
II 21: Alchemy-II II 21: Armoury-I 3
II 2]: Criminology-I.) II 21: Oemolition-l.3
II 21: Diagnosis-I.~ ilL Diplomacy-14 [I 21:
Dis~uise-II II 21: Electronics-I6 [61:
Electronic~ Oper:lIion-11 II]: Engineer-20
III!: First Aid-II II 21: Forensics-12 II 21:
Gun:'! (Pbtol)-l.' [I '21: lIistory-12 11 21:

Interrogation-14 [11; Knife-II [1/21: l..3w·12
11/21: Mechanic-13 II '21: Metallurgy-I 2
11 '21: Occultism-13 II 21: Philosophy-I 2
II 21: Physician-IS 1101: Physics-12 II '21:
Psychology-12 1121: Research-14 iii:
Savoir-Faire·16 [1 '2J; Surgety-16 1121: Sur'\'h'al
(Araic)·1311 '21. Note that all of Kroenen's T1.
dependent skills operate at 11.8_

Lallgullges: English-13 II '2k French-13 Ii 21:
Gemlan (nalh-e)-15 (OJ.

The last of the Ragna Rok trio. Kroenen was
the leasl prediaable. A brilliant (if callous) exper
imental surgeon_ he was never seen without his
skinlighl. all-co\-ering prol(-'Cti\-e suit. It') exaa
purpose wa.., unknown; it is possible he was
pathologically afraid of germs and infection
(\'\'hich would add a Phobia (p. '-!O) to his char
aaer sheet)_

Kroenen cOnlribtlled his valuable expertise in
biology to the heart of the Ragna Rok Engine
and. after the Tamlagant Island ritual. went with
his companions to !\orway. When he woke in
the 19905. he immediately began \york on his
mechanical zombies_ Unlike Kurtz and
J-laupstein. he had no f:1ith in Giurescu and the
"Vampir Sturm," but he allo\\'ed Haupstein to
pursue her pbns. Meall\vhite. he had ZirlCo's
men track down the head of his old friend from
school and the Special Group. von Klempt and
then revived him. When Kur1Z attacked von
Klempt for spe:lking treason. Kroenen defended
his old friend. killing Kurtz. After the fight.
Kroenen sank into apathy, and \vas reduced 10

sniveling and excuses when Rasputin returned.
K.roenen app:1rently died in the collapse of the
~orway faCility.

Cnlike the other members of the Ragna Rok
team. Kroenen was always polite. calm. and even
congenial. He was a dedicated scientist. always
willing to Iislen to :1 proposal. and he never tried
to stop his colleagues from following their own
paths, even when he found them foolish. His
tnle madness manifested in his utter disregard for
medical ethics and the sanctity of human life. lie
reg:lrded mOSt of humanity as experimental ~ul>

j<..-'C1s. and behind his goggles his eyes wert'
alwJys looking for
the perfect place to
insert a scalpel.

Kroenen stayed
in the :'\or\\'ay facil
ity from 19 I) until
his :IPlxlrent death.
With his protecli\-e
suit. he was unable to
mo\'e about
in public.
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However. that vel)' suit may have saved him
during the deslnlclion of the sanctuary. If he
SUf\'j,'ed. he will flrsl do his best to re\'j\,e his
colle<igues. and then begin rhe reconstnlclion
of Rasplltin'~ army.

Professor
Doctor Herman
von Klempt

Age 80+: 2'1~: 20 Ibs. A noaring glass tank
cOl1laining the he3d of a bald Caucasian man
wilh a swastika on his forehead. He is apparent
ly in his l<h or S<h.

This repre~nts \'on Klempr lx'rween 1995
and 2001.

ST 8 1-151: DX 15 1301: IQ I I 1<1';1: HT 10 101.
Speed 5.-5: _\love 5.
Dodge 5: Parry 8 (Brawling).

Advatllages: Animal Empathy 151: Breathe Fire
[441: DR 2 161: Flight l-tOI: High Pain Threshold
1101: Iligh Technology I 1201: Invention
(Advanced cybernetics) [151.

Dis(ul,m"tages: B:lcl Temper
1-101: B1ood[usl 1-101; Fanaticism
(To Nazi PaI1Y. or Rasputin)
1-151: Overconfidence 1-101:
Reputation -4 (As Nazi scientist.
to BPRD agents. 10 or less) 1-31;
Stubbornness I-51: Ugly 1-101:
Unluckiness [-101: Unnatural
Fe~llure (I-lead in tank) [-51.

Quirks: Fond of ~tpes; Wears a
SW3stib on his forehead. [-21

Skills: Acrobatics-IO [1 '21: Acting
1211 21: Animal Handling-16111:
AnllOUI'y-lo 161: Brawling-13 111:
Climbing-12 [11: Criminology
12 II 21: Demolition-ILl (21:
Diagnosis-ILl 141: Disguise
12 II 21: Electronics-16 181:
Electronics Operation-IS (4J:
Engineer-18 [121: Fast-Talk-12
11 21: Firsl Aid-II 111: Guns (Pisto!)-1" II '21:
lIistory-13 [21: Interrogation-12 It 21:
Intimidation-13 Iii: Jumping-12 II 21: Law-II
II 21: IK.ldership-12 II 21: .\lechanic-13 Iii:
.\letallurgy-12 [1]; Occultism-13 Ill: Physician
16 181: Physics-12 III: Research-12 II 21:
Surgely-20 1321: Traps-13 iii. 1\Ole Ihal all of
"on KJempfs ll.-dependenl skills operate at
1113.

Llmgullges: English-12 11 21: Gennan (native)
1-1101: llalian-12 II 21: POlluguese-12 11'21.

A doctor and cyberneticist. "on Klempt "..-as a
master at the technique of keeping heads ali"e
after deClpitation. He used this talent in the
experiment at Hunte Castle in 1939. where the
heads of psychics wcre used to contact the

strange intelligences thai live beyond the almos
phere. The explosion at the end of that experi
ment crippled his Ixx::ly and he was, ironically,
forced to use his techniques on himself Kone
too sane beJore being reduced to a head in a
tank. afterward he was 100 insane e"en for
Rasputin. During the war he pursued his work
on simian augmentation, creating the first of his
"Kriegsaffes,- or waNlpes (p. 1-5). \X/hen
Germany fell. he ned to South America. At the
time. his continued survi,'al required spinal fluid:
the repol1S of missing girls in .\laClpa. Brazil.
eventually attracted Hellboy. In 1959. Hellboy
attacked ,'on Klempfs lab, freeing his latest pris
oner. killing Kriegsaffe =9. -Bmtus,- and burying
"on Klempt in the mins of the building.

He stayed there. inert, for O\"er 35 years, until
Zinco"s agents found him and brought him to
Norway. Once revived by Kroenen. \·on Klempt
immediately tried to com'ince him to abandon
Rasputin's plans for world destmaion in fa"or or
conquest. Kurtz overheard. attacked him, and
was killed by Kroenen. Afler the fight. as von
Klempt watched Kroenen moan and whine. he

had nothing but con
tempt left for his former
friend. Rasputin's sud
den appearance
shocked him speechless,
and he was buried with
the rest when the faCility
collapsed.

Unlike the others, he
survived. He somehow
made his way back to
South America. and dis
covered that, in 35
years. the jungle had
reduced all his work to
niSI. He then went to
IngolstadL where one of
his smaller secret labs
was still relath·ely inWd.
Half-heanedl}'. he built

himself a lxxIy, and began work on Kriegs.,ffe
=10. He was aoout to succumb to despair when
Rasputin spoke to him, telling hinl that the rock
et from Hunte Castle was ready to rerum. and
that he could use what it contained to destroy
the world.

\X'ith renewed purpose, "on Klempt contad
ed his granddaughter. Inger \'on Klemp!. who
was living under the alias Laura Kamstein as a
member of the Austrian secret police. She sent
men and equipment to Hunte Castle. where
Herman \'on Klempt had already established
himself. \X'ith her aid, he guided the rocket cap
sule to a safe landing, He was then inteffilpted
by Hellboy and Roger. who dismptec! his plans
and apparemly killed him.
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Ibs. An atlrJ.ctive blonde

At every point. von Klempt was a man
obsessed. He always had a plan for world con
quest, usually involving cybernetically enhanced
apes and robot tanks. He was eve'1'lhing an
insane l'azi mad scientist reduced La a head in a
lank should be. lie respected no one as an
equal. and anyone who couldn't sec the right
ness of his plans was. by definition. an idiol. He
was also unlucky. as \Vas pallicularly eyident in
his tendency to have JalxJr<ltories bum and col
lapse around him (four instances are on record).
and in losing his body ((\Vice).

His Breathe Fire, Damage ResiSlance. and
Flight abilities afe built inlO his lank. v,hich is
essentially pan of him. (Technically he does 110l

breathe fire. but rather fires oolts of electricity.
but the game mechanics are the same.) For the
details of the robol Ixxly Ihal sometimes houses
his lank, ><.'e 1', 1-6,

From the end of the war to 1959 \'on Klempt
was working in South America. and could \'ery
well have had severnI encounters with the BPRD
(though the '59 confrontation between him and
Hellboy was their first and last until 200]). Also.
between 1996 and 2001, \'on Klempt '\vas active
:md at large. lie m~IY ha\'e had run-ins with
Bureau agents as he traveled the world search
ing out his old bboralOries, His tank was shat
tered in 200 1. and he is presumed dead. but he
has been thought dead before.

Inger von
Klempt

Age 32; 5'9"; 1,,0
woman.

This represents Inger von Klempl in early
2001. before the Conqueror Worm affair,

ST 12 [20L DX 13 [3OL IQ 13 [30L HT 12 [201.
Speed 6.25: I\IO\'e -,
Dodge 6: Parry 8 (Iuclol.

Advm,tages: Alenness +2 1l01: Attradi\'e 151:
Legal Enforcemenl Powers DOl.

Disadvm,lages: Fanalicism (To l\azi Party and
her gr:mclfather) I-I 'iL \X'eak \X'ill -I [-81.

Quirks: Feels protecli\'e to'\vards her men:
Interested in folklore. 1-2]

Skills: Acrobalics-IO II 21: ACling-I-i l-i]:
Adminislration-12 III: Area Knowledge
(Austria)-12 (I 21: Bard-II [I 21: Camouflage
12 [I 2L Climbing-16 [161: Computer
Operation· 12 II 21: Criminology-I-i III:
Diplomacy-lO II 21: Disguise-II 1I 21: Dri\'ing
(Automobile)-12 III: Eleclronics Operation-I 2
[11: Fast-Talk-12 [IL First Aicl-12 [I 2L
Forgery-IO [I 21: Guns (Pisto1)-16 [21: History
13111: Interrog:nion-12 [II: Inlimidalion-I2IIl:
.Judo-l2 121: .Jumping-11 II 21: La\y-12 12l:
Leader:-.hip-12 III: Occuhism-I2 11]: Research
II 1121: Running-IO III: Shortsword-l'-l [-il:
5Iea1lh-12111: Streelwise-12 [II.

Languages: Engli6h.11 112L German (native)
13 tOI.

Inger \'on Klempt was born in Ihe late 1960~

10 Herman \'on Klemp(s son. Hans. Her family
had to m(we ,*,veral times when people disco\'
ered her grandf.nher had been a l\azi scienli:'>1.
111e family name was changed (0 Karn.stein
aboul Ihe lime they seuled in Austria. Inger took
the name -LaUf""J.·· She '\\'as secretly raised to be
proud of her gr.lndfather and to belie\'c in :\ni
ideals, \X'hile tf""Jining 10 be a member of the
Au~trian -.ecrel police. she was also becoming an
assa~in. working for the 'azi cause.

In Ihe laIC 1990~ her grJndfather COnl3cted
her. and a~k<..."(1 for her aid. She was delighted (0

help. She ~nl equipment. and many of the 10c<i1
l'\azi·wann~lbe~. to Ilunte Ca.stle. She also kepi
her t.."'af"::) open for any ~ign of oUL'lide inleresl in
Ihe ca~tle. \\'hen Ihe BPRD contacled the
Austrian gO\'ernment aboul possible paranormal
?\azi adi\'ity al the !'lite. she heard. She claimed
10 ha\'e gro'\vn up near Ihe castle. and to be able
10 act a~ a guide for Bureau agents. After meel
ing I h:llboy and Roger. she led them into an
ambu:-.h. and then met her grandfather in per:;on
for Ihe firsl time.

Sep:mltecl by decades, generations, and
insanity, lheir mccling was ~lr'lined.

Neverthele:-.s. :-.he cooper.lted until she learned
the truth of his plans. Faced with the Conqueror
Worm, she ned inlo the depths of the castle,
Eventu~tlly. her grandfather found her. He told
her Ihat the world would be burned 10 a cinder.
She asked if he had perhaps tried to spare her
through lo\'e, He denied it and abandoned her
to the tran:-.formalion caused by his plans. In her
despair, she :-'<'1\\' Rasputin's ghosl. He (old her
that she carried within her the seed of the new
world to follow the Apocalypse. This brought
her some brief comfort. unlil she mel Ihe gho~1

of Lobster john.wn. who shot and apparenll}
killed her,

Inger \'on Klempl spent decades hiding her
tme allegbnce~. and \\-as skilled at deception
and preten~. Iler fatal blind spol was her hero-
worship toward her famous grJndfather. \\"hen
playing the part of 1......lllrJ Karnstein. she \\,:15

friendly. inqui.silin~. and helpful. \'('hen she was
able 10 drop the mask. she was a heartJess killer
'\vho enjoyed her \vork. 111e Bureau had no rea
son 10 SUS1:>ed her when she offered her sen'ic
e~ as gllJde in 200 I. so any BPRD agent who
encountered her earlier than that either ne\-er
saw her tme ~lf or died, If she sUf\'ived being
shot by Lob:>ler Johnson. her transformation,
combined wilh the loh.sler claw burned into her
forehead. will prevcnl her returning to a normal
life. She may try to reconstruci her grandfather's
work from the materials in the dungeons of
Hunte Ca:-'Ile. or simply roam the mount'lin~.

killing anyone ,~hc find:-..
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Ubel and Arnwolf von
Braun 295 points

Age &" ';'S", 160 Ibs. (L:bel). ';"73 q', 158 Ibs.
(Arn\\'oIO. Cauc:lsian males. connected at the
alxlomen, hoth with thin black hair. They appear
to be in their bte 50s, thanks to life-preselving
rilu:lls.

In GURPS tenns. the von Brauns arc a single
Ch~Ir::lCler: they do nothing sep~lr:ltely. nol even
..,peak.

ST 12 [20], DX 91-1010 IQ 1516010 HT 1212010
Speed 5.2): ,\love ).
Dodge 5: Parry') (Knife).

Atlvlltllages: Alertne~:-; +I lSI: AUlQlr.:lOce [51;

Conjoined T\\'in~ (Single Character) [60J;
Language 1'<llel11 +.3 [6J: Ritual

Aptitude [5]; Single-Minded I
[)J; Strong Will + I [410 Very
Wealthy [3010

Disadvantages: Bloodlust
HOJ; Cowardice [-101,
Curious 1-')]; Enemy ()WRD.
6 or less) 1-101: Obsession
(~humanitysuffer) 1-151:
RepUlalion -3 (As socio
pathic magician:-.. to par.:t
normal inve,<,tig:ltorsl [-5J.

Quirks: Distrustful of peo-
ple: Fascinated by magi
cal at1ifacts. [·2J

Skills: Acting-1311 210
Adminislr.Hion-l.3 [I 2J:
Archaeology-I I 12J,
Climbing-S [110 Com
puter Oper3tion-1 I
[I 2], Criminology-13
[I 210 Demolition-13
II 21: Diplomacy-12
[I 21: Electronics
Operation-1311 '21:
Escape-1O [810 Fast-Talk-15
1121: First Aid-14 fl2L Forgcly-l'-l [2L Guns
(l'istoll~IIIIL Hbloly-16 [GL HoidollH3 [I 210
JllIerrogation·13 /I 21: Intimidation-13 II 21;
Knife-12 ISL Law-15 iii; Literatllre-12 [I 210
Occuhism-I- (61: Physkian-12 1I 21: Physics·
I" [2], Psychology-12 11 21, Re"""rch-16 IlL
Ritual J\1<lgic-16 112J: Stealth-II 181: Stree(wise
13 II 210 Slirgery-12 iii; Theology-14 [210
Writing-1311 21; Zoology-12 [121.

L(mguages: Albanian-16l1/21: Ancient Greek-16
[I '21; English-16 [I 21; French-16 11 '21;
German (n:Hiwl-IS [01: J::lJJ:lIle:'le-16 [1 '21;
I...lIin-16 II 210 Rlissian-IG [I 210 Sanskrit-I')
II 210

Patbs atld Rituals: Path of Knowledge-I'-I ('-II:
Rituals: AUr.:l Reading-I·, (OJ. Loc:ne-12 (61.
Read .\Icmone't-II lSI. \eil-II [6]. Path of
Luck-12 [II: Rllllals: Chaperone-12 [61.
Grcmlins-II 161. .\lalcdinion-9 [lOl. Path of

Protection-14 141: Rituals: Cleansing-12 [41.
Curse Sanctum-14 [OJ. Endure Elements-II [OJ.
Ghost Shin-12 1101.

Cbel and Amwolf \'on Braun were oorn on
February 29. 1916. in Siddinghausen. Germany.
to parents Fritz and Gretc. Ubel came fil3t.
Arm-volf a minute later; they were conjoined
(Siamese) twins connectcd at the abdomen. The
midwife declared that the \'on Br3un house was
cursed and told the town council thai the von
Br.luns were in league wilh Lucifer. A local
church officbl ordered thai Ihe von Br3uns be
arrested and their house burn\.=>d 10 the ground.
Grele \'on Braun smuggled her newborns to
\'('olfgang l\lelman. a f,lmily friend and local
bbcksmith who had once worked in the circus
as a strongman. Wolfgang gave the t\vins to his

old
boss and

circliS
ring

leader.
Bnmo

Lise!.
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Lisel intended to mise the (wins as a perfonn
ance act to supplement his failing circus. As the
twins grew older. however, they only spoke
together, severely limiting their performance
capabilities in Bnll1o's eyes. Bruno suppolled the
YOllths for several years, but '111e Great War had
crippled his business, and eventually he aban
doned them on the streets of Berlin. Ubel and
Arnwolf shurtled around from place to place,
often shunned because of their oddity, until they
were rescued and taken in by Dietrich Eckan, an
occult scholar. Eckan, who served as Hitler's
tutor before the formation of the Nazi party,
instantly recognized the twins' potential as magi.
He schooled the twins in the arcane arts ... and
inducLed them in10 the 111ule Society (p. 106).
Though they were taught Aryan ideals. the rwins
never bought into the idea of a perfect race.
looking the way they did. LJbel and Amwolf
were consumed with thoughlS of revenge against
the human race that had hated and tOmJred
them. The rwins were voracious learners and
secrelly studied with Je\\ish mystics to enhance
their growing magical powers. In 1939. they
were discovered meeting with Jews and expelled
from the Thule Society and Germany.

Ubel and Arnwolf traveled the globe for the
next 60 years. looking for magical anifaas to fur
ther their goal of making humanity suffer, II is
rumored that. despite their past allegiances. they
were instrumental in convicting ~azi Parry mem
bers at :--Juremberg. TIley have im'estigated all
areas of science and the occult. from undersea
exploration to the Son of Sam. "Iney have clashed
with the BPRD and similar agencies all O\'cr the
globe.

Ubel and Arnwolf von Braun are conjoined
[\yins; they ~lre connected at the abdomen but

•

share no org~ms, They are mildly telepathic with
e3ch other. and speak only in unison. 111ey haye
extensive occult training from some of the
world's brightesl minds and are nOI afraid to use
their powers. 11ley have a great disdain for
humanity in gener.ll, only using humans as
pawns in their schemes. They are otherwise dis
trustful and tend to isolate themselves from
human contact.

General Klaus
Werner von Krupt

A high-ranking member of the Special
Group. von Knlpt was [he milit3fY O\'erseer of
Project Ragna Rok. and was on Tarmagant island
when the ritllal occurred. Enraged by its appar
ent failure. and argued wilh Rasputin. In turn,
Rasputin casl a slow and vicious curse on him,
\'('hen the key members of the Ragna Rok team
ned Gennany. von Kmpfs power base col
lapsed. and he began losing his hold on reality.
At the end of the war. he was captured by the
Allies and placed in an asylum. \'('hen he died.
six months laler. his lxxIy was filled with beelles
of an unknown type.

In life. he was a lall. gallnl man. missing his
left eye. He typiC".Jlly wore an opaque monocle
bearing a swastika O\'er Ihe socket or (in the
field) wore goggles with a swaslika painled over
the left lens.

Professor Doctor
Ernst Oeming

Possibly the greatest genius of the Special
Group. Oeming was considered on the same
level as EinSlein and Oppenheimer. Given lime.
he easily might have provided the Reich ",ith
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nuclear bombs and ~l fully developed space pro
gl.lm. He was also the brains behind the Nazi's
enlel experimenls in psychic technology. often
using the artificially sustained heads of known
psychics as amplifiers. Given a few more years.
he could have ensured a ;\Iazi victory.
FOllUnmcly. he was ass.:1.ssinated on January 1.
19.39. Himmler ordered (hat his body be used (Q

complete his OWI1 experiments in conLacling
transatmospheric inlclligences and returning one
to Earth. His body was given a SOl1 of pseudolife,
lhrough his OWI1 psychic devices. and bunched
imo space. \'X/hen it renlrned. over 60 years Ialcr,
there was nOlhing of Oeming inside.

If encollnlcred prior 10 1939. Deming will
p::tim the perfect pidure of an absent-minded sci
entist. His dark side will 1101 be obvious in mOSI
conversations. but he is :l "scientific r:Kis\." firm
ly believing thai the Aryan race is the only one fil
to rule the world. lie also has no compunctions
about decJ.pitating people :lnd allificially stimu
lating their brains to pursue his research. He was
a stooped. bespect:lCled man, \vith frizzled while
hair and musl:lche.

Hans Uhler
An oppommisl with no ethics. during the war

L"bler r:m :l nightclub in Berlin which combined
the \\'orst aspects of a chamber of horrors and :1

freak show. Deformed humans. and the occa
sional monstrous nonhuman. were forced to per
form for the cllIertainmem of the jaded c1ub
goers. 'l1,e club was fXlpubr with the Special
Group. particularly the R.1gna Rok team and
Rasputin.

Through unknown circumstances. after
Giurescu was. betr:lyed and executed by Hitler.
Ubler came into possession of his body. Ubler
ned Germany in early 19·15 and toured with car
ni\'als across Europe. He eventually changed his
name to Howard Steinman and seuled in New
York. where he est:lblished a wax museum.
Rumor suggests lh:n some of his statues were
freaks from his nightclub, murdered and encased
in wax. 'nlough he had a Giurescu figure on dis
play. he kept Giurescu's actual body in his stor
age room. His museum alt3ined some fXlpulari
[yo reaching iL') peak with the underground art
scene in the 19605, By Ihe 19905, it was open
only by appointmem, In 1996, Haupstein tracked
down Ubler. murdered him. and took Giurescu's
body,

In life. L'bler was a fawning cm\'ard with his
jXllrons. a manipulati\'e tyrant to his employees.
lie wa~ a short Caucasian man with (at the time
of his de:nh) white h:lir. mustache. and beard, He
clearly kne\y a great deal about the occult. but
the only thing he did with that knowledge was
exploit il for money in the most obvious and
t:l\\'dry \\·ay. He had many connections through
out the Nazi power structure. both during and

after the W:1r. and quite likely provided aid to sur
viving Nazis traveling through New York. The
Bure:lU knew his dual identity in (996, but it's
unclear when they acquired this knowledge, It's
fXlssible Cbler served as a snitch for [he Bureau.
providing information on the occult and ,\'azi
underground.

Roderick
Zinco 180 points

Age 45; ;'9"; 150 Ibs. A dark-haired Caucasian
man with brown eyes and a mustache.

'111is represents linco shortly after he met the
Ragna Rok team,

ST 10 [01; DX 10 [01; IQ 14 [45[; HT 12 [201.
Speed 5';0; Move 6,
Dodge 5,

Atlvall/ages: Attractive IS); Fihhy Rich ISO];
Multimillionaire 2 ISO); Reputation +2 (As a
successful businessman. 7 or less) 131: StalUS 4
(5J',
• Includes 3 free levels for Filthy Rich and

Multimillionaire.
Disadvalliages: Fanaticism (To Rasputin) [-15J;

Greed [-151; Weak Will -I (-81.
Qllirks: Co\\'ardly, (- 11
Skills: Aaing-12 II 2); Administration-18 IIOJ:

Climbing-IO [2]; Computer Operation-13 [1'2];
Diplomacy-14 [41; Driving (AlItoll1obi[e)-9 [11;
Electronics Openl\ion-12 [1/21: Engineer-12
iii: Fast-Talk-12 [I '2), Gall1bling-12 [I '21.
History-13 (2), L1\\'-14 [41; Leadership-14
121. Merchant-16 [6], OccliltiSIl1-12 (I 2],
Psychology-II (I '21. Research-I 2 (I 2],
Running-IO [I]; Savoir-Faire-17 [2]; Swimming~
9 [1/21: Writing-12 [1/21.

Langllages: English (native)-14 [0], Gennan-12
[I '21; Spanish-12 Ii 21.

A millionaire businessman. Roderick linco
was the president of Zinco. Incorporated (p.
171), and heir 10 one of its founders. Innuential
both in his own right and through his company.
he owned property throughout the Cnited States
and Europe: had access lO the cuuing edge of
communications. weapons. and aerospace tech
nology; knew and socialized with powerful lead
ers; and owned his own island in the C:lribbe:m.
All this changed \vhen Rasputin visited him on
that island in 1995. Rasputin made Zinco his
s)a\·e. and linco promptly traveled lO )lorwa)' lO
offer everything he owned 10 the Ragna Rok
team,
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Over the next year. at the orders of the three
Nazis. Zinea ~ln':lnged for enormous shipments
of equipment to NOJ\vay and provided the
Ragna Rok te;Jm with ~lssistants and dozens of
experilllelll~1l subjects. He aLso detennined that
the BPRD posed the greatest potential threat to
his master. and arranged for his company to pro
vide the Bureau with sabotaged gear. With his
free will destroyed by Rasptllin. his administra
tive skills suffered and his company began to
disintegiJte. lie himself was nOlhing but a cow
ering serY;HlI for Raspulin and the Ragna Rok
team. \X'hen the team began to fall apart.
Rasptnin blamed him for finding \'on Klemp(s
head and bringing it to i\Ofway. Rasputin struck
linea blind. In Zinco's panicked nailing. he aca
denwlly triggered the destnldion of the .\"orway
sanctuary.

Prior to 199", Zinco was nQ{hing more than a
succes.',Jul bu~ines.<;man possibly a bit less
scrupulou:'t than most. but not tnlly evil. His
encounler with Ra~putin destroyed his free will.
During the next year he would literally do any
thing Rasputin or hi.'l proxies requested. If
encountered during thb time, he will still have
the confident mannerisms he h::lC1 before
Rasputin came. but undernellh will be nothing
but a furtive. scared sbve.

Unmensch 110 points
Age 27; 6T; 170 Ibs. A bald. hulking

Caucasian man with :I metal <Inn and a bolt in
his forehe~ld. lie speaks only in guttural
German. and usually docs not wear a shit1,

ST 14 ["51: DX U 1;101: IQ 9 [~101: HT 13 [301.
Speed 6,"0: i\.love 6.
Dodge 6: Parry 10 (Brawling),

At/Vtllllages: Combat Iland [10]: DR 5
(Limitation: Combat Hand Only, --5%) 14]:
Patron (lisa Haup~tein. 9 or less) [151:
Spring-Loaded Fist II 21.

Disadvantages: Duty (To Haupstein. 15 or
less) [-151: Overconfidence 1-101: Unattracti\'e
[-51: Unluckiness 1-101: Unnatural Feature
(Cybernetic pans) 1~5J.

Qllirks: Taunts his opponents. 1~I1

Skills: Armoury~- II 2L Br;I",ling~16 (8);
Climbing-II II 21: Disguise-S II); Flail~12 121.
Guns (Pi~to1)-ll [I 21: lIistory-6 II 21:
Interrogation-8 III: Intimidation-II [6].

The -Un-.\lan." L'nmensch. "'as I1sa
Ilaupstein's cybernetically enhanced g(X)n.
Possessed of limite<! intelligence. a Cnlel streak.
and very liule common sense. he eagerly
anacked Hellboy at Haupstein':'t command, get
ting in two good hib before Helll)()y ripped off
his mechanical hand <md beat him with it.
Shortly thereafter he wa:'t killed and eaten by a
\·ampire.

It is unknown if Unmensch was unique or
pal1 of a series of similarly modified lhugs.
Presum~lblr. Ilaupstein could have created a
number of soldiers with :1 \'ariety of enhance
menLS. His ~pecifk modification was a mechani
cal right arm Wilh a spring-loaded fist. Haupstein
could also have created arms with built-in guns.
extensible legs. and Q{her abilities.

Typical Nazi
Stooge 45 points

Age 30; S·II-; 160 Ibs.

ST 121201: OX 11110); IQ 91~101: lIT 121201.
Speed S,-S: ~love -.
Dodge 5: Parry 8 (Brawling>.

Dislu/ulI1l1ages: Fanaticism (To l':azi Party)
[~15); Duty (To a Kazi leader. 12 or less) I~ 101.

Skills: Brawling-13 I'll: Computer OpeI"'"dtion-1O
[11: Demolition-IO 10.1]; Dri\'ing (Automobile-)
10 Ill: Electronic~OperJtion-II [61: First Aid
9 [II: Gun, (PistolJ~12 I2L Hislorl'~- [II:
Running-IO III: Shortsword-I2 [-I]: Street\\'be

10 ["I:

\X/hencver survivors of the original Nazi party
set up operations. they go out and hire modern
neo-Nazis to do the gnlllt \york. Few of them are
anything more lhan deluded racists with some
military background.

Others
Though Rasputin and his Nazi allies are per

h:lps HeIllJO)':'t most dangerou:'t foes. there :Ire
olher evildoers OUI there,

Igor Weldon
Bromhead 110 points

Age '19: ,,'8": 189 Ib:'t. A ~hort. Q\·erweight.
balding Caucasian man. with a round head and
a :'tilly mustache.

This repre:-.elll~ Rromhead just after he
escaped from pri,:,on in 1996.

ST 9 [-10); OX II 1101; IQ 151601: lIT 10 101:
Speed S.2'1: Move ....
Dodge 5.

At/vlI1l1ages: Ritual Aplitude lSI.
Disadvantages: Cowardice 1-101: Greed 1-1'11:

O\'erconfidence 1-101: O\'erweight I-51:
L'nattracti\'e [-SI.

Quirks: Despises Ilellboy: Smug in \"idory. 1-1J
Skills: Acting-II [II: Archaeology-I2 II 21: Bard

13 II 21: Cril11inologl'~13 II 21: Diplol11acl'~

12 II 21: Dbgube-I.J [I 2]: E~C<lpe-Il

[81: FO>I-Talk-16 ["I: Forgerl'~12 II 2J;
Gal11blil1g~13 [I 2/; Hislorl'~16 [61: HoldoUl~

J3 [I '21: Inlerrogation-Ij 1111: La\\'-12
[121: Lockpicking-l'l III; j\lerchant-]6 [I]:

Occultislll-161·d: Pickrxx:kct-9 III: Research-
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I" Ill; Ritual ~lagic-14 III: Running-8 Ill;
Sa\'oir-Faire-14 [I '21: Shadowing-t3 [I '2];
Ste:tlth-IO [1[; Theology-12 [1121, Tr.lps-13
[I '21.

LallglUlges: English (nall\'c)-15 [OJ: French-13
[I 21, l.atin-13 II 21;

PalJJs fwd Rituals: Path of Cunning-Io..! III:
Rituals: Cloud .\Icmory-Il 181. Hand of
Glo')'- [2 [101. Mist- J I 121. P",h of Knowledge
[3 [21: 1Ii/llals: Loc:tte-13 [[01. Veil-II [21. P:tth
of Protection-13 [2l: Ritllals: Chaperone-12
[81. Curse Sanclulll-13 tOI.

A ..,mall-lime con !llall. Bromhead kne\\ just
enough about the occult and finial magic lO put
i1 to criminal lise. He first came to the Burell(S
atlenlion in the late 19705, as a black-IllJrket
procurer of occult relics. The
item:, he acquired were bke:-.
as often a:, n(){, FUI1her. he
had no qualm3 ~llx>lIt h:x-Jting
items better lefl lost as long
as he \Vas protected from
their ellens. "Lei the buyer
1:>ew3n:" \\'3S hi~ molto.

HelllX>y c.Jught Bromhead
in 1981 ,mel selll him to jail.
lie \\'<I~ there for I" ye::lrs.
until he man<lged to escape.
He promplly re~umeel his old
profession, and III 1999
obtained SI. Dunstan's box
(containing the demon Calac)
for Count :111<1 Countess
Guarino. :\"ot surpri~ingly. the
transaction came out badly
for all im-olved. particularly
once I k'lII)Qy and Abe S~lpien

arri\·ed. Bromhead was trans·
fanned into a li7..ard by the
demon AMarOlh and trapped
in an exides.-. rOOI11. It is
unlikely that he still survives,
and even less likely he Ius
found :1 \vay to become
human again. but he was
ne\'er one to gi\'e up easily.

Bromhead \\as always
JX>lite (to the point of obbe
quiousness) with customers.
smug to those under his power, and a coward in
the bee of physical threats. He knew enough
about magic nOl to use it too much. ~lI1d always
first arr..IIlged to be protected from any side
effects. He was forever on the lookout for his
ne),,1 con,

Count and
Countess Guarino

An unfoltunate pair of 5manists. the GU:lrinos
were I~rpetllally looking for wealth and po\\'cr

with which to beLler serve the Devil. However.
they were repeatedly taken in by hustlers and
thieves. The Bureau knew of the string of bad
decisions they'd made with regard to obtaining
occult JX>\\'er. and the constant messes thal
resulted. In 1999, they made a deal with Igor
Bromhe-ad to obtain 51. Dunstan's box. which
they believed contained Satan himself. Instead.
the demon Uabc inside the box possessed the
Countess and turned the Count into a monkey.
The Countess' soul was presum~lbly destroyed
by the possession: in any case. her IxxI}' \vas
killed by I-lellboy. 'l1,e Count. in monkey-form.
an..acked and lortured Abe Sapien. but was killed
by a fall from a height. In life. they were both
Caucasian. with pale gray hair and haggard
faces.

Professor
Edmond
Aickman

While of occasional aid to
the Rure~lu. Professor Aickman
was more of a dangerous nui
sance. A good friend of
Professor Bruttenholm's in col
lege, he was a brilliant folklorist.
They remained in touch Q\'er
the next few decades. and in
1956 Bruuenholm loaned him
Hellboy for an investigation.
11,e investigalion turned oul to
be a scheme 10 gel gold from
King VoId (p. I),,). and the inci
denl ended with Ilellboy badly
beaten. Aickman had a hole
burned through his hand. and
became a beggar.

Over Ihe nexl '-to years.
Aickman recm'ere<! some of his
standing. married, father<.-"<! a
daughter. and then lost his wife
to old age, Ilis next meeting
with J-1ellboy wasn't until 2000.
when Hellboy broughl "I1lOr'5
hammer to his house for analy
sis. In that affair. Aickman con
spired wilh Ihe frosl gianlb of

Germanic myth, ,;va5 betrayed by one of them,
and died.

Venal and untrustwollhy. Aickman served as
an occasional resource for BPRD agents in
Scandinavia. so long as there was no oppoltuni
ty for him 10 get wealth or power. Despite his
undeniably keen mind and skills. he ne\'er man
aged to overCOme his baser instincts. A native
Norwegian, he had thinning black hair in the
1950s. which was reduced to white wisps by the
time of his death. He ~l1so began wearing rec
tangular gbsses before he died,
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Chapter Five

Paranortnal
Abilities

This chapter describes three different forms
of paranormal power which humans and super
natural beings ("dn possess: rimal magic. spell
based magic. and psychic po,...ers.

Overview
All three kind<; of power described in this

chapter lap the same types of energy or forces.
but in different ways. A ritual magician manipu
lates symbols. spirits, and the unh'erse using
est3blished techniques. combined with trJined
willpO\"\'er and perhaps special tools. Rituals me
510\v. but C'JIl accumulate a 101 of power. Fulther.
they can be attempted by ,myene who is pre
pared to put the work in. ahhough some people
are inherently better at it than others. Thus, they
are by I'm the most common form of magic
among normal humans who wanl access to
supernatural pO\ver.

In contrast, spell-based magic (which
includes some innate powers of supernalural
creatures) im'olves using ambient and personal
energies in specific ways. This is achieved by fol
lowing "compressed rituals:' which may be
learned or known instinctively. Spells are usual
ly quite fast. but are very much a brute-force
technique, If ritual magic is akin to carefully
using lockpicks on a sealed dexx, spell-based
magic is more like breaking it down with a swift
kick.

Finally. psychic powers draw on purely per
sonal energies. J\lost people can't do it at all,
while a few are born with \'ast psychic talents.
Theorists specuhlle that the same symbols

manipulated by magic-users 'Ire encoded in psy
chic people on a genetic le\'el. If you aren't one
of the lucky few. you can't get these abilities by
any amount of study, Indi\'idual psychics rarely
ha\'e more than one field of ability (e.g" fire),
and the entire range of knmyn psychic po,yers
is much smaller than the field cO\'ered by magic
in both its forms.

Powering Paranormal
Abilities

Some paranormal abilities - particularly spells
- require energy 10 work, Most often, ~his ener
gy comes from the magic-users or psychics
themselves; spending I point of energy costs I
point of fatigue (p. 77), Olher sources arc possi
ble. As described on p. 132, a psychic's powers
can be drained 10 provide energy. and occult
technology like the Ragna Rok Engine can also
fuel paranormal abilities. GMs can create other
sources, such as enchanted gems or geomanti
cally designed temples. at will,

Defending Against
Paranormal Abilities

For both normal humans and empo\ycred
beings who must do battle \vith their myn kind,
the best defense is a strong Will (see p, 6:;),
i\lany rituals. spells. and psychic abilities are
marked as Resisted. TIle character who im'oke~

the power must win a Quick Contest (p, 60) of
the appropriate paranormal skill (with all modi
fiers) with the subjed'S \X'ili. or it fails. A few
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A Paranormal Powers Glossary
adept: Anyone with the Rilual Adepl advan

tage (p. 31).
caster: Person perfonning or casting a ritu

al or spell.
charm: hem empowered through a ritual.

Protecti\'e chanllS are oflen called amulets,
\vhile channs that draw things to the wearer are
called talismam.

client: The person for whom a ritual is
being performed (who may be the magician
himself).

empowered being: A magician, mage, psy
chic, or other entity capable of manipulating
paranonllal forces.

energy: Many paranormal abilities require
energy. Most often, lhe user or caSler lakes
fatigue (p. 77) equal lO the needed energy.

ESP: Extra-Sensory Perception. TIle power
1O see, hear. or know things that cannOl be
delected wim me ordinary fi\'e senses.

Guard: A paranormal defense that may
resist the anacker's skill in a Quick Contest

mage: Someone with the Magery advan
lage.

magery: An innate talent for spell-based
magic, and an auunement 1O mana; the GURPS
advantage Magery (p. 34).

abilities are resisted by something other than
\Xlill. such as HT or 51'; they are clearly labeled.
(l1le rest of this seaion assumes it's always \XliII,
however. )

.\Iany paranormal abilities
can themsel\:es be used as
defenses. 11ley come in (wo
kinds. Gutlrds and SCreens.
Guard., resist auacks; if they
are bener lhan the targer's \X'ili.
they replace it in the Quick
Conlest against a resisted
anack. Some can also force a
Quick Contest for paranormal
skills [h~lt me usually not resis
ted! An example of a Guard is
the Veil ritual. p. 125. Screens,
on the other hand. are passive.
They have a Power level.
\yhich is subtracted from the
anacker's skill. An example of
a Screen is the .\Iagic and
Psychic Resistance advaIllage.
p.3O.

Guards and Screens often
pro\'ide limited cQ\·erage. For
example. the ~Iind Shield psy·
chic skill (p. 138) is a Screen
that only protects the psychic's mind; a teleki
netic ~llt3ck \yould completely ignore it Also

magician: Any charaaer with me Ritual
Magic skill.

magic.user: A I1l..1ge, magician, or <xher

user of magic. Not a psychic.
mana; The power source for spell-based

magic. Different places may have different lev
els of mana; see p. 130.

Path: A branch of ritual magic focused on a
particular type of effect. The five Paths
described here are Cunning, Knowledge, Luck,
Protection, and Spirit

psychic: In these rules, any person pos
sessing unusual mental powers. Members of
the BPRD use the word specifically to mean
someone with Precognition (p. 136),

ritual: A ceremony intended to have a mag
ical effect. More broadly, any use of the Ritual
l\lagic skill or one of its associated Paths.

Screen: A paranonnal defense lhat sub
tmas its Power from the auacker"s skill.

spelh A fannula or procedure intended to
have a magical effect.

subject: The person, place. or thing a ritu
al. spell, or psychic power is intended to affea.

target: Synonym for slIbject, usually used
when talking about hostile spells.

user: A person using a psychic skill.

note thai in some cases an attack may be blunt
ed by both a Screen and a Guard. In this case
the auacking skill is first affected by the Screen.

and then at the lower le\'e! must win
a Quick CoIllesl with the Guard.

Ritual
Magic

Ritual magic im'O!\'es ceremonies
intended to manipulate symbob.
probabilities. spirits. and [he uni\'erse.
It requires the Ritu~lI J\lagic skill (p.
49). and 'lnyone with that skill can
perform rilu'll magic. bUl advantages
like Ritual Aptitude (p. 31) and Ritual
Adept (p. 31) make it easier. A practi
tioner of ritual magic is a magiciclIl.
though different cultures use different
titles.

Ritual magic is di\'ided iIllO Ptllbs.
or areas of interest. These Paths rep
resent the knowledge of how 10 pro
duce pallicular effects. Since the Paths
all default from Ritual Magic. all magi·
cians ha\'e some ability in e\'ery Path.

although most specialize in one or two areas and
have only rudimentary :>kill in the rest.
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Learning the Paths
The prerequbite for all the Palh skills is the

Ritual !\Iagic :,kill (p. 49), which the magician
must have at level 12 or higher. ;\0 Path skill can
be at a higher le\'elthan the Ritual Magic skill. A
student must spend al 1e'''Sl 1 full IX>int in Ritual
1\lagic in order to perform rituals with it: with
half a point he can only identify rituals.

Each Path is a ~lentaJlVery Hard skill. All
Paths defauh 10 Ritual ~Iagic minus 6. but if the
magician ha~ put no poinLs into the Path. the
maximum defauh level i... l'-i. Paths can be
imprO\"ed from the default.

EWlIl1ple: Eliana AJeixo (p. 1:30) has an IQ of
1'-1 and Ritual Magic-16 (IQ+2. 16 points). Her
default in the Path of Spirit is 16 minus 6. or Path
of Spiril-IO. 111i~ b IQ-f. the same le\"el she
would have had if she"d spent 1 2 point to leam
the P~llh. \X'hen she improved her Path of Spirit.
she gOt that first I 2 pOint for free. '111e 3 I 2
points ::.he has ::.pelll on il give her Path of Spirit
13 (IQ-1. normally I points). (;\'ote that a magi
cian only geb poinL... for free if Ritual Magic is at
IQ+2 or betler. GM~) who find this use of defaults
confusing may ignore it, or limit Ritual Magic to
lQ+ 1 or lower.)

Ever)' Path has several rituals, each of which
prcxluces :1 ::.pecilk effect. These rituals default
to the appropriate Path ~11 a level of -010 -8 (see
the specinc ritu:ds). Any default penalty may be
bought off for 2 character points per -1, A magi
cian cannot have more skill with :l ritual than he
has 'with its P'ith.

Ritual Aptitude
While anyone can learn and use rinlal magic.

only the gifted can u~e it to full effecl. Those
without the Ritual Aptitude advanlage (p. 3]) roll
at -5 if they actually try to perform ritual magic.
Also. the maximum ~kill they can have in any
Path is 12. Ritual Aptilude remm'es the penalty
and the limit.

Ritual Elements
All rituab h3\'e three basic elements: time 10

conelu'-1 the ritual. sacred ~pace attuned to the
SpiriLS. and malerial components. These e1e
menl"> ad 31\ a focu~ for lhe magician's \\·ill. mak
ing it easier to concentiJle and achie\'e results.
In the right qU3mity or quality. ritual elements
grant bonuses to ritual rolls. TIle combined
bonus from ritual elemen\..':. cannot exceed +15.

ft is possible. in an emergency. to omit ritual
elements. TIlis runs the ri~k of having the ritual
fail or backfire. Doing wilhout elements impos
es a penalty to rilual rolls: cumulative penalties
ha\'e no lower limit. As described on p. 31. pe0

ple with the Ritual Adept advamage can dis
pense with one or more of the Ihree elemems;
third-Ie\'el ~ldepts can simply visualize the ritual
in a fe\\" second~. and it works as if they had
physiGllly performed it.

Time
Rituals are meant to be conducted over a

period of min lites, hours. or even days. Even
~lfter the ritual is over, the effects may not lake
place immediately. '111e deby between a ritual
and iLS effects is usually out of the magician's
hands. but the time to perfOnll the ritual isn·1.

1\lost of the time goes imo repetitive actions
like chanting and dancing. Eliminating these ele
ments makes the ritual more difficult (-2 to all rit
ual rolls), but reduces the time to Id+2 minutes.
Reducing the time 10 Id seconds (just enough
time to visualize the intended result and concen
trate on it) imposes a -5 penalty. (Only adepts
can reduce it furrher. as described on p. 31.)

On the other h'ind. putting extra time into a
ritual impro\'e~ iL':> chance of success. Repealing
the same ritual once a day gh'cs a +1 bonus for
evel)' two days. '111e caSler must dedicate at least
half an hour each day to the ritual. E.xlended rit
uals (more than Ihree limes the minimum lime)
add +2 to all rolls.

\\7beH a magician conducls a rirual may also
be a faclor in its success, Some m'igicalrradition::.
have auspicious times for \yorking magic. such
as sunrise or ~unset. the phases of the m<x>n.
equinoxes, and holy days. These factors can
apply a -3 to +3 modifier. A successful
Occultism-2, Ritu:ll Magic, or Theology-4 roll
reveals the modifier for performing a ritual at :l

given time and can help to pick the best one,

Sacred Space
Temples, hidden groves, medicine I<xlges.

magic circles, and the like are considered sacred
space. An improvised sacred space can be creat
ed with a Ritual l\lagic roll and a ceremony last
ing Id minutes, which includes placing candles.
myslic symbols. sacred items. and the like in the
area. The improvised space "',ill work for only
one ritual. and :11 -I 10 skill. Properly consecrat
ing an area for routine ritual use al no penalty
requires an hour's ceremony perfonlled every
clay for a week. A magician conducting a rilllal
wilboltt a sacred space has a -5 penalty.

A place lIsed con~tantly for rituals over a
span of years has a myslical Hcharge- Ihal aid.-.
any rilllai. Consult the table on p. 129 for specif
ic bonuses. Powerful sacred spaces are likely to
be claimed by a magician or group of magicians
... who may not want to share.

Material Components
,\Iaterial components include representations

of the r~lrget and the spirits ill\"olved in the ritual.
sacrificial offerings. :lI1d occult symlx>ls of power.
Simple ritual components allo\\" lhe magician to

conduct the ritual al no penalty. while elaborate
preparations provide !xmuses (see table. p. ]29).

Symbolic represelltaliol1s are necessary \\'hen
lhe subject i~ the unwilling wrget of the dlu:!l
effect. (Willing rccipienL<; do not require special
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symbols for the rirual 10 work.) 111e table on p.
119 gives the penalry or bonus for representa
tion::. of varying qU3lity. .\'01e thaI. if the subject
is not prc...><,enl (which would give :1 +'-l). range is
irrele\-ant. All e1....e being equal. iI's jusl as easy 1O
perform a Read "nlOuglll-" ritual on someone
t1p"'l:li~ or on another continent.

Stu.:riflc:es are never necessary (there is no
pen:llty for not having them) but can make lhe
spirib more inclined to help the magicbn. F(xxl
ollerings (including liquor) provide Ixmuses of
+ J 10 +2. while animal s:lCtifke:-, may grant +2 to
+,-, (if both are olTered, only the higher bonus
applies). HUllun s<lcrificL's only mIraCf spirits
associ:l1t;'d \\'ith evil. Lnfol111n:ltely. such spirits
are COllllllon. The OOIlUS for a human sacrifice is
+I to +i. unless the spirit disapproves. in which
Gl~ i(~ :1 -; j)enaIZr. In ~l11e cases. a willing
human ..,:lcrifice l11<1y be accepted where an
unwilling one \\Quld not.

It i~ I)()~ible for magici:lI1':" to make a sacrifice
oflb(!mselt'(~ as well. Thi~ b only don(;' in emer
gencie~. IX'cause iL is likely La have perm<lnenL
dfecb on Lht, Glster',:,. he-Jlth. For e\'eI)' 2 hiL
poinb ~penl during <I rima!, the caster geLS +I to
:lI1Y ritu:al roll. '111esc lost hit points manifest at
the cnd of the ritual as bnliscs, tears of blood.
:lI1d ~tigmat<l. These bonuses do not count
again~t the + 1') maximum bonus; th(;' magician
can :tdd a IXJIlus equal to his Ill' (meaning he
\\'ill be reduced to -HT hit poi1l\s by doing this).

Spil1'11fC1l s)'/1/bols are also impol1ant in rituals.
Consult the t:lbl(;' on p. 129 for th(;' mcxlifiers.

Defellses
Ilo:;tile riLU:lls are alway~ resisted as

described on pp. 120-121. Beneficial rituals will
be re'li~tL-'(1 if the subj<...-'Ct i... unaware of lhe cere
mony. at \,\'iII---i. An)' Largeled ritual may be resis
ted \\ilh full \'\'ill if thc :-.ubjeet is aware of it and
choo~:-. La do so (e.g.. :,Qmoone who does nO{
wbh 10 h<l\e a Guise (p. 12<1) pbced on him).

Hostile Rill/als
1I0:->lile rituals are subiea to a special rule.

These ritu:lb require two ritual skill rolls; the
normal Quick Contest to determine succes.s. and
:I second roll to protect the magician or his client
from the hostile forces r:lised in the ritual. If the
!)Ccond roll fails. the client sufTers the effects of
the ritual! The magician :and clienl do 1101 gel a
re~istance roll against this; it represents Lhe
inherent rbks of pracLicing malevolent magic.

Sellsillf; Rill/al tYfeCls
,\Io...t people, even lllagician~, do not know

when a hostile rinl3l is u~d .lgainst them unless,
they h,we paranormal defen ...es such as
Chaperone (p. 12;). 'l1lOSC :able to sense spirits
(e.g.. wilh the psychic skill Awareness, p. 1.36)
kno\\' \\'hen they have been cursed, feeling it as
pain, nau!)Ca. or a crushing !)Cn~ of forelxxling.
'111i!> knowledge can save their lives - or fill their
final days with despair.

Paranormal Abilities ~\
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COllditiollal Rituals
nle effects of a ritual nonnally happen after

Lhe ritual is complele<:1 (often wiLh a short deby)
and lasL as long <IS the magician inLended.
Ilowe\'er. Ill:lgicians can alter Lhis by specifying
beginning and ending conditions, such as -when
an illlmder enters my sanctum,- "if he breaks his
oalh." or -until he agree~ to pbce himself in my
service..' Conditional rituab do not apply any
modifiers to the ritual ~kill roll. except where
they ch~lnge the components of lhe ritual (see p.
[22). For example, a representation of the t,lrgel
is usually not available when the targel could be
anybody (as for the protected S:lllCIUIll above).

Multiple Target Modifiers
Some rilu:lls can :lffect :1 group of people. a

town, :t nation. or the whole world. \,\'hen cast
ing a ritual for or <lgainst a group, the casLer can
define Ihe Largets, from -everyone in the CiLY" to
-all my enemies- or -all the bullets on the Lable
in from of me.- Base the penally LO the roll on
the tOlal number of qualifying l:lrgets. using Lhe
lable on p. 129.

Groups of people resist with a single roll of 12
if Lhere are few or no empowered beings among
them, at 14 if at least I(Jlfo of the group is empo\y
ered, :lnd :It 16 if .H le:lst 200/0 of the group is
cmpowered. GrouP!) made up entirely of
empowered beings use the best resistance roll
from lheir number. (This system is for quickly
determining the resistance of generic groups. For
specific. known groups, the GM should t:lke Lheir
specific protections into account.)

Even if the ritu:ll overcomes resisL:lIlce. it l1l:ly
not affect eveIyone in Ihe group. Groups of 10 or
less are affected completely. For groups from 11
to 100, the tOlal number :lffected is equal LO 10.
or half the lOlaI number (Ihree-quaners on a crit
iCdl success), whiclle\'cr is grealer, plus one per
son per point the roll is made by. For groups big
ger than 100,2(11/0 of the group is affeCled (400/0

on a critical success). plus 2% per point the roll
was m:lde by.

Area and
Duration Modifiers

Some rituals can be cast to affect :.I given area
for a given pericxl of time. During the ceremony,
the magician must specify the triggering event, :IS
under Conditiollal Rituals. :lbo\'e. The size of the
:lR"a imposes a pen:lhy. and the duraLion deter
mines how long lhe ritual effects las!. See the
table on p. 129. The default is an area no more
th:ln to yards across, for no more Lhan 12 hours.

Area-efTea ceremonies require one roll to
detennine if the ritual works. When the effect is
triggered. roll again against the same riLual roll (0
M...:.e if the effect \\'orks. A critical failure on a trig
ger roll causes the ritu:11 to stop \yorking for Id
weeks (or altogether. if the duration expires first>.
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Combined Efforts
If magicians combine their dforts. they can

ancmpt more powerful rituals. \'/l1en they clo.
the total skill penalty is divided evenly among
them (round<.-'d up). Funher. the number of
JX>ints by which their rolls are made are added
together to determine the toral effect Only
penahies related to the ritual effect (such as
penalties for multiple targets) GlI1 be shared.
Default penalties and penalties for not using rit
ual elements apply fully 10 each caster. However.
bonU5es gl.ll1tccl by ritual dements also apply
individually and fully.

The C.lSIers lllUSt conduct the rimal at the
S3me time. 111ey can be in different places. but if
they are OUI of each other's sight they are all 3( 

1. Al the end of the ritual. everyone rolls against
their modified ritual skill. If anyone fails. the
whole rilual f:lils. Any critietl failure also affects
everyone. Effects th::H require a resistance roll use
the a\'erage of all modified skill le\'e!s invoh"ed
(rounded down). with a +1 for each magician
after the first, in the Quick Contest

The m~lgici3ns are vulnerable to treachery. If
one of the m:1gicians casts a harmful ritual at
another during a combined effol1. his target geLS
no resist:ll1ce roll. and Ihe original ritual f:lils
aUlomaticallyl

Magic Items
Most lll:1gical items pro

duced by ritll~lI magic are
charms. empowered to grant
the benefit of a rilual to their
owner. Only one charm for
each ritu~ll can be used :It any
time. Charms usually only
work for a specific person.
though some are "general pur
pose," ~lany charms break
when their magic is defeated
or exhausted. to alert the
wearer. Some rituals require
chamls: for others. channs <Irc
optional. serving as a means of
preparing a rilual in advance. and selling the
condition -when thi.-. charm is put on.-

Rituals
Described l:>elow are the rilual Paths. along

with some sample rituals. Although they cO\"er
most of the common ground. the list is not
exhausti\·e. G~ls are encouraged to im"ent ne\....
rituals. using these as guidelines. or consult
other GURPS books like GURPS Spirits.

Every ritual deSCription includes its name and
ils best def:lult. (For example. Guise (p. 12·j)
defaults to the P~lth of Cunning-I.) GMs may
change the names al \vill for O<l\·or. A few rituals
default to more th~lll one P~Hh: the other defaults
~lre listed at the end of Ihe description. If the

time required for a ritual is nOI listed. the stan
dard is h~llf an hour. Many rirual descriptions
refer to the ritual's degree OJ'SIICCess. This is the
«mOulll the magician made the ritual roll by. or
(in the case of resisted rituals) how much he
\\'on the Quick Contest by.

The Path of CU1l1ling
The rituals of this path focus on trickery and

deception. They fool the senses and influence
the mind. Another ritual that defaults to lhb Path
is Veil (p. 125).

C10lld Mell/ol)' (Pat/) ojCllllllillg-7)
Resisted

111is one-hour ritual etn alter or erase one of
the targe('~ memories. If successful. the caster
("".In erase a ::.elecled memory or replace it with a
false memory. TIle affected memory can be
recovered using hypnosis. the Read '\lemones
ritual. or similar techniques. at a penalty equal to
the degree of Sllccess.

Cuise (Pat/) O,/ClIIlIlillg-J)
"111C subject looks and sounds like someone

else for the duration. "111is includes clothing. so
Guise can clean and dress a hooo to look like a
businessman. without otherwise changing his
appearJllce. The G~I can require an IQ roll at

subswntial penalties 10 match details
or create a pleasing effect. Guise
does not change Ihe subject's abili
ties in any way.

/lallllcillation (Pat/) oj
CII II II illg-6)

Resisted
This rilu~ll causes the (<(rgct to h~ll

lucinate. On a success. the caster can
convince him of Ihe presence or
absence of a Single thing. The hallu
cination appears completely real to
the subject. affeaing all five senses.
but it is completely in his mind. The
hallucination must be a single entity.
such as a person. a torch-wielding
mob. a building. or a flock of bird~.

Particularly seal)' hallucinations may merit a
Fright Check. al :l penalty equal to the degree of
success.

Halld ojClol)' (Pat/) 0./Clllllling-7)
Resisted

This ritual creates a chaml '\Yhich aids greatly
in the performance of burglaries. "111e chaml
must be in the form of a candle or candles. If the
candle b Ill~lde from the hand of a hanged thief.
the ritu:11 skill roll is al +).

Once the I-land is created. the client lakes it
to Ihe front of the t:lrget building and Iighrs it. At
Ihat moment. evel)'one in the building (including
watchdogs :lIld Ihe like) makes their resislance
rolls. If they fail. they are JXIl<llyzed bUI conscious
and :1\V~lre. FUJ1her. every physical lock in Ihe
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building is disabled. This il1iII (for eX<lrnple) raise
bars and dis~lble electromagnetic seals. but won"(
affect a door that's nailed shut or blocked by nIb
ble. The client must immedi~Hely cany the candle
inside the building. "l11e effects of the ritual last
umilrhe candle leaves the building. burns ouL is
extinguished. or for the specified duration (nor
mally 12 hours), whichever is shortest

Mist (Patb ojCJ/llllillg-4)
"111e casler performs a lG-minute ritual. sum

moning fog Ih~lI fills the affected area. "me fog
blocks vision beyond one prd.

SI/ggestioll (Patb ojCJ//ll/illg-6)
Resisted

TIle caster can use this lO-minule ritual to
pbnt a single command in the rargel's mind. like
a posthypnotic suggestion. \X/hen the suggeSlion
activates. the 5ubj<.."C1 makes a \X'ill roll. minus the
degree of SllCCes~. If successful. he ignores the
command. Otherwise, he carries it out to the
best of his abilit y.

The Path ofKnowledge
The rituals of this path provide knowledge

and insight. Rolls for Path of Knowledge rituals
should be made secretly by the Gi\'!. since the
magicbn does not necessarily know if the infor
malion is accurate.

Aura Readillg (Palb o/Kllol/lledge)
The ll13gicbn performs::1 IO-minute ritual that

permits him to see the subject's aura, a glowing
halo. This gives the caSler insight into the sub
ject's personality. In particubr, the aura shows
\vhether the subject h::ls paranormal abilities
(and their approximate po\yer). whether the
subject is possessed or controlled. whether any
parnllormal abilities are affecling the subject. and
whether the subject is experiencing violem emo
tions. All living beings have auras: inanjmate
objects do not. i\lost unde<ld ha\'e faint. death
haunted aur.:ls. A \'ampire retains the aura he
had in life. (hough a criticil success \\'iII delect
vampirism ::IS well as olher secret magical trdits
like Iyclllthropy.

LOCClte (Pat/) 0/KII01l'Iedge-5J
May Be Resisted

'111is ritll::ll helps locate a person or object.
111e ritual take~ 10 minutes. If successful. the
caster senses the 10000.:.Itioll of lhe target. The cast
er is at an addition::!1 -2 if he does not ha\'e ::I

symbolic representation of the subject. e\'en if
the magician is normally able (0 disregard mate
rial elemenLs. If the subject is well-hidden. there
is a pen~l1ty of -I to .). A m3gic-user or psychic
being ~ught without hb consent 1113y resist.

Read Mell/ories (Pelfb ojKIl01l'ledge-7)
Resisted

This hour-long ritual empo\yers the caster to
reach into the target's mind :md retrieve a par
ticular piece of information, in the form of a

Paranormal Abilities ~,
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vision, This can be everything relevant the t.arget
knows about a particular person, place. or thing,
or an answer to a specific question. Two rolls
are required: the initial Quick Contest. and an
unresisted roll to remain undetected. If the sec
ond roll fails. the subject is aware of the intnl
sion. A critical failure on the first roll gives mis
leading infoffilation.

Read 77J0l/gbts (Patb oj Knowledge-7J
Resisted

By perfonning a lo-minute ritual. the magi
cian C~n read the ~ubtec"s mind. If successful.
the m::lgician may read the SUbted'S surface
thoughts for a number of minutes equal to the
degree of success (minimum I). Language is no
b::uTIer. but nOnhUIl13n minds rnay impose a
penalty of ·2 or more. On a critical failure. the
subject is aware of the intnlsion.

SCly (Patb ~rKIl01I'ledge-6)
The clster performs a lO-minute ritual. then

sees ::1 brief \'ision of the subject as if the magi
cian were physically present. TIle \'ision lasts for
a number of minutes equ3110 the degree of suc
cess (minimum I), and may allo\\' the caster to
learn about the subject's activities and \vhere
abouts. On a crilical f3ilure. the caster sees a
false vision.

Veil (Patb ojKlloUiledge-3J
This Guard resists ::Ill information-gathering

IXlf::ltlormal abilities used on the subject or in the
:Jffectecl ::Irea. including Path of Knowledge ritu~

als and ESP skills.
This ritual also defaults to Path of Cunning-"f

and Path of Protection-'1.

The Path ofLuck
These ceremonies directly affect probability.

Cbaperol/e (Patb of Lllck-3J
"l1lis charm protects the wearer ag3inst one

threat. Empowering it requires an hour-long rit
ual. after which the wearer is automatically pro
teded against the next danger that occurs. The
wearer may be the only SUlyh'or of a trnin
wreck. or remain untouched in a collapsing
building. Also. any minor curse that does nOl.
directly threaten his life or soul autom31ically
fails. The (".:.Ister may specify a category of dan
gers when the ritual is cast. such as -car acci
dents'" \'\11en lhe chaml has acted once. it
breaks and becomefo. useless. Chaperones cannOl.
be saved or hoarded. and only one can be made
for an individual at a time.

Against a major curse like .\Ialediction. the
chann only delays (he attack for Id days. During
that period. (he wearer of the ch3rm is plaglK-xI
by nightm::lres, The charm itself \\'iII grJ.dually
corrode. wither. cloud up. or otherwise age. until
it finally brelks, Chaperone is neither a Guarcl
nor ::I Screen.

TIl is rilual ::1150 defaults to Path of PrOlection-5,

125



t.. ara1l0rma I Illes
\c.

Gremlills (Path of LLlck-4)
This ritual GIUseS a machine LO break down 

a car might develop engine tfouble. a computer
a rawl hard di~k error. and so fOl1h. If successful,
the machine breaks down within lei hours. Only
on a crilical success is the machine damaged
beyond repair.

Loyal Item (Path ofLLlck-4)
nlis ritual ench:tnLS an item to always rerum

lO irs owner through the fastest means jX>ssible.
The item must be in the client's possession and
present when the one-hour ritual is performed.
Thereafler. if the client loses the item. the forces
of chance conspire 10 return il. For example. a
passerby will pick up the item without really
noticing it, take it in the direction of me Q\vner.
and then lose it when heading in a different
direction. Ab a guideline. small ilems return fasler
than large ones. and items in cilies move fasler
than in nl....1 areas.

This ritual ends if Ihe o\vner willingly gives
the item 10 someone ebe. If. while lost. the
ilem is broughl into a \'(/arded area (p. 12-).
the Loy~il Item ritual Illust win a Quick Contest
against the Ward. Otherwise. the Loyal Item
rilual cease::, to function until the owner finds
[he item normally.

Maledictioll (Path of Lllck-8) Resisted
This powerful curse involves great risk for [he

casler and client. Il brings harm to the target, tar
geting his mind, soul, and body, and leading to
his ruin, injury, and prob~lble death. The roll to
protect the caster and client from the ritual (see
p. 123) is made at -2.

The ritual lakes an hour. Stalling the night it
is completed, nightmares plague the targel for
several cbys. l11ese nightmares contain elemenLS
of lhe rilu~IL and may give clues to the identity of
lhe people resrxmsible. Within a week of the rit
ual's completion, misfol1une begins to hound the
target. lbe first consequence is caraslrophe ar
work. leading to the \'idim's being fired or grJ\'e
Iy injured on the job. After Id further days. he
will offend or olherwise drive a\V3)' mOSI rela
ti\'es and friends: make a new reaClion roll for
e\'ery person or group lhe \'iClim associales \\'ilh,
at -2 times the degree of succes...<;.

Finally, Id days after Ihal, the vioim sutTers a
honible accidenl or aCI of ....ndom violence. /\!; a
resulL the viClim takes 3d damage time:') the
degree of ...uccess (minimum 3d).

At :my point. the subjed may realize he is lhe
vidim of ~I cur~ and seek help. ,\Ialecliction i~

very strong, howc\·er. and protecti\'e ceremonies
(including GU~lrcl<;) ~Ire at ....q against it. If the vic
tim finds the caMer and persuades him to lift it.
the rilllal switches to the client instead. '111e most
drastic solution is to kill the caster; this also IifLS
Ihe curse.

Weapoll Blessillg (Path ofLuck-6)
Weapon Blessing makes a weapon more

effective in comlxll. The ritual takes an hour and
h~ls :I penalty of -I per pound of the weapon's
weight. The we;IIX)l1's wielder may ignore skill
penalties equal to half the degree of success
(round down. minimum I). This does not
increase the wielder's skill. but does allow him to
make more difficult :macks with the weapon.
'111e ritual also changes the next critical failure
rolled with the weapon to a nonnal failure,
although this ends the bles..-.ing.

The Path ofProtection
PrOl<..."Ction ceremonie~ keep spirilual or phy ...

ical dueat:, away from the subject. Other ritu3ls
that default to th~ path are Chaperone (p. 12'),
E:xorci~ Cp. 128), and \cil (p. 125).

ChaI'm AgaiI1st
Demollic AI/illlais Resisted
(Path Ci! Protectiol/-6) b)' WiII-5

111i~ rilual empowers a chaml which help::,
the Ix-arer combat beings thai arc both paranor
mal and anim:llistic. (Two examples are the pig
man Grom (pp. 15+1'))) and the Giant Vampire
Cat of Kyoto (p. I )7); as :1 nile, it will not \york
against beings that can speak,) The charm must
be in cont~lct with the clienl's skin to \vork. When
it is ;Ictive, a demonic animal must win a Quick
COnlest between its Wi[[-) and the ritual, or ii
must nee. If the animal wins, and fights the
welrer, the wcarer gets :l lxmus to his damage
rolls equal to half the degree of success (round
down. minimum + I).

Cleal1sil/g (Path ofProtectiol/-4)
This two-haUl' ritual eliminates any ongoing

curse (such as 1\1:Ilediction or Shapeshift Olher)
cUll'emly <I(fecting the subjt.'Ct or area, if it \vin~ a
Quick Contest with the hostile effect. The soon
er it is conducted, the beuer. If done when the
symptoms firsl appear. lhe Cleansing is at +3. If
the curse is already in ilS final stages, CIe~lIlsing

is at -3. Even if the Cle<tnsing fails, the caster may
(on :1 _'tllcce~'lflll Occultism or TIl<...-'Ology roll) find
out somelhing aoou( the source of the Cll~.

CI/rse Sal/ctlllll (Path ofProtectioll)
'Ibis is a ::.imple ritual of proll--'Cliol1 against

cur-:.e::,. M~t magici:ms cast it on thenbel\'e::, as :1

maner of COllf::,C, a... a first line of defense ag3inst
par:mormal attack. II is :llsa often cast on charm....

TIle rilllal take'! an hour to condud. On a suc
ces..-.flll roll. Ihe fi~t hostile p3....nonnJI abilit)
\-.,ilh long-term eff<...-'Cl.'> buch 3::' J\laledidion or
Shapeshifl Other) that tries to affea the ::,ubject
musl win a normal Contest of Skills with CuP.>e
Sanctum, rolling eH.'I)' hour. (Though Ihe
m<...-'Chanics are <;Iightly different. this counl.'> ;IS ;1

Guard.) If the Cur~ Sanclum fails, it still debys
the hoslile dfecl for ld-l days. giving the .'lubfeci
time to ::.cek olher prolcClion. If the hostik
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ability has sholHenn effects (such as Fireball or
Read Thoughts), it must simply win a Quick
Contest of Skills. and fails completely if it loses.

Dispel (Path oj Protectioll-G)
111is ritual counters the effects of other paf3

nannal abililies. II lakes an hour. and the caster
must know eX3aly wh:u he is lIying 10 coumer.
Al the end of the ritual. roll a Quick Contest of
Skills between the Di~l:>el rimal :lI1d the bener of
the largel ability's skill or the target's Will. If the
caster wins. the targeted ability is dispelled. On a
critical failure the larget is alened.

t'lIdllre Elemellts (Path ojProtectioll)
This lO·minute rilu::i1 gr:lIlLS the subject 10

leyels of Temper'dture Toler:mce (p. 31) times
the degree of success (minimum 10 levels).
Duration is flgured normally.

Ghost Shirl (Palh of Prolectioll-7)
This bles..5ing (urns away bullets, arrows, and

other ranged attacks. The ritual empowers a
ch:lrm the subject Illust wear next to his skin.
The charm works anI)' for that person. The ritu
al protects frolll random attacks - completely. No
r.lIlged attack lhal wasn't specificllly intended to
hit the subject will ever hun him, Even deliber
ate ranged ,Htacks are at -.3. The ghost shin pro
vides no ddense against hand-to-hand or melee
weapon attacks.

If/ard (Path oIProlecIi01l-4)
This Screen ritual prevents hostile paranormal

effects or lxings from entering an area.
\Iagicians use \,(fard as a matter of course. often
clsting it ~fore performing other rituals (to
block out interference) or casting it on their
homes or \\'orkshops. "ne ritual takes an hour.

'111e c~...,ter detennine:,. the desired Power of
the \\'ard. Subtr::tet this Power from the skill roll
of any p:J.r::mormal ability directed across the
\Xard's boundarie~. or from the \,"'ilI of any super
natur::J.1 being attempting to enter or leave the
area. Corpore<ll beings roll against Will-Power or
ST-Power. whichever is greater, to enter or k--a\·e.
The Cl:ster may exclude specified rituals or
beings from the Ward's effcct~.

In addition to n0n11<l1 dU1.l.1ion and area
penalties. the ritual i..., at ·1 per 2 Power levels the
casler as~ign...,. Power..., of 30 or gre<lter are com
mon among :lreas important to a large group of
magici:l1b.

Hostile spirits can wear wards down. A spirit
that spencb energy equal to the Power of the
spell can CIU~ the spell's Power to drop by J.
for that spirit only. (If it spends m'ice the Power
in energy. the Power drops by 2, <lnd so on.) If
a number of ...,pirits equal to the SIX'lrs Pov,er all
manage to reduce a ward's Po\\'er by 1. then the
O\·e1.l.11 le\'el is reduced by I. A corporeal super
natural being can inOict thrust d1mage on the
barrier once lX'r second, reducing its Power by
1 (for that being only) eve!)' time it inOict points
of damage <-"qual to the spell's Power. Hostile
magici~lns ('dn weaken a ward with Dispel
(above). Dispel cast on a \X,'ard reduces the
PO\ver by the degree of success (minimum -1).

Once a W~lrd is erected. a ne\v one cannot
replace it unless the first is removed by another
ritual (which t~lkes 10 minutes and requires no
roll). This means a caster besieged by spirits can·
not keep recasting Ward 1O keep them out. The
caster GlI1 check on the CUtTent Power of the
Ward by m~lking a Path of Proteclion roll.

The Path ofSpirit
This Path covers ritu31s dealing with spirit" of

all sons, as well as souls, both li\'ing and dead.
Guard~ and Screens must protect the subject's
soul or spirit to work against Ihese rituals. This
includes universal defenses like Magic and
Psychic Resbtance (p, 30>, but excludes things
like ,\Iind Shield (p. 138).

Ballish (Path ojSpiril-4) Resisted
This ritual can damage and destroy spirits.

The rilual has a penalty equal 10 the lOlaI ST and
HT of the spirit. Only a group can destroy a
powerful spirit! The spirit must be present for the
ritual: unless it is done quickly, the spirilmust be
restrained, "The spirit takes Id of damage times
the degree of success (minimum Id). If this roll
exceeds liT (e\'en if it doesn't reduce hit points
to 0>. the spirit is destroyed.

Billd (Palh ofSpiril-]) Resisled
This ritual i~ usually combined with a

Summoning to ensure that the spirit follows the
ca::.ter's order...,. "111C caster can command the
spirit \() perform a nUI11IX'r of tasks equal 10 Ihe
degree of succes.'.i (minimum t). A task GIll be
any shon action in a combat situation. or one
long action otherwise. If the spirit is unable to
comply. the ritual fails 311tomalically.
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Embody (Path ojSpirit-J)
111is rll1l31 creates a physical lxxly for a spirit

(which may be a human soul). The lxxly is made
from the material comrxmems of the ritual. which
may include the bodies (living or dead) of ani
mals or humans. or other items (such as a marble
statue), possibly in combinalion. The abilities of
the lxxly depend on the spirit and on the degree
of success. As a rule. being emlxxlied can raise a
spirit's character-paim lOla I to no more than twice
its pre-body value. and cannQl grant more than 10
character lX)ints times the degree of success. TIle
spirit is nO{ obliged (0 enter me lxxty. If more
than one spirit \\"ishes to possess the lxx:Iy. the
winner of a Quick Comest of \'X'ills gelS it

Religious Rituals
A priest of a mainSl.fearn religion (such as

the Roman catholic Church) may be able to
use a few of the Path of Spirit rituals, notably
Lay to Rest, Exorcise, and Banish. In these
cases. the priest does not need Ritual
Aptitude or the Ritual Magic skill (though
they might have either). Instead, for these
purposes only, the Clerical Investment
advantage removes the -5 penalty, though
the maximum Path skill limit of 12 still
applies, 111e priesl then learns the Path of
Spirit and any rituals normally. See p. 145 for
more on exorcism.

Empower (Path 0./Spirit-4)
This rituJI tl.l.nsfers energy from the caster or

mher source to a spirit. It is commonly used 10
help spirits confined inside Wards or Spirit Traps.
and is resisted by such prisons. If the spirit is not
physically present. the spell is impossible without
an object or entity strongly connected to it to ad
as a conduit (This applies even if the magician
could n0n11ally omit material components.) One
Empo\ver ritual can transfer 5 points of energy
times the degree of success (minimum 5), To
u:msfer more. the ritual must be performed
again. The energy may come from the caster.
from cella in complex technomagical devices
(like the Ragna Rok Engine). or from any being
who is pre·sent. if it is willing. under compulsion.
or completely helpless.

Emrcise (Path ojSpirit-2)
Resisted by \f7ill-5

This ritual makes it painful for spirits to
~lpproach an area or person, TIle spirit must win
a Quick ConteSI between its Will-5 and the ritu
al. or it finds it 100 painful to face the person or
enter the area. Even if the spirit wins it is al -I to
DX and IQ as long as it rem<lins within the <lrea.
If Gist on an ~m~~l. the normal rules apply, If cast

on ~ln indiviclLwl, the spirit can't come closer than
(subject's Wil1J3) yards. When cast on a person
possessed by a spirit. this ritual expels the spirit.

This rilual also defaults to PJth of Protection-5.

Ghost Sword (Path ojSpirit-4)
Ghost Sword emj:XJwers a weapon to injure

and kill incoq)ore-JI spirits. Despite the name. it
does affect ranged weapons. but it must be cast
on the ammunition. nO!. the weapon itself. 111e
rinlal is 3t -I per pound of the weapon's ,,·eight.
If successful. the weapon inflicts its normal dam
age on spirits. It also ignores the effeas of pro
tecth'e paranon11al effects like Ghost Shill. if the
Gho~t Sword ritual wins a Quick Colllest against
the prOlective ability.

The weapon fund ions only for il<; intended
wielder. and does nO!. grant any increased abili
ty to see spirits: he is at -10 to altack if the spir
it is im·isible.

Lay (0 Rest (Path ojSpirit)
May Be Resisted

111is ritual. CJst on a deceased person's
remains. guides that person's spiri: 10 the after
life. A spirit m3Y resist this ritual. if it wishes to
remain on Ihe physical plane. If successful. the
ritual resists the next ~Htel1lpt to SUll'..mon the
spirit of the deceased.

Spirit Slave (Path oISpirit-G) Resisted
This ritual captures the soul of a living target.

making him vulnerable to the magician's influ
ence, Magicians often prepme their targets by
using other ritu~tls like Hallucination to wear
down their reSiS(~lnce. Such preparations impose
a pemlty of -I to -5 to the victim's \''17m roll.

If the ritu~l1 succeeds. the magician imprisons
the victim's soul in a Ix>ttle. jar. gemstone. or
other container. Breaking the boule releases the
soul and ends the ritual. The \'ictim gains High
Pain Threshold, along with 10 le\'e!s of Weak
\X'ill with regard to the magician or anyone in
possession of the boltle. Indeed. paranonnal
abilities intended to afTea the \'iaim's soul or
spirit fail unless the caster has the bottJe. If the
victim is killed. his ghosl remains in the physical
world. under the magician's control. until the jar
is broken.

Spirit Trap (Path ojSpirit-4)
Special ResistC/llce

This ritual traps a spirit inside a container. It
em be combined wilh a Sumllloning ritual. The
spirit resists wilh the better of \X'ill or ST. If the
magician succeeds. the spirit is imprisoned for
the duration. If the container is broken. the spir
it is ffL'X."Ci ~ll1d will likely seek vengeance.

Summoll (Path ojSpirit)
Resisted b)' lfIill-j

This ritual summons spirits. 111e caster must
know the name of the spirit being summoned
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Ritual Modifiers Table

-2

-5

+2

Penalty

-8
-12
-Iq
-18
-22
-26
-30
-34
-38
-42
-44

an additional -4

Penalty
o

-2
-4
-8

-4 per month
(-52 for full year)

-4 per year

10 1-200 yards

Penalty
o

-I
-I per la-yard

increase (-10 for 100 yards)
-1 per 25-yard

increase (·14 for 200 yards)
Over 200 yards -4 per loo-yard increase

Dl/ralion El!eci Modifiers
Duration
S; 12 hours
S; 1 day
S; 1 week
S 1 momh
Additional lllonths
«(0 1 ye<lr)
Additional years

Multiple Target Modifiers
Size of Group
2-5
6-10
11-20
21-S0
51-100
101-200
201-SQO
SO 1-1.000
1.001-5.000
5.001-20.000
20.00I-SO.OOO
50.001-100.000
+ every doubling

Area effect Modifiers
Radius
Cnder 5 yards
5-10 yards
11-100 yards

-3
o

-5
o

+5

-I
o

+1
+2

-6
-2

o
+1
+2
+3
+3
+4

+3
+4

+1 to +3

Modifier

+ 1 per 2 days
+1 to +3

-I to-3

+1 to +5 (or more)

Element
Time
Reducing lime to Id+2 minules
Reducing lime to lei seconds
Taking nonnal amount of time
l1m~e time~ r~lllired time
Repealing ritual daily for

se,·eral days
Auo;picioll'i time
Inauspiciou,> time
Sacred Space
Xo sacred space
Makeshift consecration

(lei-minute ceremony)
S:JCf(..."C! space
Old my..,tic area (20 yea~+)

Traditional worship area (50 ycars+)
Historical ritual place (100 years+)
Timeworn religious center (:;00 years+)
Truly ancient ritual .:-pace ( 1.000 years+)
Material Compo/leI/Is
Symbolic Representations
None
Minimal (drawing)
Small lX'longing piece of clothing
Hair or fingernail clippings
Photographs or blood sample
DNA sample or videowpe
For demons. their true name
Target is present :It ritual
Sacrifices
No sacrifice 0
Food and drink +1 [0 +2
Animal sacrifice:, +2 (0 +4
HUllun ~acrifice~. to evil spirits +1 (0 +5
Human sacrifices, (0 other spirits -5
Self-sacrifice +1'2 hit points spent
Spiritual Symbols
:-':0 symbols
Amulet. wlisman, or drawing
Detailed symlx>b <engr.:l\e<!

drawings, sculptures, paintings)
Powerful. em"ete<!

my.slic artifact

Ritl/at Elemellts

(for a sjX"Cilk spiril), or it" Irre eto summon a
generic spirit). \'Cilling spiriL" appear on a suc
cessful roll. hut rduct:lIlt ones (and mosl are)
resi~l \\ith their \X"ilkt "111e spirit appears in the
:lft~a ~lI1d mar or m:IY nO{ be COI11I11unicati\"e and
helpful. nle G,\I may apply a Reaction Roll mod
ifier of -I (0 • .:; depending on Ihe spiril and the
condition:'!. A :,pirit can be Mlml1l0ned to appear
within a \,\'arded area (p, Ir). provided one or
more of Ihe l1lagician:, invoh'ed in the
Summoning also hd!'>l.....d create the \X'ard. nlis is
~I common precaution to prevent the spirit from

~lItacking
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Sample Magician:
Eliana Alexio 150 points

Age 32: 6'0": 1) Ibs. A tall woman wilh
slightly CiJZed eyes. Her long. straight. black h3ir
is a wig: under it. her natural hair is sholt. parchy.
and intemlpted by scar tissue.

Sf 10 101, OX II 11010 IQ 141451, HT II [101.
Speed 5.50, .\Iove 5.
Dodge 5, Parry 4 (Knife).

Advtl1ll11ges: Acute Hearing +21... 1: Charisma +1

[510 Double-Jointed [51, Ritual Adept I
(Limitation: Cannol \'3r)' element (time onJy).
-50%) [5): RilU:11 Aptitude lSI: Strong WiU +2

181.
Disal/vall/ages: Fear of Darkness I-IS}: Jealousy

(-101: Pyromania (·51; Stubbornness [-5]:
Unnatural Fe<nure (Scarred head> 1-5J.

QUirks: Always laughs al o\\'n jokes: Bites fm
gernails: Collects souvenirs from opponents.
[-31

Skills: ACling-12 II 12l: Area Knowledge-IS [2l:
Chemistry-II [I 21, Cooking-13 [J '210
Dancing-13 181; Driving (Automobile)-9 II 2J:
Escape·11 [I '210 FaSl-Talk-13 III; First Aid·13
[1/2J; Histol)'-12 [I); Inlimidation-14 [2L Knife
10 [1/21; Occultislll-1) [41; Physiology-lO [1/21;
Poisons-13 12l; Psychology-14 [41; Research-12
[1121; Ritual M:tgic-16 II 61; Stealth-13 [8]0
Slreelwise-13 [II; Swimming-IO [1/2];
Tattooing-13 [II; Theology-13 [21; Wcaving-12
[21-

Languages: English-12 I1/2J; Portuguese
(n:llive)-14 [01; Sp:tnish-12 II '21.

Patbs mul Rituals: Path of Cunning-12 [1 I '2L
Rituals: Guise-12 (21, Hallucinalion-lO [8]. Path
of Protection-II [I L Rituals: Cleansing-II 181.
Curse Sanctum-II [01. Path of Spirit-13 [3 I '21,
Rituals, Banish-IO [21. Bind-13 [61; L1Y to Rest
13101; Spirit Trap-II 141. Summon-13 [01.

Eliana A1exio is 3 native of Teres6polis. near
Rio de Janeiro. Brazil. From a very young age.
she was a s(range child. oflen talking 1O candles
and other names. She claimed (0 see ghoslS in
the fire. Her parenlS tried 10 raise her as a good
Catholic, but the 1C>C31 practitioners of Brujelia (a
spirinml tradition combining Catholicism and
Aztec beliefs) heard of her and .secretly laught
her their beliefs, She loved (he comparative free
dom they encouraged in her. and Lhe magical
secrelS they had to share.

Cnfollunately. one day her fascination wiLh
name led to an accident. Her hair caught fire and
burned down 10 her scalp before she could reach
water. TIle incident left her with patches of hair
and Zig-zagging scar tissue on her head, Healing
\....as long and painful. and left her a much dark
er person. She s<x>n discovered a wig would hide
her burns, but the scars within have not healed.

Mana Levels
Mana is lhe source of spell-based magic

- a place's local magietl energy. IlS strength
(the ~mana level~) varies in different places.
Most of Hellboy's world is loU' mana: spells
are al -; to cast. This is why most magic is
done by ritual. not through mana-dependenr
spells, and why the few magic-users good at
spell-based magic save it for emergencies
(such as when Hellooy has them on the
ropes).

Some rare lC>C3tions have higher levels of
mana, TIlere, spells can be cast at no penal
ty. TI1Cse locations often coincide wilh old
sacred space (p. 122), and :tre lISu:tUy kept
secrel and guarded.

Today. Alexio is a powerful ritual magician
\vho specializes in bending spiriL5 to her will. She
originally u~d them 10 help people \\"ho came to
her. a~kjng for ~lid. L::llely. she has more and
more bL:-.en ~nding them to ~llt.ack those who
cross her. or whom she dislikes. or who merely
I<x>k ~ll her str::l1lgely. She's also realized that she
GlIl have her spiriL5 bring people to her. whom
she Gill then s:lCrifke to bind even more (Xl\\'er
ful spirib. Jl':, only a mimer of time before the dis
appearance::, SIal1,

Because of her Hilu,ll Adept advantage, she
can dr.II1l:llicllly shol1cn rituals, doing in J few
seconds what takes lesser magicians minutes or
hours. flowever, she slill reqUires sacred spiKe
and material components, As <I result. she tries to
lure any enemie:, into her "workshop." where her
power:-- are "llfonge:-.L

Spell-Based
Magic

All spells (which some supernatural being...
ha\'c as inn::lle (Xlwcr:;) ar~ standard procedure...
that produce specified magictl effects. As a rule.
spell-baS(.~ 1ll:lgic is 1101 :l\'ailable 10 members of
the BPRD or Olher stalling char.:K1ers! Learning
spells require... a vcry rare combination of genet
ic luck. ::lccess 1O infonnation on spells. :lI1d
fa\'orable local mana conclilions (see aoo\'e). So
far. all lhe sl~l1caslers chronicled in the Hellboy
unhe~ h;wc IX"'en po\\'erful sorcerers or super
naturJI elltilie~. nle former tend to use spell~

defensh ely and :15 a Ia~t resort: the biggesl
ach'anlage of ..,peBs o\"er ritu.i1s is Iheir speed. so
;:l mage b likelie~l to risk a chancy spell ,,\"hen hi..,
back is 10 the \\':111.

In game tenn:-.. each spell is a j\lental ~kill:

H:lrd in most ca:..e:-,. Vel)' liard in a le\\". .\!:lges
mU~1 ~pend :ll Je:l~t I pOint on each spell. :lnd
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must ha\'c Magery (p. 34) before Ihey can learn
spells.

For th()~ interest in combining this game
with regubr GURPS, and making lise of its fuller
treatment of spell<;, conversion notes are on p.
206.

Properties ofSpells
Each spell has some basic SI:1listics:

Duration: The length of lime the spell will
!a'){. L'ntil il encb. (he spell is ~on- and gives [he
Cbler a -I Jkoahy when casting other spells.

Cost: '111C amount of energy needed to fuel
the spell.

Time 10 Cast: 111C lime required to activate the
spdl.

Casting a Spell
To cast a SI~lJ. the charJcter muSl concentrate

for the cmire time 10 CIS!. AI the 51311 of his nC:-..1

turn. he ..alb againsl his ~kill wiLh the spell. He
will probably be at -.:; due 10 the local m:lna
being low (p. 130), and possibly another -5 if he
<-'::1111 see or louch the ~lIbiect. If the roll sllcceeds,
the caster pays the energy and the spell activates:
on a crilical success, there's no cost! If the spell
fails, Ihe Ca::.ter p:lyS I energy and nothing hap
pens: on a critictl l~lilure, he pays the full cost
and suffers :1 minor disaster (a bad smell, blind
ing nash. slight damage, etc.). Regardless, the
caSter may aCI norm:l1ly after he rolls; the spell
isn't his action for the turn, Once cast. a spell
lasts for the duration, If:1 mage wishes to end his
spell early. he pays 1 energy,

Distractiol1: A caster who is grabbed, shoved.
or forced to make an active defense roll (I'" 69)
",hik' concentr;,Hing must make a WilI-3 roll or
lose his spell, A caster who's injured \vhile con
centrJting GI~L.., his spell :n a pemlry equal to his
wounds,

Maintaining Spells
Some spells C'dn be maintained: \'{'hen the

duration expires. the C'dster may spend more
energy to keep the spell going for another peri~

od equal to the dut:llion. 'l1lis can be repeated
until the mage nln~ OUI of energy or collapses
due to faligue, If it's possible to maintain a spell.
a "cmt to maintain- will be listed.

Classes ofSpells
Some ~IJells are missile spells, A missile spell

appears in the caster's hand when the spell roll
is made. On the next round. the caster hurls it
like a thrown weapon (p. 7). '11K' auack is rolled
against Spell Throwing skill (p. 50). If it hiL'i. the
mi~ile injures the targd a~ per the spell descrip
tion,

Other SIJells m~IY IJe resisled. This is handk-'(I
as described on pp. 120-121, though most sJXlls
are resbted by something other than \\'?ill.
\X'hatevt;'r Ihe defending anribute is, the subject

Paranormal Abilities ~\
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adds any Strong Will to it or subtrdcts any Weak
Will from it.

Sample Spells
Here is a short list of spells. VelY Hard sJXlls

are IaIJeled VH,

Bac~y afAir Resisted by lIT
lhe SUb;ed'S txxIy (and clothes up to 6 Ibs.)

becomes \'aporous: he can change shaJX, S(.--ep
through cracks, floal in lhe air, elc. The sub;ed
remains visible and able to speak. He can em)'

nothing.
A person in vaporous fonn has all his nonnal

senses. He is at -3 when using paranonnal abili
ties. and can't make physical attacks except on
other \'aporous beings. He is immune 10 nonnal
physical harm, btu can be affected by meHlal

altacks.
A \vind mO\'es the subject ""ithout harming

him. A do/ell! wind does hann (Gt\l"s discre
tion). An explosion will do normal concussion
damage,

Dura/ion' I minute.
COSI: .... to C'.lSt. 1 to maintain.
Time to Cas!.' 5 seconds.

Breatbe Fire (VI [)
Lets the caSler shoot a jet of name from his

mouth. Each I energy buys Id+ 1 damage and I
yard of range, Caster rolls 10 hit against DX-2,
This counts as an action. and the casler must be
facing the target. This al1ack may not be parried,

Duralion' 1 second.
Cost: 1 to LI. Cannot be maintained.
Time 10 Casl,' 2 seconds.

Concussion
This missile sJXll allows the caster 10 creale a

ball of highly pressurized air. When the ball is
thro\vn and strikes the larget. it explodes, doing
concussion (cnlshing) damage. Annor protects
normally, TIle exploding missile creates a ring
ing noise, but there is no risk of being deafened.

DI/raIi011: l'ntil thrown.
Cost: 2. I, or 6. For e\'ef)' 2 points put into the

spell. the missile does Id of damage in the tar
gel hex and adjacent hexes. Damage is quar
tered in the next 2 hexes (roll nonnally. then
divide by .... rounding down), and quartered
again in the next 2 (divide by 16).

Time 10 CaSI: ) to 3 seconds.

Fireball
lhis missile spell lets the caster throw a ball

of fire. \X'hen it strikes, it does damage and \'an
ishes in a puff of flame that may ignite flamma
bles.

Dllrclfioll: Until thrown.
COSI: I 10 3: rhe fireb311 does ld damage per

1 energy slJenl <I113ximum 3),
Time 10 Casl: 1 second per ld damage

(maximllm 3).

131



l. Paranormal Abilities
\:-

Creal Ifalll/cii/aliol/ (VI-I)
Resisled by lQ

The subject's perceptions are addled: his
entire environment can be falsified. Instead of
being on a cilY street. he can see himself trapped
on a cliffside. TIle hallucination affects all the
senses. but is entirely in the mind. Impossible or
obviously fabe hallucinations are resisted at + I
to +5. For any significant changes LO occur in the
hallucination. (he caSler Illust COI1Cenl'dle. If the
hallucination changes dmmatic(l/~)'. the subject
gets anOlher resistance mil. Hellboy refers to Ihis
spell as "Lhe whammy."

Duratioll: 1 minUlC.
Cost: 6 10 cast. 3 to maintain.
Time to Cast: I ~onds.

Sbapesbijtil/g (17-1)
leiS the caster change to the f0n11 of an ani

mal. Each animal form is a different spell.
learned separately. Clothing and jc'....elry \'anish
when shapeshifted, and reappear when human
fonn is reassumed. Backpacks, carried items.
and such fall to the ground.

The caster rewins his intelligence. but gains
all the physiGlI ~HtribUles of the animal. Spells
and rituals may not be ('"..lsI. but psychic abilities
may still be used, Faligue points are not
increased.

After each hour, the caster must make an IQ
roll or lose ~I point of IQ. This continues until
he reaches the normal IQ of that beast (typi+
Gilly 7 or lower). Should IQ elrop to 7, the cast
er is trapped in beast form forever unless the
spell is countered by a Cleansing ritual. Lost IQ
comes back when hum~lI1 form is reassumed.

Duration: I hour.
Cost: 6 to CIS!. 2 10 maintain.
Time to Cast: 3 seconds.

Sbapesbiji O/ber (\ 7 I) Resis/ed by lQ
A:; alxwe. but works on Olhers, The subject

canllot end the spell: only the caster or a
Cleansing ritual can. If the spell continues until
IQ drops to -. the clster can no longer end it.
\X'hile most ver:-:.ions of this spell change the sub
ject to a normal animal. some create freakish
hybrid:,. :,uch a:, Rasputin's frog monsters.

DuralioN: I hour,
Cost: 6 to cast. 2 to maintain.
Time 10 Cast: 30 seconds.

Sirike Blil/d Resisled b)' HT
The subject is tempoldrily blinded. (This spell

arTeas the body. not the mind,) He is at -10 to
atwck anyone physicilly. and cannot see wrgelS
to us<: jxmll10rmal abilities on them.

Duraliol1: 10 seconds.
Cost: I to ca~t: 2 to maintain.
Tillie to Cast: 1 second.

Psychic
Powers

Psychic powers. also cilled psionic powers
and wild tatents. are pO\yers of the mind.
Psychic:, can achie\'e some of the same effeclS as
magic-users. but they control the power direct
~)'. with no need for ritual or the appeasement of
spirits, Psychic abilities are learned like skills: for
each skill, there is an underlying psychic pou'e':
an inborn advantage which is a pren...--quisite for
the skill. A chardcter who stallS with a p~ychic

power can impro\'e hi!) power and psychic ~kill~

or acquire new psychic skills related to that
power. I-!O\\'e\'er. a psychic normally can't
acquire tOlally new powers.

Power and Skill
Each psychic <lbility is described by f',YO

thing:,; pou'er and skill,
Power is the raw strength of a psychic ability,

II comrob range. cbmage done. weight arTected.
etc. Power b bought in le\'els. A psychic's PO\yer
is usually the same for all skills within e;:lch
Power. Ilo\\'e\'er. if;:1 psychic has only olle skill
under:l Power, and Gln't learn more. thaI Power
can be bought more cheaply, See p. 13,1.

5/.dll is bought as for normal J\-tental lIard
skills. Skill determines how well the psychic con
trols his ~lbililY,

Using Psychic
Abilities
Active and Passive Skills

An actiL'e psychic skill is one the psychic use:,
deliberately. Telesend and Pyrokinesis are exam
ples of acti\'e ~kills, 'Illey usually require skill
rolls. \vhich (Ire usually made by the player (hut
see ESP. PI'. 135-136), A passiLoe skill works auto-
matically. when appropriate, .\Iind Shield and

Psychic Powers
as Energy

Some spells and rituals (such as
Empower, p, )28) can drain energy from vic
tims. causing them fatigue (p, -), If they are
psychic. as an ahernati\'e the magic-user can
drain their psychiC jJOlioeY, at a rate of 2 ener
gy per power level. Psychics who are
drained in this 111anner recover 1 level per 30
minutes, 111is option is only for magiC-Users;
Steal Energy and Steal Power are t,yo sepa
rate skills for psychics, and are not inter
changeable,
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Limitations
[jmitations reduce the cost of po\vers by

making them less trustworthy or harder to use.
In the world of Hellboy, limitations on psychic
abilities are common. See p. 36 for how limita
tions are applied.

Il is possible for a limitation to apply to pmt
of a Power. For example, Liz Sherman (p. 93)
can light her cigarettes reliably and control
lably: her first; levels of Pyrokinesis (p, 137)
have no limitation, and cost 3 x ; - I; points.
However, the uppennost limits of her power
remain out of her control. Her Ol.her 95 levels
have the limitations Uncontrollable (-30%) and
Cnconscious Only (-20%). The base cost for
these levels is 3 x 95 = 285 points, but the -500/0
in limitations reduces the cost of these levels to
143 points. The total cost of her Pyrokinesis is
therefore 15 + 143 - 158 points.

Some common limimtions are below. The
GM is free to invent more, using these as a
guide.

Emergencies Only -30%
The power is triggered by feu or excite

ment, and cannot be used under "routine~

conditions. TIl is limjtation cannOI be taken in
combination with Unconscious Only (below).

Eye Contact Only -20%
'l1le power will only work if the psychic

makes eye contact with the subject Range is
limited to 3 yards. This limimtion can only be
taken on Telepathy, Psychic Vampirism, and
their single-skill Powers,

TOllch Only -20%
TIle psychic's power will only work if he

touches the subject. If he can make the ability
work with either (ouch or eye contact (above),
the combined limitation is wonh only -15%.

Unconscious Only -20%
This can only be taken in combination with

Uncontrollable (below). TIle power C'~nnot be

most uses of Precognition are t,,·o examples.
~me passiye skill~ require rolb "hich are made
by the G~1.

Energy Cost
Most uses of p~ychic abilities have no energy

CO~L but (here are exceptions. Psychic abilities
co~t energy under these circumstances:

(a) For "extra effort." For every 3 energy
~pent on an attempt. dfecli\'e Power increases
by I. but effective skill drops by 2. If the use of
3 p~ychic ability continues for more than a
minute. each minute costs another 3 energy.
ExtrJ effort can't he used "'ith passive skills.

consciously activated at all; it can only come
into play under GM control, as a restlh of fail
ing a Will roll under stress. This limitation can
nm be taken in combination with Emergencies
Only (above).

Uncontrollable -30%
This limitation is only available for

Electrokinetic and Psychokinetic powers. "111e
psychic's po\ver tends to manifest by itself 
even against his will - when he is angry or
exdted. In such situations (including exposure
to a phobia), the psychic must make a \X'iU roll.
A Will higher than 13 is treated as 13 for l.his
roll. On a failure, the GM takes over and plays
the pm-vel' as if it were a sepamte entity of hos
tile or prankish nature, or as an expression of
the character's subconsciolls. The power will
go after obvious foes flfSt, and may lhen turn
on friends, but it will never affect the psychic
himself. After each uncontrolled act, and
before an attack on a loved one, the psychic
may make another Will roll to get the power
under control.

When a psychiC'S power is out of control,
he cannot even choose what skills he uses.
lhe psychic obviously doesn't need to con
Cenlrdte, but suffers energy costs normally. The
chaos continues until the psychic makes a Will
roll, collapses due to fatigue, or there is noth
ing left to destroy.

Unreliable Val"ies
An unreliable power sometimes works and

sometimes doesn'(, The psychic muS{ roll the
power's activation number or below on 3d. On
a failure. the JX>wer Simply doesn't work. The
psychic may try again on subsequent rums, at
no penalty to the activation number, but a cost
of 1 energy.

For an activmion number of ; or less, this
limitation is worth -700/0; for 8 or less. -300/0; for
1101' less, -20%; for 14 or less, -10%.

(b) For each repeated anempt when the first
attempt failed. see p. 13-t.

(c) For any use requiring a Contest of Skills,
lIuless the psychic "'ins by '5 or more.

(d) For any ~kill specifically requiring energy.
(e) On a critical failure. the psychic loses Id

of energy. in addition to any other costs. Also,
after a critical failure, a psychic may not atl<:mpt
the same feal until all fatigue is recO\'erc:.-'d.

On a critical success, no energy is lost. and
there may be other bonuses (such as e:\1.ra infor
malion on an ESP roll).
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Concentration and
Time Required

Each lise of ~ln active psychic skill requires
one turn of concentration. At the beginning of
the next turn. the psychic makes his roll. If the
roll is a success, and the effecl is instantaneous.
the psychic may then perform a nonnal action
(or stan concentrating again). The distraction
niles for spell-basc:.--d magic (p. 131) also apply 10

the use of psychic abilities.
For an effect thal isn't

instantaneous (e.g.. reading
someone's mind), more
lime must be spent cOlleen
truling after the initial con
lact. Doing aO}1.hing else
while continuing use of the
psychic ~lbility is m a pen,d
ry of -2 or worse.

Repeated
AUempts

\'\fhen a psychic tries to
use a power and fails. he
may wail five mimlles and
tly again without penalty. If
he tries sooner, this is a
repealed attempt, and COSlS
a point of energy, Also, this
second effol1 is at -1 to skill.
A third attempt will cost a
point of energy, ::mel will be
at -2 to skill. and so on,

Powers
and Skills

This section describes SLX
psychic powers and their
ass<xiated skills. A Slar (*)
refers to the power's COSI if
it is bought with that skill alone. A ~*n.a·· means
the skill can't be oought alone.

Ew;ul1ple: Johann Kraus (p. 9-) has the
Ectoplasmic Projection Power (pp. 1}-I-135).
which COSI him 3 fX>inl'i per le\·e1. Because he
has thai Power. he can buy oolh the Channeling
and Projection skills. Liz Sherman (p. 93), on the
other hand, only has Pyrokinesis (p. 13-).
Instead of buying lhe Psychokinesis Power (5
poinlS leveD. she only ooughl the J>yrokinesis
single-skill Power (3 poinlS le\'el). She can thus
buy the Pyrokinesis skill, but nOI the other
Ps)'chokinesis skills.

-'Iany psychic skills are marked as resisled;
see pp. 120·121. Some skills ha\'e prerequisites.
In order to Ie-J.m them. a psychic must kno\1,'
their prerequisites at the specified le\·e1s. A skill"s
maximum range will be given. if applicable.
J\lany skills base their effects on a fraclion of
Power (such as Powcr 5); ah\'ays round down.

Electrokinesis
(5 points per level)

Thb is the ability 10 control electrical systems.
An electrokinetic must be able to see or touch
the subject (or sense it with Energy Sense). Roll
::It -3 if the target is only seen on live \'icll'O (or
telepathically through another's eyes); roll at -1 if
the target is unseen but can be clearly \·isualized.
Any EK skill roll is at +2 if the user is louching
the subject.

Energy Sense * 7
ll1is passi\'e ability allows the

psychic 10 sense electric fields.
including any operating electrical
de\'ice. It is useful for locating con
cealed surveillance de\-ices. power
Glbles hidden in walls. etc.

R(I1lRl!: Power yards.

Me/Cil Sense *1
'Ibis is a p3ssi\'e abililY. allowing

the psychic to sense metal. On a
good roll. the psychic Gill delermine
quantily, shape. elc. The skill works
best for detecting conducti\'e metah-.
such as gold and steel.
f\onconducli\'e metals like alu
minum impose up to ::1 -5 l"X'nalty.

RaJlfW" Power yards.

Surge *2
This skill c.auses a power surge in

an e1ectriGll c1evice. On a successful
roll. the target takes ld damage per
3 levels of Power. If iL'i HT is
exceede::c1. the item will short-circuit
or otherwise burn out. HT for equip
ment ranges from 3 for the data on
an unprotected computer to 20 or
better for Illilit::Hy gear.

Range: Power squared yards.

Ectoplasmic Projection
(3 points per level)

TIl is fX>wer co\'e~ the projection of ecto
plasm. Psychics with this power are onen called
physical nwdium.s. ·111e AutOlr.mce ad\'amage (p.
29) gi\'es a +2 10 Ihe:>e skills. A spirit. human or
not. Ii\'ing or not. which is occupying ectoplasm
u:>es all the rules of the Spirit Form ad\·anlage.
with the Perm::l1lent EClOpla~mic Fonn limit::Hion
(p. I-H).

Cbc/I/Ileli/lg *2
A psychic with Ihis skill may become a con

duit for Ihe spirit world. '111e psychic enters a
trance and project.::. ectoplasm. ll1is ectopb~m

em be inhabiled by any spiril in the immediale
are~l. The spirit will typiCllly shape the (-"(10

plasm (inlO ils monal form. if it is a gho~t. or
something stranger othcl\"ise), and can use it to
speak. The ~pirit i~ tethered 10 the psychic by lhe
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create one.

Inhabited Ectoplasm
energy 10 it freely (and IUust give al least 1
energy, in the case of Projection). \X!hen being
Channeled, a spirit nonnally provides its own
energy. and can't steal any.

If the medium's body dies, the spirit is cast
loose and trapped in the ectoplasm. It must
begin making monthly HT rolls as for the
Ectoplasmic Form advantage. If its current hit
points (5, plus any stolen) are less than its hit
points before it entered the ectoplasm, the HT
rolls are <It a penalry equal to the difference! (A
spirit planning on killing the medium and
breaking free usually sucks out as many hit
points as possible first) It is possible to stabi
lize an eClOplasmic form (giving it the
Unlimited Lifespan enhancement, p. 144) with
a containment suit, but only organizations like
the BPRD have the necessary knowledge to

Ectoplasm is a luminescent semisolid mate
rial. composed in pall of waler vapor. It can
pro\'ide a visible body for spirilS, or may sim
ply manifeSl in ropes and strands. A spirit
inhabiting ectoplasm can shape it as it sees fit;
exceptionally scary images C'dn cause Fright
Checks (I'. 65), Ectoplasm most commonly is
drawn from the fluids in a psychic's body; in
such cases, the ectoplasmic body has 5 hit
points, regardless of ilS other statistics. Any
more hil points must come from the psychiC'S
body, at one-to-one cost. The psychic can do
this volunlarily, or the spirit can anempt to steal
them, using a Quick Contest of \X/ilis. lne spir
it is al a penalty equal to the hit points it's try
ing to steal, and the psychic is al a bonus equal
to his Power.

An ectoplasmic Ixxly has. by default, no
energy (fatigue poinlS). TIle psychic can give

eClOplasm ~lOd cannot travel aW:Jy. 1ne psychiC
may c\'ict a spirit automatiedly. unless it is
unwilling. in \vhich C'dSC it must
win a Quick Contest of Wills
with the psychic. who gets a
bonus equ;:i1 lO Power. Trying to

evict it again uses the I?epeated
At/ell/f)'s rules. p. 1}4. The chan
neling normally lasts for at most
Power x 2 minutes. If the psy
chic doe~ not or cannot evict the
spirit by this time. e\'ery further
10 minutes costs the psychiC I
energy. If fatigue due to energy
loss rc..-xluccs Sf to O. the psy
chic's Ixxly falls inlO a coma and
loses 1 hit point c\'ery S minutes.
llle tlpiril Gin gh'e il'i energy 10

the psychic to pre\'enl Ihis. If the
psychic dies. the spiril may as
well: see Inhabited Ectoplasm.

Projeci iOIl * lila
With this ski[1. a psychic's J

spirit can [eave its body, mani
festing as ectoplasm. The psy
chic's physical body is lefl
unconscious and helpless. The
range is the maximum 5:1fe dis
tance the psychic can tl:l\·e1.
\X'ilhin the range. the psychic
C'Jn return instantly to his Ixxly.
Returning from further away
requires a \\'i1\ roll. at ·1 for
e\'eI)' multiple of the base range
he b oUbicle Ihe safe limit. (E.g..
a p~rchic with Power ') em
return :J.utomatically within 125
rard~ (0) cubed). \vith a Will roll

oul to 250 yards (2 x 125). wilh a Will-I roll out
to .'-5 yards. etc.) A failure means the psychic

must proceed back at normal
speed. or wait ~m hour and try
again.

The psychic can safely leave
his body for Power x 2 minutes.
Beyond 1hat time, (he body suf
fers fatigue and hit point [ass ::IS

for Channeling. This loss does
not affect the psychic's ectoplas
mic form, but he is a\yare of it.

If the eaoplasmic form is
killed outside the lxxIy. the
body loses hil points as
described above unril it dies. If
the lxxIy dies. the ectoplasmic
form becomes independent and
may die as well: see Inhabited
Ectoplasm.

RaNge: Power cubed yards.

ESP (3 points
per level)

ESP is extra-sensory percep·
tion: the ::ibility to perceive
things in paranormal ways.
Unlike mOSI psychic abilities.
there is no need to see or touch
the target ESP skill rolls should
be made by the G!\I: on most
failures. Ihe psychic learns noth
ing. but on a failure by more
than 5. the G~l should gi\'efa/se
information. ReIX"lted anemplS
at ESP COSI 2 energy each. at -2
skill for e::ich auempl.
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According to Ibsputin. ~(Liz Sherman's] JX>\ver is a til'
iNg thing . .. every bit as much a/iL'e as you or I. And as
a living mingo it needs room, room to breathe. room to
grou'." Most BPRD parapsychologists regard mis as
metaphor at best lxtlderdash at worst This chapter
chooses something close to the metaphor option. and
represents psychic abilities as genetic, no more a separate
thing than one's sense of smell.

As a variation. me GM can decide mat Rasputin was
absolutely correa. In this case. genetics only detemline
whemer people are susceptible to having psychic powers
appear and grow wimin them. The power itself comes
from elsewhere, and is a M'parate being. possibly a spirit
of some kind, o\"er which me psychic has limited control.
The game mechanics are the same, but under rare cir
cumstances the power can exen its own will. or e\·en
leave for a new host. Like most symbiotic relationships.
this can be dangerous for both panies.

Telekinesis
Weight Table
Power Weight

I 1/4 oz.
2 1'2 oz.
3 I oz.
4 2 oz.
5 'i oz.
6 8 oz.
7 lib.
8 2100.
9 4100.
10 8 Ibs.
II ISlbs.
12 30 Ibs.
13 60 Ibs.
14 125 100.
15 250 100.

Funher increases
in Power add 250
Ibs. per level. \'When
moving gases, TK
affects one cubic
foot per level.

Awarelless *2
This skill allows the user (some

times called a "medium") lO detect
paranormal e\'enLS and objects, like
spirits. magic. and the effects of psy
chic u::.e. A slIccessful roll allows the
psychic to know the location and
approximate strength of magic (ritual
istic or spell-based) being perfonned
within his range. to sen.se magic items

and spirits. or 10 detect the effects of
psychic abilities (see p. 138). VelY
powerful effects give a bonus to the
roll. i\ote that this skill does not allow
comnumicalio1/ with spirits: the psy
chic is seeing the eddies their pres
ence causes. not the spirits lhem
seh·es.

Range, Use 'he Telepathy Rallge
Table. p. 138. reading the row for
Po\\'er+5.

Clairuoyallce *2
'111is i:, the abilily to see through

'\\'alls and Olher solid objects. On a
successful roll. lhe psychic can maintain his
obsel'..ation of that objecl or place with one
maintenance roll each minute. Darkness has no
effecl.

Range: Power squ~lred inches.

Clairaudiellce *2
Similar to clairvoyance, except lhat it lets the

user hear lhrough walls, etc.
Rouge: Power squared yards.

Delecl Aura *2
This skill grants the abililY to sec

the auras thJI surround people. It
gives the same infon11ation as the
Aum Re~lding rilual (p. 125).

Range: Cse the Telepathy ROlfge

Tahle. p. '38.

Precogllilioll *2
This is the ability to see the

fwure. \X'hen BPHD personnel GIll
someone "psychic.- they are usual
ly referring to a precog. E\'en at its
best. precognilion is emilic and
chanc)'. An active attempt 10 use
Pr<---cognition takes 10 minutes of
concentration. costs 2 energy. and
is at -10 to skill. Pa$.:)ive precog rolls
are made at the G.\l's discretion.
and require no concentmtion. ener
gy. or penalty to skill. PrecogniLion
is usually associated with a person
or lhing. giving the psychic a vision
of its future.

Range: For dislance, usc Lhe
TelepOlby Rtil/f.W Table. p. 138. For
time. mnge b Power squared days.

Are Psychic
Powers "Alive"1

PSI'c/)omelry * I
This talent allo\\':s the psychic to learn the hi:-.

lory of :111 object or place. The length of hislory
is Power squared in years. up through Pmver 15.
after which it i:-. Power cubed. Touching thl'
object gives + 1 to skill. Only on a very good roll
does the user get more than general impression....
or a feel for the owner's personality.
Psychomeuy is normally an ;:lClive skill, but
slrong vibes m:lY be picked up passively.

RaJ//W· For distance. Po\\"er
squared inches. For time. ....ee
description.

Psychic Vampirism
(3 points per level)

Psychic vampires can drain emo
tion:,. life force. and even p:,ychic
Ix>\\"ers from other:;. (TIley are not 
u:sually - liteml undead \·ampires.)
\X'hile most often sini.'>ter. Ihis
Ix>\\"er etm be u~ for good. The
psychic could dmin away 'iOme
one'.'> anger to forestall violence. for
eX:'lmple.

Psychic \'3mpires must be able
to St."e or louch their suhjects.
Guards and Screen... that prolect Ihe
mind affect their :skill... nonnally.
Llnle~ the attack i:s a critical suc
ce~'l. the t:.lrget gets :'1I1 IQ roll to
realize something is happening.

Drail1 Emotioll *2 Resisled
\X/ilh Ihi:-. ability a psychic can

cause a per:-.on to stop feeling emo
tions. If the psychic succeed:,. the
t~lrgt:1 feels I/o/bill/!, - no anger. no
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Telekinesis Speed Table
Excess Power Speed

o Move 1
I Move 1.4
2 ~lO\'e 2
3 1\lo\'t~ 3
4 Move
5 MO\'e 6
6 1\lo\'c 8

1\lon:~ 12 (2.. mph)
8 Move 15 (30 mph)
10 Move 30 (60 mph)
12 love 60 020 mph)
1-1 j\lo\'t~ 120 (240 mph)
16 . lon~ 2.,0 (500 mph)

Further increases in Power add 250 mph
per 2 levels.

fear. no roy. lhe subject will act entirely from
logic. He regain~ his emotions after 10 seconds
per lc\'cl of Power Ohough any original CillO

(iam. do not cOme bJck of themselves). The
\'Jmpire experiences the emotion he drains for
Id minutes. "111is call be an addictive sensation.

Rtlllge: Power squ~lred yards.

Steal Ellergjl *2 Resisted
This is the ;lbility (0 tap a subjeCl for vilaI

energy. On a success. the victim loses Id
5+(Powcr'Q) energy. If fatigue due to energy
loss reduces ST to O. the subject loses hit poinlS
insle'id. Thi~ ~lbility can be used repeatedly, until
il kills the victim. The p::.ychic can use any ener
gy (not hit points) drained to replace any ener
gy he ha::. lost to fatigue. TIle victim recovers
energy and hit points normally.

Rauge: Power yarcl'i.

Steal POll'er *2 Resisted
111is skill pt"nnits a psychic to drain another

of psychic force. On a success. the \'idim loses
le\'e1s in all psychic powers equal to user's
Power -I. This <tbility costs 1 energy per use. and
can be used repealedly.

For every 2 leveb the psychic successfully
steals. he may increase one of his powers by 1.
If the target is reduced to 0 Power, he may no
longer be drain(-"{\. Drained power is lost by the
user and regain<..."'C! by the \'ictim at J le\'e1 per
minute.

Range: Power yards.

Psychokinesis
(5 points per level)

Ps)'chokine::.b is the manipubtion of maller
and energy lIsing mental pO\ver. It has the same
restrictions as Electrokinesis (p. 134) with regard
to sight and lOuch. r:mge. etc.

Paranormal Ahilities ~\
\:.

Ciyokinesis *3
This is the abiliry to slow molecular motion.

creating ice and frost. Cryokinetics are not
h~lnned by any cold they create. If they create
ice and frost so that it covers a person. monster.
or other being. the cold does Id of damage for
evel)' 3 levels of Power. in the nlrn [hat it is cre
ated. Excess le\'els do + 1 damage per le\·el. For
example. someone using Power ... would do
Id+1: Power 1 does 1 poiNt of damage. If the
cryokinetic only wishes 10 create cold. this does
haIf as much ck'lInage (Id per 6 le\·els. + 1 per 2
excess le\·els). btu has no l'isible effect. After the
turn in which il is cre:lted. the ice. frost or cold
loses its psychokinetic intensity and becomes
normal. TIle psychic must usc the skill again to
do damage again.

The ice and frost (or cold) cO\'er an ar("J. 2
inches in radius for e\'ef)' level (or I yard per 18
le\·e!s). TIle psychic must either be in the area
affected or within a few inches of iIS edge. Frost
and ice crealed with this power are permanent
until they melt.

AI Power 10 :lOd above, the psychic can cre~

ate enough ice 10 m3ke walking on it dangerous.
Most actions in the area are 3t -2 to DX, and
combat is at -3 or worse!

Pyrokinesis *3
A pyrokinelic can create fire or heat. TIley are

nOI h::mned by their own flame. though if it starts
burning out of control, any new flames affect
them normally. Pyrokinetic flame does the same
damage as Clyokinesis: Id per 3 levels, in the
turn il is created. If the pyrokinetic only wishes
to create heat, the heat does half as much dam
age as flame. but has no visible effect - unless
something spontaneously catches fire (Gl\,rs
decision). Afler the turn in which it was created.
the fire or heat (just as with Cryokinesis) loses its
psychic-powered intensily. Anything flammable
will continue 10 burn, doing no more than Id-I
damage per second to people in the area (less if
the psychic is very low~powered, more if the
burning objects burn exceptionally hoI). If the
psychic wants to do full damage again. he must
use the skill again.

TIle flames (or heat) cover the same area as
for Cryokinesis; 2 inches in radius for e\'ery
level. TIle area can be on the ground or air
oorne. After crealing Ihe fire. the psychic can
reshape it in minor \,-,ays u'ith another
Pyrokinesis roll. If the psychic mm'es (e.g..
walks away), he can make the fire move with
him with another roll.

Telekinesis *4
111is is the ability to move objem by mental

power. '111e maximum weight a psychic can
move is determined by Power. as described in
the table. To determine equivalent ST. divide
weight in Ibs. by 25.
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To determine the s!x)(;!d an object can be
1ll00'ec\. subtract the Po\.....er needed (0 lift il. and
look up the exces..'l Power on lhe speed table.

i'\o concentnllion or skill roll is required for
simple lifting or lllovemenL For more complex
actions. lhe G~I should require ~I roll. at a penal
ly from -2 (for slo\\'. precise Illm'ement) to -6
(for precise, bullet-fast movemen!) or e\'en
worse. "Catching" a moving Ob}e'-1 ,lIso illlJX>5es
a penalty. at -1 for eve!)' yard per second. (f\Ole
thaI psychic~ C'J.Il" :,ee bullels (0 cueh them.)

\'('jlh a Power of 16 or bener. a psychic can
throw small rocks. etc.. as though they \\"ere bul
lets. Use the r<loged weapon stmistics for the .<f"

Magnum (p. 5-0, Damage is Id+l at Power 16.
2d-1 at 1-. 2<1+2 at 18. 3d-I al 19. and 3d at
Power 20. Over Power 20. add 50 yards to max
imum r.ll1ge and I point 10 damage for each
Ie,·el. Snap Shot is (2S-skiID and Accuracy is l.

Telepathy (5 points per level)
Telep:llhy i~ Ihe power of mental communi

calion and conlrol. These skills use Ihe
Telepathy RClIlge Table.

Emotion Sel/se *2
TIlis is the ~lbility 10 tell what someone is feel

ing. Its passive powers :are <In <lbility {Q detect
lies :ll1d a general sense of someone·s personal
ity. AClively, it can be u~ed to see through emo
tional masks (e.g.. if someone is sad but pre
tending lO be happy).

Psychic Sense
vs. Awareness

Psychic sense is a telepathic power. It
detects the changes that go 011 in a psychic's
brain when he uses his ability. II is nOI trig
gered by the effects of psychic abilities, such
as a pyrokinetic fire. Awareness (p. 136), on
the other hand, detecLS the dismrbances in
the universe CClused by magic. psychic pow·
ers, and other paranomlal abilities.

AIel/tal Bloll' *1/ (;{

111is is a dired mental attack against the
mind. It COSb I energy. On a success. the victim
must make a HT roll or be mentally stunned (p.
-5). If Power is 10 or greater. the subjecl lakes
fatigue as well. Energy Io.·;;t is equal 10 ld times
Power 10. wilh a + I if Ihe remainder is 5 or
more. On a critical succe&'. the victim takes
physical d~lInage. in the form of hit points.
instead. On ;:1 crilical failure. the uscr takes phys
ical damage.

Prerequisite: Telesend at 12+.

Telepathy Range Table
Power Distance

I Touch only, and time
is multiplied by 10

2 Touch only
3 I l'ard
4 2 l'ards
5 4 l'ards
6 8 yards

15 l'ards
8 30 l'ards
9 60 rards
10 loo)drr~

II 200 l'ards
12 400 yards
13 12 mile
lof I mile
IS 2 miles
16 4 miles
17 8 miles
18 I Smiles
19 30 miles
20 60 miles
21 125 miles

Funher increases in power continue to
double range. 'n1ese ranges are for contact
with a single target. For pO\vers involving a
global use of a psychic ability, divide runge
by 100.

Mind Shield *2
This Screen protects the user from atlacks

against the mind. The psychic may turn his
shield on and off ~11 any time. When the psychic
falls unconscious or goes 10 sleep, it remains as
it was sct. A ~leeping psychic with his shield
down gelS one ,l\lind Shield roll 10 bring it up if
it's needed; ~ollleolle unconscious rolls at -2.

A mind shield's Power is equal to the psy
chic's Power: Ihal number is subtracted from the
skill of anyone using 1\lenlal Blo\\·. Telerecei\·e.
all types of Psychic Vampirism. and other para
normal abilitie~ Ih~ll afTed the mind. Repeated
attempts again.')1 a mind shield are at -2 to skill
per attempt and cost 2 energy. ralher Ihan the
nomlal pen:i1ties.

The effects vary by skill. Al skill le"e1 8 or
les.~. it interferes wilh all Psychic Vampirism and
the above-Iisled uscs of Telepathy. friendly or
hostile. againsl or by the uscr. At 9. il no longer
inlerfere~ with the user's own IX>wers. Al 12. Ihe
user can designale an ~lltack as friendly. in ,,·hich
case it suffer:, only half the penalty (round up).
At 15, the shield aUlomalic:i1ly distinguishes
friendly conlact<;. and they gel 110 penalty. AI 21
and up. any psychic comacting Ihe shield with
Telereceive llluSI win a Quick Coniest of
Telerccci\'c "5. ,\lind Shield to e\·en percei\'e lhe
user as psychic.
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Psychic Sellse *J
This is the ability lO detect use of psychic

powers. The uscr get:; a passive roll to detect
any use of p~ychic abilities within his range. He
may also use Ihe skill actively. at +5. Telep:lIhic
powers are detecK~ at +2. Range is norm;)l for
a Telepathy ~ki1l. nO{ di\'idcd by 100. The degree
of success on a P:,ychic Sense roll determines
how much information lhe user gelS, from mere
ly ~some psychic power was uscrr on a bare
succe~'\. to things like approximale direction.
distance, and wh~lI power and skill was used. on
bener roll....

Sleep *II I:i Resisted
111~ is an indifL"Ct mental attack. It can ani\'

be made after Ihe telepath has made conta~t
with Telerecei\'e. On a ~t1cce:-.s. the subject falls
into a dttp ..,k--ep, lasting Id hours unless awak
ened. On a failure, the subject gets an IQ roll to
realize he is under an:lck.

p,.ereqlll~'\ite: Tde~nd al 12+.

Telecolltrol * lila Resisted
This is the abilily to lake o\'er a \'ictim's mind

and operate him like a puppet. Teleconlld
requires the psychic to fir,.,t make contaci with
Telerecei\·e. On a .">lICCeSS, the subject is under
the psychic's conlrol. If he loses, the subject is
:llened.

A controlled victim is oper
:lled like :1 robot. The psychic
can order him lO do or say
anything he wishes. including
using his skills. The psychic
Gm also use hi~ own mcntal
(not physical) skill:, through
(he victim's body. This ~lbili(y

requires great concentration.
The psychiC will be at ·,1 on
any O{her rolb. including con
trolling other I~ple (who.
regardle5.'l, will ha\'e slurred
specrh and be at OX....,). A
new Quick Conte~l of
Tdecontrol \'~. \X'i11 b required
c\'ery minute. Once over, lhe
\'ictim will remember norhing.
including lhe Tdecontrol
altack itself.

Prerequisites: Tderecei\e
al 1)+ and Telesend :It 1)+.

TelereceiL'e *3
Thb i.... Ihe :,kill of receiving

thought. Recei\'ed thought
come~ ~lt 1=l1king :'Ix--ed. It is
affected normally by Guards
and Screenb thai protect the
mind. pal1icubrly t\lind Shield.
AJso. subtract an)' le\'e1s of
Strong \,\'il1 the subject has
from lhe u:,er'~ ~kill roll. or

Paranormal Abilities ~,,,--

add Weak Will. Remaining in contact requires no
concentration or energy. btu does require a skill
roll every minute. A critic"l failure on any roll
alel1.-; the subject.

If successful. the degree of success deter
mines what levels of thought are reacl. from sub
vocalizations and surface thoughts. LO mental
associations with those thoughts. the viClinfs
current ~n~ impressions. his subconsciolls
mind. recent memories. etc. Several Telepathy
skills require that the psychic first make contact
via Telerecei\'e. Once this is done. l.he psychic is
past tbei,.defef1SL~. and those skills are thus usu
ally unaffected by Guards and Screens!

Telesel/d *3
This is Ihe skill of sending thoughl to a sub-

ject. Com1l1UniCaiion is allalking speed. The skill
roll is at -I if the psychic and subject ha\'e no
language in common. If the roll is a success.
commUniGlIion can be maintained with no con
cenlration or energy, and one skill roll per
minute.

If the p:,ychic has power 10 or greater. he can
broadClst glolxllly, sending IhoughlS to every·
one wilhin 10/0 of his normal range. This requires
no roll. but does require concentration.
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Damage
Id-;
Id-4
Id-3
Id-2
1d-1

1d
2d-1

2d
2d+1
2d+2
3d-I

ST
1-2
3-;
6-8

9-11
12-1;
16-20
21-3;
.l6--JO
41-4;
46-;0
;1·;;

and so on .

Creatures as Characters
When depicting more-subtle supernatural

beings, to act ~IS adversaries or mysterious
encounters, it's sometimes a gcxxl idea 10
define [hem precisely. e\'en giving them char
acter sheets with point totab. PoinlS pro\'ide :.l

loose but somewhat objecti\'e measure of the
being's power, and it may be necessary to L'val
u3te such cre:lture:-. :IS Allies or Enemie!'l
for human ch3racte~, See pp, 32-36 and 11·,.3
for a selection of supernatural ad\·antage:-. and
disadvantages.

Basic 5fX->ed: For
most natural ani
mals. except riding
and draft animals
carrying a load.
this wiJl also be the
cre:uure's J\IO\'e.

Dodge: TIl is is
the only aCli\'e
defense of most
normal animals. It
is equal to half DX
or half ~IO\'e,

whichever is bet
tel', up 1O a maxi-
mum of 10.

Ellclfl1lhnmce a/ld ilfolY!11Iellt: Encumbrance
works for creatures much as it does for humans,
except lhal the encu1llbf3nce [able for four-foot
ed creatures is different:

No encllmhnl1Ice (lip to 2 x 57"'): 1\!O\'e h
unaffeded.

Light encumbrance (lip to 6 x STJ: J\IO\'e b
reduced by 2.

Medium encumbrance (lip to 10 x ST): -'Ion:
is reduced by ... Few animals will carry greater
than 10 x ST on their backs!

Jlecw)' encumbrclI1ce (up to /5 x sn: J',lo\"(~ i..,
reduced by 6.

E\"tra-beau)' encumbrance (lip to 20 x ST):

Move is reduced by 8. but nen~r to less thall 1.
J/axil1lllm encumbrclI1ce (lip to 30 x STJ:

Move is reduced to I, Only a very wi1ling bea~t

will attempt to move such a load.

Formidable though lhe v::lrious Nazis, mad
scientists, and sorcerers which they bce may be,
the real reason for the BPHlYs existence - and
the aspect which makes Hellboy such a valuable
agent - is the existence of menaces stronger and
weirder than any individual human foe. Hellboy
shares his world with numerous demons. ghosts.
and creatures out of legend, which his human
enemies are often able and willing to summon.

TIle point \"alue of animals. and monsters
whose only role is to appear for one fight. is
usually irrelevant - the GJ\I simply assigns rea
sonable abilities. Howe\"er, a few notes apply:

Attlibllles: These ha\'e the same meaning for
beasts and monsters as for humans, with one
exception: hit points GlIl be \'ery different from
H1'. HT delermjnes how hardy :1 creature is. but
hit points depend on size, and very large or
small creatures may have more or fewer hit
points,

Abilities cmd Skills: Most animals and many
supernatlildl beings have keen senses. 'l1le
"generic" roll for a natural animal or an animal
like monster to sense something (sight hearing.
smell, taste) is ]4. regardless of its IQ, although
this may \'ar)'. Some animals also have the
equivalent of skills; e.g.. a bloodhound might
ha\'e Tracking at le\'e! 18-

PD and DR: J\lany creatures have a hide.
shell. scales. or thick fat that protects like armor.

Allackil1g: To hit. an animal rolls against its
DX: use the same modifiers as for a human, An
intelligent monster may wield a weapon for
which it has an appropriate skill. Note that most
(though not all) animals fight at close range;
brge animals will often Slam a human opponent
first.

Damage: For animals and animal-like mon
sters. use the chan on this page, TIle creature's
bite (or cla\"\') damage depends on its ST. When
a carnivore bites. this is usually tre-dted as a clll
ting anack. figured at full 51". TIle bite of a her
bi\'orous creature is usually a c17lshing anack.
figured at half its acnJaI 51'. An animal bite 
even from a cami\'ore - am do zero damage.
Gigantic fanged demons and the like may do
impaling damage as deadly as any weapon.
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Beasts and Monsters ~\. ~.

Spirit Powers
"Spirits" is a general term lIsed here for intan

gible monsters made of thought, souls, or ecto
plasm. Ghosts are jusl one example. Spirit'; devi
ale substantially from the human baseline. but
they clo have the sallle allribules as humans: ST,
OX, IQ, and HT These define what they can and
can"t do in relation [0 other spirits.

Fatigue
In order 10 interact \\'ilh the material world, a

spirit must spend EHigue points. Fatigue is the
most illlpollant attribute of a spirit: pO\"verfltl
spirits Ill"y have hundreds of fatigue points, The
~l\'erage is closer to the human norm: 10-20
fatigue, Spirits recover fatigue normally.

SfX-'Cial SOllrces qlFaligue: Spirits can lap into
some places - or people ~ 1O obtain faligue
quickly. Places of occult power can provide a
spirit with an additional 5-30 btigue per day (as
determined by the GM). This energy can be
tapped into only if the spirit is in the area. Acts
of worship from a gre::1t number of people allow
spirits 10 gain 20-100 additional fatigue per day,
depending on the number of worshipers (rough
ly I point per \\·orshiper).

Spirit Abilities
Most spirits are usually invisible and intangi

ble to the physical world (but see
Jlaterializatioll, p. 143); only other spirits can
sense them without the aid of magic or other
supernatural abilities. They cannot be affected
by "physical" psychic powers such as Tdekinesis
unless they materialize; however, they have
minds. and hence are susceptible 1O powers
such as Telepathy. (In fact, some possess such
powers themselves, \vhile others have powerful
psychic defenses.)

Beyond this, they have a number of powers:
Perceptioll: Spirits can see, hear. and smell

normally. Their sense of touch is velY limited
unless they Materialize. They can even taste
objects to a limited degree. especially objects
offered to them in a ritual.

A spirit's senses go beyond the normal
human range, however. It has innate
"Awareness," and can sense the presence of
other spirits and magic. A successful IQ roll
allm-vs a spirit to sense the location and approx
imate power of a nearby magic item, a being's
mental or emotional state, and mortals with
supernatural or psychic pm-vel's.

Spirits also have the <lbility to heu their
names whenever they are ritually invoked,
regardless of distance or intervening barriers.
This can include anything from a sincere prayer
from a descendant or loved one to a medium
allempting to channel a cleparted one's soul or a
sorcerer's ritual of summoning.
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Spirit Worlds
Hellboy's own universe is "surrounded

by" or "adjacent to" numerous other uni
verses, which are often referred to as
"worlds." How this works is a subject of
debate, but many BPRD scientists theodze
that each universe - including the one in
which they themselves live - is a four
dimensional "aspect" of the full multi-dimen
sional reality. Because time is one of our
universe's four dimensions, the relationship
between the passage of time in different
worlds is sometimes strange, but most uni
verses which are accessible to each other
share much the same time-now as Earth.

Some of these worlds are "close,"
enabling creatures in one to observe the
other with merely lhe exercise of a minor
innate power or a simple spell. Others are
more ;'distant," and indeed may be
described as being "sealed off. ~ Powerful
magical emities can even use such worlds as
"prisons" for olhers. Any world aside from
Earth which can easily be visited by spidts is
known as a Spirit World. Humans can only
gain access to other worlds by using magic
or advanced and bizarre science, unless they
can find a permanent "gate created by
supernatural chance or old magic.

A whole set of these worlds, all quite
';c1ose" to Eatth, form what is knO\vn as lhe
Spin't Realm, which is readily accessible to

many spirits. At least one of the worlds mak
ing up the Spirit Realm is thar known as
Faerie, which is mostly occupied by beings
known to humanity from old folk [ales.
(There may in fact be more than one faerie
world. In at least some of them, the passage
of time can be dangerously unpredictable
for visitors from Earth.) Orner worlds may be
the "homes of the gods" mentioned by many
religions, including the Norse Asgard, the
Greek Olympus, and so on. (Norse myth
speaks of the "Nine Worlds," with Midgard
our Earth - being the lowliest. Somewhere
in rhe Spirit Realm is Yggdrasil, the "\vorld
tree," which, it is said connects all the Nine
Worlds with irs roots and branches,) Gates to
such worlds may once have exisled in loca
tions such as Mount Olympus, in Greece.

One other well-known "world" is, of
course, Hell, which serves as a place of tor
ment for demons and damned souls.
Occupants of Hell require significant magical
power or assistance to reach Earth, but some
clemons can manage the trip. There mayor
may not also be one or more Heavens, but
they are even harcler to visit.
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SUlIlIJlOllilig Tol..>ells: Spirits sometimes give
mortals tokens like feathers. locks of hair. and
magic dust. which allow mortals to call upon the
spirit by burning the loken. casting it onto the
'\\'inds. ::md so forth. This works like ritually
invoking a spirit's name (above), allowing il {O

appear iml11t.."<Iialely.
J/Ol:emenl is determined normally for spirits.

Since they aren'l bound by physical limits. they
can I11m'e in any c1ireaion. through the air and
solid objeds. A spirit can instantly transport itself
into the presence of someone who ritually
im'okes ib name (M.-'>(: above), A spirit can also
-hitch a ride" inside a vehicle. but this costs 1
fatigue per hour to mainwin a conneclion to the
vehicle (and is nO( available to spirits thal cannot
physiC'dlly materialize; see below). Allhough
physical barriers do nOl impede spiriL<;. many
magical ones do,

ConmulI1icatioll: Spiri(.') C'J,n projed their
thoughLS as speech and hear thoughlS direded at
them. '111is '....orks like telepathy. except that
communication isn't slOPped by psychic defens
es. and neither the spirit nor the people it com
municltes ,vith can read thoughts or do any
thing other than "speak" 10 each other. Such
communication costs the spirit I fatigue per
shOll sentence (a few seconds' wonh of speech),
Evil spirits sometimes use this power to "plant"
thoughts in a monal's head. making him "hear
voices." These thoughts can't cOlllrol a person's
actions, but may trigger repressed anger or fear
and cause people to do things they otherwise
wouldn·l.

Spirit Trcwe/: Spirits have the innate ability 10

travel 10 one spirit world (see p, 141). Usually this
is the spirit'~ "home" - e,g.. demons travel to and
from Hell. If lhe spirit has no particular "home"
spirit ,..,'orld, it may choose one it can tf:l\'e! to,
Spirits can tr::l\'elto muhiple spirit \\'orlds with the
appropriate enhancement (p. II-I),

Possessio,,: Spiri(.') have the ability to displace
a living being'~ wul. laking control of his lxxly,
This is resoh'ed a~ a Quick COnlest of \X'ilis and
can be attempted only once per day on any
given person, If the ~pirit wins, it gains control
over the lxxly for 3d seconds. This COSLS S
fatigue. On a tie. the vidim suffers from the
equivalent of the Split Personality disad"antage
(with the subject in control. nQ( the spirit) for the
same length of time,

lne spirit can tl)' to ('Xlend the possession by
taking a penalty to it.... \X'ilI roll and spending
extra fatigue. Taking 1X)~~~ion for 3d minutes
is done at -2 \'('iIl and COSL<; - fatigue. Attempts
to possess for 3d hou~ are at -4 \'fill :lI1d cost 10
fatigue, Possession for xl day.... has a ..g penalty
and CO~ts I; fatigue. A critical success on the
spirit's part. or a critical failure by the victim.
doubles the length of the possession. A critical
Llilure by the ....pirit. or a critical success by the

victim, CO:-,lb the spirit 3d fatigue (in addition to
the normal COM) ~ll1d renders it incapable of lX>s
sessing tmyl:xx(r for xl days.

The ....ubject's Mate modifies the possession
altempl. If the subject's soul has left his body
(from a ne'df-death experience or some kind of
"astral projection"). the spirit's roll is at +8. If the
\'ictim i.... undergoing a painful or terrifying
orde.lI (tonure, r:ape. stafyation. etc.), lhe spirit is
at +6. If the Largel is in an altered state of mind
(from dnlgs. alcohol. fever, etc.). the spirit has a
+1. Even a willing pe~n gets a resistance roll
(repre:,enting an in~tindi\'{,' reluctance to lose
comro!), but the spirit's roll is at + 1O! Each pre
viously ~ucce,~ful po....ses..<;ion of a particular ....ub
j<--"Ct by the ...pirit gi\es that ....pirit +1 to ib roll
(maximum +3).

\'('hen a pe~n b po~s~1. the spirit' .... "ital
energy infuse.... his body \\'ith gre'Jter Mrength.
speed, and endurance, 111e pos..<;ess<-"'<..Ilxxly's Sf
is r:aised by 1 S the spirit's ~I (not fatigue). and
ib DX ~lI1d liT ~lre rai~d by J 8 the ....pirit' .... DX
and 11'1'. re....pecti\·ely.

Pol/erl-:eist i:.1fect: A ....pirit Gill use iL., energy to
manipulate object.... in the physical \yorld. By
....pending Lltigue it can move things, throw
punche..... and perform other physical actions.
The f~l\igue CO",1 is great, however: most spirits
are capable only of affecting small objecL') for
5hol1 periocb of time,

Each action lhe spirit anempts costs it f:ltigue.
The effective ST and DX the spirit exc::t1s in the
world determine the cost. ~lI1d c:tn exceed the
spirit's "mtur~lI" ~lttributes. An action costs 1
Litigue per 2 ST exened. J)X costs 1 fatigue for
a Ixl....e le\'el of 10 and I fatigue for e\'ery addi
lion~d 2 DX. A direct allack does thrust-j damage
based on the ST of the effect.

Probllbili~l' Altera/iol/.' Spirit.'> have the 1X>'\"t:'r
to channel their will 10 affect the outcome.... of
en'nb. The effecL<; of this lX)wer depend on the
intended re....ult and the amount of fatigue the
spirit ....pend~.

The ....pirit mu~t first win a Quick Contest of
\'('ilb with the larget unless the spirit is trying to
help the ....ubject. in which case only an unop
posed "-ill roll b required, A bonus or pemllty
10 ~my one roll em be applied on .a succe.ss, at 2
fatigue per + -I (maximum + -10. for 20 fatigue l.
111i... include~ 'Short action~ and long actions.
A<-1i,'ities th.1t are not normally resoh'ed by ran
dom rolls mar abo be affc.--eted in this \\'ar. but
the GI\1 must a')5C~~ the base probability for 5UC
ce:-.." or f~lilurt' before a~...e:-..~ing the bonus or
penalty,
L~ of thi.., power requires a great deal of

imagination on the P~Il' of the G.\! and playel3,
Anyl:xxly who\ h:lC! :l bad day knows the myri
ad lillIe [hing~ th~.ll can go wrong in the COUfX'
of norm~t1 lifL' ~l1ld G1I1 dra\\' ulX)n tho~e experi
ence", for in~pir:ttion.
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Materializati011
Spirits Gill assume a material or semimaterbl

fonn Thl'f(;' arc fOllr levels of materialization.
ranging frol11 sound effects to actual solidity.
,\Iost spirits don't h3\'C enough energy (0
become fully solid for ,'cry long: onJ)' powerful
spirib Gin maintain materialization for any
length of lime. Full l11~ueri3li7..ation is also dan
gerous bec.lll~ physical ~lltacks can hUll or
destroy the spirit while it is m3lerblized. '111e le\'
e1s of m~llerbliz3lionare:

SoUNds: the spirit can prcxluce disembodied
sounds. Simple 50uncls (l11<XlnS and howls) are
easier than complex noises or speech.
.\licrophones and recording devices can pick up
the sounds, If the spirit \\'ishes. the sounds can
be picked lip OIl~1' by machines. and 1l0l by li\'
ing crealures (producing disembodied voices on
an audio recording or over :1 radio, for example).
Pnxlucing simple sounds costs I fatigue per 10
seconds. Speech or complex sounds COSI 1
fatigue per second. nnd a ,'rill roll is required to
make the sounds denr. A Eliled \\':fill roll resulls
in unintelligible
noise.

I'isual f::Decls:
The spirit can cause
a visual manifesla
tion of its form to
appear. This form
has no substance
and is trJnslucent
unless the spirit
spends extra fatigue
to make it appear
solid, This costs 1
fatigue per 5 sec
onds. doubled if the
spirit ,yanlS 10
JppeJr solid. The
spirit can choose to
make itself visible
to some people and
nOl others. or only
to cameras and not
to living beings (or
"ice ,"ersa). if it
wishes.

Ectoplasm: Spiri
tualists often speak
of ectoplasm. a tenuOllS substance like smoke
as.<;OCiated with spiri~. Manifesting ectoplasm
allo\\'s a spirit to touch physical beings and to
han:> a sense of tOllch, but not to exen force or
inflia damage (the eclOpbsmic form has a Sf of
0). l1lb costs I fatigue per 10 seconds. See also
the Ectopb~mic Projection po\\'er. pp. 1.3+135.

FilII ,l1alerializatiol1: 'l1lis effect is costly. but
it temporarily provides the spirit with a physical
body. 11 costs I fatigue for e,'el)' IWO levels in
each physical ~l:lt (ST, DX, and Irn. rounded

up. Clothing appears around the spirit at no
additional COSI. but other obiects (including
weapons and armor) cost 1 fatigue per pound of
weight. Thb energy cost is per minute, If the
spirit h:l:-t any special powers or ;]ch·antages. it
may lise them in material form. Spirits in materi
al form are .still immune to many of the concerns
of monal being.s. 'nley are unaffected by starya
tion. sliffoc~lIion. disease. poison. and most
weather condition.s. although they can be
harmed by the Stme auacks as Olher physical
beings unles::, they have :-pecial advantages pro
teCling them. If the spirit":- physical form is
reduced to 0 HT and it fails a HT roll. it is forcL--'d
back into spirit form.

JIlIlliple Forms' A spirit normally materializes
in the same fonn (-'vel)" lime (its ~base- form).
Spirits can learn to materialize in forms Olher
than their base form~ by lIsing a special skill.
Shapeshiflil1g: this is J\lentalt Hard. with no
default, GMs may apply penallics to the skill for
large changes, (Changing sex is at -2: becoming
another species is at -8.) The spirit's ad"antages

and disad\'antages do
not change. and iLS
attributes are deter
mined as alxwe. The
spirit can val)' its size
and appearance,
however. Spirits may
use this ability to
appear as animals or
str:mge inhuman
creatures (or 10

assume human form
if their base form is
something other than
human).

Spirit
Weaknesses

1\los1 spirits have
vel)' shan life spans.
Evel)' month. a spirit
must make a Will roll.
A roll of 1--1 or higher
is an automatic fail
ure, and any missed
roll reduces HT (and
hit points) by I. If HT

ever reaches O. Ihe spirit is destroyed.
.l/odifiers (these do affea the 1--1 maximum):

+2 if the spirit ha~ a compelling reason to Slay in
the materinl world: +2 if it stays within SO yards
of a suilable place of power for the whole
month: +1 10 +5 if the spirit is \Yorshipped or
paid resl:x.~l.

If these bonuses add up to +3 or more. \Xliii
rolls to maintain HT fait only on a roll higher
than modified Will or a 17 or 18. whichever is
lower. If they total +) or more, the spirit doesn't
have 10 make a Will roll that momh.
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Point Cost
If a spirit is to be ~bllilt.. as a character. all

these pou'ers and {('eel/messes are treated as a
100-point ad\"anrage. called Spin'! Form.
l11e enhancements <lOci limitations below can
modify it.

SfX~;al EllhaNceme11l: Animation. The spirit
C".lll "possess" physical objecLs as well as living
beings. This includes dead bodies. Mosl objeas
provide ~l +8 bonus to possession. as they have
no spirit. The object's abilities depend on its
form (ancl the GM's judgment): a painting could
talk. :1 sl:lIuC:' or suit of armor could move around
normally. a car could drive. +20% for a small
class of objects (a speciric make or IIIcxlel of car,
Ihe works of a particular artist), +400;0 for a brge
class (cars. buildings. corpses), +80% for any
physical object.

Sjx.>Cial EuhcIIlCemell/: Easy .IJaterializalioN,
llle spirit can materialize at :'1 100yer fatigue cost.
Each halving of fatigue cost is +20010, and fatigue
costs reduced below half a point become O.

SjX"Cial Euhancemelll: £,"1,.61 Wodds. lne spir
it can travel to additional spirit worlds, + l()O/o per
additional world. For + IO()% it C"~n travel to all)'
t.pirit world the G~I allows, "

Special Enhancement: Physical Form, 111e
spirit has one physical form it can materialize at
will for only 1 fatigue point, remaining in that
form for as long as it wishes. It costs no fatigue
for the spirit to return to its normal incorporeal
form, The physical form hels the spirit's normal
elttributes and abilities, plus any eldvamages the
spirit may have that apply to the physical world.
111e spirit cannot change the appearance of its
physical f0n11 without materializing another (and
paying the full fatigue cost) or having an appro
priate ad\'antage or spell, 111is enhancement can
be taken multiple times for multiple physical
forms. +Wb,

SjX"Cial ENhancement: Spectral TOllch, The
spirit can use '"(ouch only~ sUj:>ernatural abilities
while insubstantial by interpenetrating with the
target. (Some spirils may know specific spells
Ihal they can use without this enhancement.>
+10%,

S/X-'Cial ElIbaNcemelll: Unlimited Lifesptl/l.
The spirit doesn't have to m:'lke monthly Will
rolls to avoid losing HT. +300/0,

Sjx-'Cial El1ballcement: Visible. The spirit is
normally visible. al no fatigue cost. The advan
tages (free visual effects) and disadvantages
(being \'isible to nonmll sight) cancel out. +00/0 if
the spirit is obviously unnatural (glowing,
translucent. etc.). +5°0 if it looks human, +5% if
the ,:,pirit is \"isible only to living beings and not
machines (camems. etc.). -soo if the spirit is nor
m:llly \"isible only to machines and not living
beings V~ho\\'ing up in photographs. on film. etc.
but il1\'isible to the naked eye).

Special Limitation: Limited .Halerializatiol1.
11lt: spirit can't produce all the effects listed
under .Hatel1alizatiol1. -200u for Can't
J\laterialize. -15°0 for Sounds Only, -100o for
Sounds and Visual Effect,:, Only. -SOo for Sound~,
Visual. and Ectoplasm Effeas Only. Only the
-I()O/O and -5% levels Gill be combined with
\'isible. Cannot he combined with Physical
Form,

Special Limitatioll: Limited Perception. TIle
spirit can only dimly perceive the physical world
when not materialized, -SOlo for eelch -1 to Sen,:,e
rolls. -.3QO/o if the spirit cannot rx:rcei\'e the phys
ical world at al/,

Special LimilatiOIlS: Missillg POlll(!l~ The ~piril

lacks a basic spirit <ibility. Each missing power i~

a sepamte limitation: -S% if it can't taste smell.
hear its name being invoked. tr:.n·el instal1lly 10

the site of a summoner. or ride in \'ehicles: -IOOu
if it can't use Awarene,:,g. ,:,pirit tra\·el. communi
cate telepathically. or tap fatigue from plaC(_~ of
power and worshipers: -2000 if it can't u~

Poltergeist Effect. Possession, or Probability
Aher:llion. '

Special limitatiON: Permal1e1l1 ECloplasmic
Form, A spirit which ah\'elYs remains in the ,:,ame
eClOplasmic lxxly is severely limited, It b per
manenlly visible but obviously unnalural. and
ahhough it can use :'1 sense of touch. it has the
same limitations as :'lIlother spirit temporarily
manifesting ectoplasm (see p. 143). This is a -,q"o
limitation in itself. and most such spirits also
have numerous Missill/j POfl'f2r limitations - they
typically can't taste or smell, hear invocation.'!,
tr:.lvel instantly. spirit lr:.l\'d, conullunicate tele

.palhically. tap fatigue. or use Poltergeist Effed....
Possession. or Prob'lbility Ahcr.ltion (for a tOlal
of -1050 0).

l\'ote that BPRD agent Johann Kraus (p. 9-) I~

such a spirit. \vith some special feature,:" His
containment suit provides a special \'e~ion of
Physical F0n11 which is Ie. useful than normal
because it remains \vhere he lea\'es it r:.lther th'lI1
appearing whene\'er he wants it (+,000), elnd
Unlimited Lifespan in a ,:,Iightly restricted foml
because it requires that he spends most of hi~

lime within the suit (+2,°/0 ). Iknee, the net cOst
of his condition is 6, points.

Advantages
The following advamages. some of which

only appear in other CURPS books, are redun
danl for spirits. eI~ their efk"Cts are includt.-'d in
the Spirit Fonn package: Awareness. Dcx~11 ~

Brealhe. DoeSl1't Eat Drink, Doesn'l Sleep.
Imm1l1Ii~)' 10 Disease. Immunity 10 POiSOll,
Illsubsta1l1iality. IIll'isibili~J', /11L'isibilil)' 10
.1/acbilles. and ["ntlgiHR- Spirits that wish '10 be
invi~ible in material form do 11(.."(.-'d to bu\
111l'Jsibili~)'and Inl'isib,./iO' 10 .Ilachilles, hO\\"t:'ye;.

Some other nOle:-.:
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Alerllless (p. 28): Spirits add AJertness to IQ

rolls to use their '"Awareness" ability. Powerful

spirits oflen have vcry high Sense rolls. Spirits
can also have Acute Awareness (a bonus to
Awareness IQ rolls) for 2 points per + 1.

Exira Ft,liglle (p. 29): This advantage is
common. often at vel)' high levels. among pow~

erful spirits. It increases the size of the spirit's
"naturar' fatigue pool (which can be recovered
wil.h rest and time). It does nO[ take into account
the extrJ sources that spirits can lap into to aug
ment their natural fatigue (p. -).

bzvlI1"ertlbility (p. 34): In their ~nanlfar

fonn. spirits are immune to any and all physical
auacks that aren't specifically described as affect
ing spirits. In physical fonn, they can have
Im1..llnerability to particular auacks. or [0 certain
effects. even if they don't cause damage. For
example. spirit-affecting magic is considered a
Rare hazard, so it costs 7; points 10 be invulner+
able {Q it.

Mllgery (p. 34): Spirits with innate spells
(pp. 130-132) must usually have Magery in order
to Gist Ihem.

Regelle,.lliiotl (p. 35): Spirits may possess
the ability to recover rapidly from damage in
either physical or spirit fonn (and the advantage
works in either fonn). Spirits commonly ha\'e
the limitation that certain forms of damage pre
vent regeneration.

Strollg Will (p. 31): This is one of the most
common advantages among spirits, since most
of their activities are Will-based. Powerful spirits
often h.ave extraordinary Will scores.

Disadvantages
In addition 10 the disad\'amages inllerent in

Spirit Form (notably a limited ability to interad
with the physic•.i1 world). spirits often have a
number of other disadvantages related to their
unique nature.

Exorcisms
An exorcism (in the general sense, as

opposed to the specific ritual described on p.
128) is any procedure designed to drive a spir
it out of a person or place. The details can V~lIY.

At the simplest, the exorcist may identify a
Dread or Weakness possessed by the spirit
(perhaps with Occultism skill, p. 48) and
exploit it. It's often a safe bet that evil spirits
will be driven off by holy symools or prayers,
although they may put up a fight. Cenainly,
most spirits seem to have one or two odd and
obscure Dreads, such as the smoke from burn
ing arbutus leaves.

Less malevolent spirits may be
persuaded to depan. by negotiation,
although spirits can be obstinate,
obsessive, or just plain strange. It
may be possible to fulfill some
need which is keeping the spirit on
Earth, which may be ethically high
ly desirable or highly unacceptable.
(Some ghosts \Yant justice, some
want revenge ...) At the other end
of the scale, some traditions
anempt to exorcise spirits by mak
ing conditions physically uncom
fonable for them by brute force.
Unfortunately, if the spirit is pos-
sessing a person, this can be very dangerous
for the via.im. For this reason, and because
injury and pain make people more susceptible
to possession, smart exorcists avoid such
methods.

Spirits which don't want to be exorcised are
notorious for fighting back, using poltergeist
effects, possession (sometimes switching hosts

rapidly (Q sow confusion), threats, or other
powers. A really powerful spirit with few major
weaknesses can be a dangerous opponent, and
even the most scholarly exorcist may need
some strong-willed and muscular backup.

Religious Rituals
Many religions teach exorcism techniques

to their priests. Sometimes, these can be treat
ed simply as religious adivities which many
spirits dislike; roll 111eology for the ceremony
to be conducted correctly, and if it is, apply the

effects of the relevant Dread.
Characters without Clerical
Investment may be prohibited
from conducting such cere
monies, or may only do so at
large penalties, depending on
the religion's theology.

"Ad\'anced~ ceremonies of
exorcism may be treated as
rituals from the Path of Spirit
(pp. 127-129), even if the
priest doesn't think of them
that way and acrually consid
ers ritual magic to be evil.
Such priests do nor need
Rintal Magic skill or RituaJ

Aptintde, but must have Theology at 14+ and
Clerical Investment. They then study a version
of the Path, but \YiII usually only use Lay to
Resl, Ewrcise, and Banish (some militant faiths
might add Cbosl Sword or Spin'l Trap). For this
purpose only, Clerical Investment substitutes
for Ritual Aptitude.
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Anubis

We don't know if this
thing was really linked to
the Egyptian deity. If it
was, he's not as smart as
he used to be. Still, it
was very dangerous.

Hellboy mel and (apparently) destroyed the
creature called Anubis in the soumwestern
Uniled States. in an area where the entire IX>pu
lations of several small towns had recently \'an
ished. As the disappearances were not accom
panied by any signs of violence. it seems likely
that the C"~use was :I complex supernatural phe
nomenon. and not simply the rampages of a
gial1l monster. (Hellboy noted some peculiar
mystical symbolism in the town he ilwcsLigaK--d,
which may have been related,)

Anubis took the fonn of a semi-humanoid
being with the head of ;:1 giant dog (l1ot the jack
al head of Egyptian religious art). along with
other canine features. It would probably have
Ix--en around 20' t:11I if it had ~to<xl fully upright.
Howe\·er. il could abo adopt the appearance of
~l normal. rebti\'ely h~lfI11leS5-looking(if mangy)
dog. ~hifting in:-.t~lIltly belween the two sh~'1X's at

Size, 8
WI.: 3 Ions

Move/Dodge, 9 5
I'D/DR, 2 8
Damage: 5d cr
Reach, C.I-4

A Hellboy
Bestiary

Aote: \X/here g;:llne st~ltistics are gi\'en bela\\".
the form3t should be fairly self-explanalOry. If
two numbers are given for ST or HT. the second
number repre~l1l~ fatigue or hit points respec
ti\·ely. ~Size" i~ the number of yard~wide hexes
which the creature occupies. which is signifiGlI1l
in the full CURPS combal syslem - larger crea
tures are easier to hit at long range. l\IO\e mtes
are for the cre;:uure's preferred em'ironment:
where it C"J.n abo 0l~rate in a different mexie.
this will be discll~d in the notes.

111e notes al the top of each el1lry come from
official but infonl1al BPRD briefing documents,
Whether .:,uch things can always be trusted may
IX:' an 01X:'n que:>tion. '111e subsequel1l descrip
tion:-. ~melime:-. include uncertainty. or more
th~lIl one option. On the one hand. the BPRD
doesn't know everything; on the other. monsters
can be varied individuals. and this \'ariatiol1
allows Gl\b to :-.urpri~e players who\·e read this
book.

ST, 100
OX, 12
IQ'lO
HT, 15'40

Compulsive &lJavior (p. 37): Spirits oflen
have cell~lin behaviors "hardwired" into their
pt'rsonalilies. These can range from quirks (a
spirit thal nc\'cr uses ilS true name) to [hings like
Compulsive Generosity or Compulsive Lying.

DepelldellCY QJ. 41): Spirits orren require
special things to maintain [hem. such as unique
magic items ("iJrC"). being m a specific place
("infrequent"), human blood C·occlsionan. or
human emotions C'C0l111110n"). 'Incy may be
completely unable to survive in ,\'0 .\lana areas
(p. 130); mana is considered "common- for this

purpo5C.

Dreut( (p. 42) and Phobius (p. 40): ~Iany

spirits can be driven off by something specific 
holy symbols. slinlight, or whatevcr. If this has a
physic-JI effect on them, use Dread. If a spirit's
reason for avoiding something is more psycho
logical th:m physical, il can be treated as a
Phobia, Use the rarities for Dread as a guideline:
a Hare substance is WOl1h -I point (a quirk), an
Occasional or Common one is worth -5 to -10
points, and a Very Common one is W011h -10 to
-20 points as a Phobia.

U"livi"8 (p. 42): Spirits d01l'1 automatically
have this disadvantage; their hold on existence
can be as strong as that of any material being. It
is appropriate for many spirits, hQ\vever. partictl
lady servitors and M anil1cial" beings.

VlIl"ertibilily (p. 42): Many spirits ha\'e
peculiar Vulnerabilities. The first level of the dis
advantage allows the attack to affect the spirit in
ilS spirit form. If the Vulnerability affects the spir
it only when it is materialized. the lOtal value is
halved.

Weakness (pp. 42-43): 'r1lis is used for spir
its thal suffer damage merely in the presence of
a certain item or substance, Use the rarities given
for Dre(Jd (above) to dctenninc the cost multi
plier. Some spirits keep their soul or life-force
elsewhere. in a soul objecl - an item. plant. or
animal. If the soul object is destroyed. the spirit
takes Id d3m~lge per minute until it is dead. This
damage camlot be regenerated! ll1is may occur
rarely, bUI since it's irre\·ersible. it's considered an
"OcC"~sional"" Weakness wOl1h -20 points. If the
soul object is particularly difficult to damage
(more than DR IS or 75 hil Ix>ints). treat the fre
quency 35 "Rare" and reduce the value 10 -10
poinls, This cannot be taken in conjunclion \\'ith
a Dependency on the same object.
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The Baba Yaga

",ill. (In its smaller form, it may have had ST
around 1-6. no PD or DR. and no more dUll 5
8 hit IXJinls.) It fought by grabbing and punch
ing: had it chosen to bill.'. it might ha\'c done 5d
cUlling d~lInage. It \\'a~ aggressi\'e and arrogant:
iLS other l110li\'c:-; rel11:.lin a mystery.

Analysis suggests that
this entity is at least
peripherally associated
with certain major high
threat incidents. Cross
referencing to Slavic myth
suggests something old,
enigmatic, and dangerous.
Direct contact is unlike
ly, but all references
should be reported.

ST,13
OX, II
IQ,18
HT,17

Move/Dodge, 6 6
PO/DR, 0 <,
Damage: Id+2 cr
Reach: C

Size: 1
WI., 130 1b,.

The B:lba Yaga is referred to as a mighty
witch - or perhaps a demon-goddess - in
Russian folklore. :lIld even after being forced to
retreat to the Spirit Re-dlm, her supernarural influ
ence <lppears considerable. She might display
any powers the GM finds appropriate. though
they probably tend more to terrible curses than
direct physical <macks. She has a talent for
necromancy. and Cdn animate dead bodies or
skeletons more or less at will. She can also use
human skulls for pyrotechnic magics. transfonn
ing them into lanterns or throwing them so that
they explode on impaa (treat as a Fireball spell.
p. 131). As a nature goddess of sorts. she com
Inands at le-dSt the passi\'e loyalty of the wild
creatures of Russia. and maybe of other regions
as well. Her teeth and nails are made of iron: her
legs are wooden. but she geL'i around well
enough anyway. using her giant pestle as a
walking-stick.

r,.lmspOt1111i0tL' When on Earth. the Baba
Yaga traveled in a giant mortar. which could Oy
and which she "rowed" with the pestle (Move
12). She also owns a magical hut which walks
Clround on giant chicken legs, but according to
legend. this never leaves her farmyard. on Earth
or in the Spirit Realm - although people occa
sionally have visions of il when her influence is
involved.
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Cannibal Heads

A relatively minor but
dangerous paranormal phe
nomenon. See past brief
ings for countermeasures,
but there may not always
be a lake handy. Be care
ful of their intrusion
capabilities; they could
be nasty if they gave up
their old rural lifestyle
for urban back alleys.

but she always came back, Between manifesta·
lions, she dwelt in the "Thrice-Nine Lands in the
Thrice·Tenth Kingdom" - the spirit world which
is the dark fairyland of Russian myth.

Around the beginning of the 20th century.
she appeared to the young Siberian monk
Rasputin (p. 109). and told him that his destiny
was to be the"Agent of Change:' He ga\'e her
half of his soul. which she hid in the roots of
Yggdr<lsil (p. 1<11), helping to make him
extremely hard (0 kill. Although she continued
to observe his career. she did nOl assist most of
his plans directly: she seemed to regard him as
an interesting child with his own life to lead. or
as a potential companion whose excessiye plan.:,
led him into mistakes.

In 19(')q, she was actiye in the region of
Bereznik. in Russia. when Hellboy heard of her
actions. He fOllght her and shot her through her
left eye. forcing her withdld.wal to the Spirit
Realm. Since then. apan from once sending aid
to Raspulin. she has been littJe more than an
observer.

Size: <I
WI., 10 Ibs.

Move/Dodge, c r
PO/DR, 0 0
Damage: 1d-l cut
Reach, C

ST,5 10
OX, 12
IQ'1O
HT,12,5

Limitalio"s: The Baba Yaga is essentially an
entity of the 5piril Realm who once could take
physical form on Earrh; lhar form limited her La

almost human levels of vulnerability. (The aoove
values reflect that limited nature.) When she was
badly injured, she had 10 retreat 10 the Spirit
Realm, and couldn't heal the injury even there.
(She mayor may not recover over years or cen
turies. or she may be too dependent on the tacit
worship which she no longer receives.) She is
also prone LO bizarre obsessions, such as calling
lip the buried bodies of dead sinners to CQlInt

their fingers or flying into people's kitchens to
COllnt their spoons. Like many supernanual crea
tures. she can probably also be counted on to
stick to the leuer of any promises she makes.

To the old Russian peasants, the I3aba Yaga
was the embodiment of the dark secrets of the
deep woods. Although actually a spirit - more or
less a goddess - she took a very physical fonn
as a grotesque cannibalistic Witch. given to steal
ing and eating children. She was occasionally
outwitted and even defeated by human heroes.
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These are monsters Ollt of Japanese myth. By
day. they appear to be normal human beings,
but a1 night. their heads detach themselves from
their bodies ~lnd fly around, looking for fcxxl. As
the name suggeSL'l, ulnnib::tl Heads eat human
flesh. and they use their daytime appearance lO

im"eigle \'ioims (usually lone travelers in remote
areas) to sleep somewhere remale from help.
l11ey hum in groups, and their teeth are sharp.

Their great weakness is thai they must reat
lach themselves (0 (heir bodies by daybreak. A
detached head takes lei hit points per round
from direct sunlighl. and even if it managed to
shelter somewhere after sunrise. it would lose lei
hit poin(.', jX'f day anyway.

In their Cb)1ime fonn. these creanlres can be
tre:lled as human in all respeas. although they
may ~trike anyone meeting them as somehow
sinister or JUSt unpleasant. and they may well be
able to bite for damage if pressed, TIley also
tend to learn skills such as Acting, Area
Knowledge. and Fast-Talk, to help in their hunt
ing, and may ha,'e some ability with weaIXlns.

The Daoine Sidh

A powerful but mainly
self-restrained category
of phenomena, but including
some exceptionally power
ful and unpredictable enti
ties. Unfortunately, some
are downright vicious. Try
to consult a specialist
in the relevant folklore
before making any substan
tial responses.

The Daoine Sidh are the very IXlwerful
-faeries" of Cehic mythology. and hence are
mosdy encountered in the most remote areas of
the British Isles. -Illey are human-like in form.
but strange and "fey." recognizably not human.
Some of them have considerable supernatural
powers, oflen im'oh'ing illusions. legends sug
gest that the Sidh were once rulers of those
lands.

They mar actually be considered to be crea
tures of the Spirit World. although they lack most
Spirit Fonn powers and are tightly oound 10 spe
cific physical bodies. They dwell partly or large
ly in the "Otherworld- - one or more spirit
worlds where time may pass strangely relative to
EaI1h. 111ere used 10 be quite a number of per·
manent g~lles to the Othenvorld, some of which
only operated under complex circumstances.

Daoine Sidh culture is obscure to humans,
although it probably resembles the old Celtic
tribal patterns. 'Illey are known to be ruled by a
king, who probably has significant supernatural

Changelings
To make up their diminishing numbers,

the Daoine Sidh have long been in the habit
of stealing human chjldren to raise as their
own. If they can manage this (and, mundane
protections and iron barriers aside, tradition
suggests that Christian baptism may protect
a child), they usually leave a sm.all
shapeshifted faerie in place of the infant
The parents may be fooled for some time.
but the faerie inevitably either lets some of
its appearance slip, becoming increasingly
ugly, or it succumbs to a malicious sense of
humor. whispering strange words in the
dark or playing odd pranks. Eventually, it
will likely slip away, leaVing a distressed and
confused family.

The traditional test for a changeling is (Q
(Quch the child with some plain iron objea,
such as a horseshoe. In modem societies,
with more and more iron and steel around,
the trick is virtually impossible, and the
Daoine Sidh have largely given it up. fearing
human responses involving religious exor
cisms or direct violence against their few
remaining havens on Earth. Recovering a
stolen child can involve following odd
quests set by the faeries; these will be very
difficult, but the Daoine Sidh do play fair.

powers, although he mostly prefers to observe
from the shadows and the Spirit Realm. If other
old stories are correct, there may be a whole
court of faerie nobles, and perhaps a queen 
although such figures may have lost consider
able power since the days when they were
almost worshiped by the Cehic peoples. Daoine
Sidh nobles can be treated much like humans.
albeit with excellent attributes. spell-like IXlwers.
and odd personalities.

For all their power, these beings have se\'er
al limitations. including a physical reaction to
iron in all fornlS (which provides a traditional
test for shape-changed faeries). and a great aver
sion 10 religious symbols and ceremonies. j\IOSI

of them are also absolutely oound by their
sworn word and by numerous ancient rules.
Detailed knowledge of folklore (roll against
Occultism skill) can be a great help when deal
ing with them.

Daoine Sidh do not age as such. and most are
centuries or millennia old. However. they can
and do ]title over time. especially in the face of
spreading human civilization with its iron and
churches, and no living children of the race have
been born for ~ll least a century. They are, at
beSt doomed to retreat to the Othenvorld - or,
as t1~ey put it, "down into the shadows under the
world where the old people go."
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Beasts and Monsters".
Despite some ambiguous attiludes to

humanity. the Daoine Sidh are nol entirely
unsympathelic. and they cel1aill~)' have no wish
10 see the end of the world. Hence. some of
them have lent Hellboy subtle aid on occasion.
mostly in the form of advice. They seem to
regard him wilh special sympathy. as they know
how strong the forces are which are trying to
exploit him. and they of all beings understand
about being nonhuman in a human-dominated
world. They might even aid Dlher BPRD agenls
on very rare occasions. if the situalion merited
their interest. However, it would be wise for the
agenLS to \\'~lIch the conditions anached lO any
offer of help.

Goblins
Sf, 9 Move/Dodge, 6 8 Size, I or less
DX, 13 PD/DR, 2 0 WL, -0 lbs.
IQ, 10 Damage, (by ,,'eapon)
HT, 12/9 Reach: C

111ese creatures vary in exact size and abili
ties, Many display a wide range of powers,
including night (at their normal Move), al leasl
p::utial immunity to some forms of damage
(especially heat or n<lme), <lnd shapeshifling
(especially ~l1llong those who are placed as
changelings in human houses), Almost all are
.surpTisingly quick and evasive, which gives them
good Stealth skill. They also tend to know their
own home areas, and how to live there (Area
Knowledge and Survival), On the other hand,
they all have an intense aversion 10 iron; blows
from iron or steel weapons do + ld
damage to them. and even the
touch of iron, while doing no actu
al serious cbmage. causes them
intolerable discomfort. making
Ihem drop any shapeshifting dis
guise. They also ha\'e a Dread of
Chrisli:m symbob and prJyers. and
quite likely other religious aaivi(y,

TIlesc are the le<lst among the
Daoine Sidh - misshapen-seeming
crealures of less than human size.
They may lurk in lhe wilderness
and dark places. living as scav
engers. or serve the gre-dter Daoine
Sidh as assiSlalllS and courtiers.
Some have limited intelleas but
devious. malicious natures. while
alhers are smarter. and may e\'en
be pleasant company.

BPRD briefings \yarn (hat (hey
should be handled with a careful
eye to the possible presence of
more powerful faerie crea(ures in
Ihe vicinity. TIle beSI that can be
said for lhem as a group is thai they
Gin usually be Irusted to hold to the
lener of :lny promise they give.

Demons

An extremely dangerous
category of extra-dimen
sional entity. The tradi
tional paranoia related to
the name is fully justi
fied. Handle all contacts
with extreme caution, and
seek assistance from estab
lished religious special
ists where possible.

\X'hile Ihe me(aphysics of Hellboy's uni\·e~

are complex and some\\"h:u obscure. one ming
thai is clear is lha( (here is a place called Hell.
which is much as that name suggests, and which
is occupied by numerous maIC\'OIenl beings
who fully qualify 10 be called demons, These are
technically spirits (see (he Spirit Foml ad\'anlage.
p. 1'1'1), but they often appear very solid and
IXl\vcrful. Fortunately, few if any of Ihem can
come 10 Eaoh unless summoned by magic. or
rem~lin there for \'ery long; see {he m<Xlifiers for
Spirit Form for sOme idea as to {heir capabilities
and COmmon limitations. All have full use of the
CommuniC;:llion ability, enabling them to tempt
and manipulate humans. Some remain inllllate·
ri::ll :lIld invisible, using Possession if they can.
subtle manipulations if nOI: others take every
opportunity to Materi::lIize.
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l11Cy \'ary considerably in power. and have a
hier<lfchy in which the strong bully the weak. At
the lOp are the Princes of Ilell. including Bebm.
Belphegor. ~Iolech. ASlar(){h, J\laml1lon <the
Prince of CO\·etousnes.... }, and Haborym. {It is not
clear if there is an overall leaded Princes are
extremely powerful. are able to manifest on
E.1rth (m least briefly) if even casually im'oked.
and have considerable abilities to trnnsfonn
unprotected creatures .as well as solid mauer,
change shape. crcale illusions, and cause
clestnlclion. However, they ,Ire also bound by
~l1lcient rules: they clo flOI olien actually appear,
~111c1 if they do. they arc unlikel}' \0 harm humans
\\'ho haven', :lcIlially signed themselves over to
Hell. Any encounter \vith an undisguised prince
b wonh at least one Fright Check for a normal
human. but Ihe odd,; are that a prince will work
~ubtly and lhrough intennediaries.

Lesser demons find it harder to travel to
Earth. mostly because of those ancient restric
tions. but h,we more frt:eclom of action if they
do somehO\v manifest. Still, lhey are highly sus
ceptible to certain magicil Ix>\\'ers. and ha\'e a
101 of trouble with religioll~ :1l1ifaclS and e\'en
de\out prayers. They also lencl to be walched
carefully by princes and other more po",,'erful
clemons. who know full well that their under
lings are all looking to claw Iheir way up Ihe
infernal hierdrchy. TIley tend to be cunning
f<lIht.'r than ~m:ln. and very ~lIsceptible to all the
:')in~ they promote.

OcGI::iionally. a demon not only comes 10

Earth, bUl becomes established. Such beings are
a :>erious menace. hut tend either to get them
...elves destroyed or tr.:lpped through overconfi
dence, or remain well hidden out of caution (or
cowardice). Some h:we ocGlsiomlly been wor
shipped 3S gexls by small tribes or cuils: a few
Cln nOI only shapeshift into human guise, but
carry off the ad for years. often doing a great
deal of damage along the \\'ay. Details for one
known minor demon folio\\'.

Ualac
51', II 30
OX: 11
IQ, 10
HT,16

Move/Dodge: - 
PO/DR, I ..
Damage: Id+2 cr
Reach: C

Size: I
WI., -Olbs.

Special Abilities: Ualac can fly al his norm::ll
~lo\'e. \VI1en in his full-sized foml. he has the
equivalent of at least three \'ersions of Ihe spell
Shapeshift Other (p. 131):11 le"e1 18. being able
to transfonn \'ioims inlo pigs or large monkeys
or liz.:,uds: he could probably manage other
sh~lpes. He also has a supernaturdl awareness of
his surroundings and the uni\'erse. and may (at
the G~rs option) delect .s<..--crets such as hidden
treasure within 10J or so of his localion on an
IQ roll; even while imprisoned and helpless. he
acquired knowledge of major supernatural facls
such as Hellboy's existence and litle. He might
also have other minor spell-like powers.

Li",ilal'iolls: Uabc is easily affected by ritu
als from [he Path of Spirit (pp. 127-129). and
successful use of Eyorcise also automatically pre
\'ems his spells' working on the prolecled char
::Ioer. lie has all aCli\'e Dread of objeclS and con

secrated images associated wilh Saint
Dunslan. which may be incof'(X)rated into rit·
uals by knowledgC:lble sorcerers who seek
Ix>wer o\'er him (-3 10 his rolls to resiSI such
rituals).

lIe so fears being imprisoned or forced
b::lck to Hell [hat he will usually obey (or at
least avoid) anyone who successfully uses
any Ritual against him. and anyone who gains
5 or more points of success when casling
Bind on him will gain his abjeci permanent

service - although he may t1y to tempt them
with excess ambition. and demons and black
magicians being as they ~lre. one or [he other
will get the pannership imo fatal trouble. sooner
r.:lIher than Ialer. Ualac also has a Phobia con
cerning holy symbols and prayers. and a Dread
of con.s<..--crated ground. His powers are severely
weakened by such things: he probably couldn't
affed a truly saintly human being al all. and
merely holding a holy symool or uuering a rC'd
sonably sincere prayer could gh'e bonuses 10

re!'tist his magic (G!\l's oplion).
Ualac is a fairly rypic" minor demon. except

th~lI. around 1.0<Xl )'C'drs ago. he someho\\' man
aged to gain access to lhe Earth. When entering
the physical world. he initially manifesls in a
miniature form that can easily be taken for a
small fly (flying movement 7. other attributes
negligible), but if he Gin then enter the body
(through the mouth or some other orifice) of a
human who has damned himself by extreme
sins or consciously gi\,ing himself o\'er to evil, he
can possess and tmnsform them. Initially. he
then resembles a demonic version of the lX>s
sessed human. but e\'cry hour thereafter, or
every round if in combat or some other high
stre,s.<; situalion. he mUSI make a HT check al -2
or tf<lnsforn1 to a hunched. gargoyle-like fonll
\"ith stubby \\'ings and large, glowing eyes. He
Clll at any time transform !Y.lck to his fly shape.
usually to escape some defeat but he must then
find anolher human txxly to Ix>ssess.
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Ualac acts in a relentlessly demonic fashion.
forever seeking his own advantage and trying to
tempt humans into acts that will put them in his
power. He also seeks revenge on anyone who
ever annoys him. and enjoys enlelly for its own
sake. \X'hen he first came (0 Earth, he caused
trouble for humanity until he was bested by
Saini Dunstan. who trapped him in a box (proo.
ably with a Spirit TrJ.p effect. p. 128). where he
remained until recently. He was released by the
occuhisl Igor Bromhead (pp. 118-119), who
bound him to service. but when rhey tried to
steal Hellboy's power. both were defeated.
Hellboy then handed Uabc (in his miniature
[orm) ovcr to the demon prince Astaroth, who
tr::lpped him again in a block of amber. ASLaroth
said he would imprison Ualac for another 1.000
years, but demons men't noted for lnlthfulness;
Uabc may yel be released under Astaroth's con
trol. or, if he is really lucky, escape somehow. If
so. it will be interesting to see whether his
\'engefulness or his cowardice prove stronger,

\X'hen Ualac briefly siole Hellboy's crown
(the symbol of Helllx>y's status. which hung
invisibly and intangibly above Hellboy's head).
his altributes (including IQ) and abilities rose to
approximately equal I-Iellboy's o\Yn. and he
gained the ability to prexluce intense heat and
some 1CJC',d but impressi\'e telekinetic efTeas, as
well as stronger resist:lI1ce to magical control.
Hmvever. he is unlikely e\'er to manage that
again,

Djinn

you wish
extremely

it, but be

Be careful what
for. You are
unlikely to get
careful anyway_

The Move rJle aoove is flying speed, Djinn
C'J.n also walk, but only the weakest lx>ther
much, Size and weight vary with the djinni's cho
sen shape. but djinn like to appear as either mon
strous humanoids or whirlwinds, often very large
- or. if they're showing ofT. as anradive human
beings. If they fight physically. they either mani
fest sharp c1a\Ys (2d-1 cutting) or \Yield large
weapons.

Special Abililies: Djinn have the Spirit Foml
advantage, \vith varying enhancements and limi
tations. For example, most cannot Possess
human beings. but a few do little else. Most are
very good at Materializing. and ha\'e high levels
in the Shapeshifting skill (sometimes al 20+),
Attributes VJ1Y considerably from the above stan
dard: the weakest have few other powers. and
lower flying Move rates, while the strongest
make extensive use of Poltergeist Effect and
Probability AlterJ.tion powers, Most are also pan
Iy or entirely immune to heat and flame. and
some have magical pyrotechnic abilities: legend
describes them as "crealures of smokeless fife, M

Djinn rnrely bother with many skills. bUI may
ha\'e centuries of random knowledge, and they
usually employ those combat forms they favor at
levels around 14-16.

Limitatiolls: Djinn all have an inlense Dread
of a mystical symbol called the "Seal of
Solomon." (Creating a copy requires Occultism
and Anist rolls, and at least 10 minutes.) This can
be used 10 drive them off or trap them, All except
the vilest Ght'Jls are also bound by their word,
and will never break a sworn promise: some
times this adds up to a ReprogrJ.mmable Duty,
although a "bound" djinni may be resentful and
prone to t\visting the terms of any command.

Djinn (singular "djinni") are supernatural
beings native to 1\liddle Eastern regions. "'heir
personalities \'ary at least as widely as their pow
ers. Some minor djinn. known as Chills. ha\'e an
Unpleas.1nt taste for human corpses: a few others
are downright friendly. although they may not
always know their O\\'n strength. The race of
djinn has become rare and reclusive in recent
centuries. ,i1though they may occasionally be

Size: \'aries
Wt.: \'aries

Move/Dodge, 2I 6
PDIDR, 3-
Damage, (see below)
Reach: \'aries

ST, 23"0
DX,12
IQ' 10
HT, I" 20

152



· Beasts alld MOllsters ~,
'v

encountered in surprising places, such as ruins,
graveyards, and dung-heaps - or wandering
invisible or disguised in human society. looking
for amusement.

Dragons and Worms

Probably mostly mythical,
but see past reports .

~Ionsters as powerful as dragons are rare in
the modern world. although legends suggest that
they were once almost commonplace. Perhaps
magic has drained away from the Earth, and
they. even more than the Daoine Sidh (pp. 149
ISO), can no longer exist in a more mundane
age. StiU, just occasionally, such I.hings appear
from somewhere ... even IOday.

A full-sized, fire-breathing dragon would be a
fomlidable opponent, and in the unJikely event
of one's appearing, it would probably be neces
sary to call in the anned forces (with air suppon).
However, lesser dragon-like creatures - worms 
are still quite deadly. They tend to be far less
intelligent than true dragons - little more than
animals - but cunning and savage.

The Saint Leonard Worm
ST: 40 Move/Dodge: 8/5 Size: 8
ox, 11 PO/DR: 2/8 WI.: 2 tons
IQ: 5 Damage: (see below)
HT: 12/22 Reach: C

This worm firsl appeared around 1,400 years
ago, when it terrorized a wcxxi near Horsham, in
West Sussex, England. It was eventually "driven
back into the hollow of the Earth" by a local
monk who was later canonized as Saint Leonard.
In 1954, it somehow reappeared, and the Osiris
Club (p. 1(0) persuaded the BPRD to send the
young Hellooy to deal with it, largely so that
they could study him. Although it came close to
defeating him, it was killed when the fight shat
tered a statue of the 5.:'lint and the statue's sword
pierced it through the head - possibly a subtle
manifestation of the power of the saint's original
-exorcism...

11'le worm had a long, muscular, snake-like
body with vestigial forelimbs, and a crocodile
like head. It was fast and aggressive, and cun
ning enough to ambush its prey. It could bash
with its tail for 2d crushing damage, or bite for
2d cutting. but its most effective attack. if it could
oul1lank or maneuver around an opJX>nent. was
to wrap itself around him and squeeze; tre-at this
as a grapple. subsequently doing 2d crushing
damage per round umil the victim breaks free
(not easy, given its strength) or the worm is
killed or driven off. Because the coils exert con
tinuous crushing force, flexible protections such
as bulletproof vests or Hellboy's tough skin pro
vide only half DR against this damage. If the
worm is somehow stunned, a grappled oppo
nent can make a OX roll to escape its coils each
round until it recovers.

Ectoplasmic
Monstrosities

One of humanity's self
inflicted problems, in many
ways. Appearances of these
entities are almost always
caused by a human wild tal
ent. However, once mani
fested, they may display
distinctly nonhuman motiva
tions and capabilities.
Nonphysical countermeasures
are often required.

The "spirit realm" might be described,
metaphoricJlly, as a vast, many-dimensional
ocean. Some of the creatures found in it, espe
cially many ghosts and those strange beings
dwelling in its remote depths, lack the abilities
necessary (0 influence me material world unaid~

ed, but can do so to a limited e>..1en[ by working
through human mediums with the JX>wer of
Channeling (pp. 134-135). Unfoltunately. not all
such spirits are benevolent.

The rules for Channeling define how a spirit
can retain control of eaoplasm e\'en against the
psychic·s wishes; those concerning ectoplasm
(p. 135 and p. 143) cover how a spirit can gain
additional power while using an edoplasmic
"body.- Most "ordinary" ghosts and minor spirits
are only a limiled danger. however hostile they
may be; a competent. trained human medium
will usually have a bener Will roll, and the spir
it will usually only have enough fatigue points
for a fe\v actions in the physical world.
However, some stronger spirits have ooth pow
erful wills and considerable reserves of fatigue.
enabling them 10 overwhelm a medium and lap
his body for physical substance.
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Faerie Monsters

ensuing fight, followed by the spirit's dep<Uture.
proved fat:ll for J\'lr. Tod. (In game terms. the
details of that fight scene can mostly be consid
ered special effects. Mr. Tod's survi"3l chances
were negligible throughout.)

Clearly. there might have been better strate
gies for the spirit 10 adopt. But it wasn't esIX'
ci'llly smart. and it didn'l really understand the
malerial world very well. It just knew thai it
wanted to stay here. Mr. Tod seemed to repre
sent its beSI chance. and it had somehow
divined th.at this approach might work. Cunning
ectoplasmic monstrosities can be even more
dangerous.

Size, 6
Wt.: 2.5 IOns

Move/Dodge, 8 4
PO/OR,2 12
Damage: 5<1+ I cr
Reach, (,1·3

References in numerous
archaic sources suggest
that these beings have
been present in our
dimensional frame of ref
erence for a long time.
Fortunately, they are
often reclusive, but they
are usually a threat to
the public when they do
surface, and when they
choose to fight, they
can be very dangerous.
Specialist consultants may
offer specific counter
measures, but use of heavy
firepower will often be
approved.

These cremure~ are "related to~ the Daoine
Sidh (pp. 149-150), being the ugly. vicious mon
sters lurking in the Skldows of the 5.:'1me tales.
·Illey. too. may be found most often in the lands
of northwestern Europe. preying on unwary
IlllIll<ms. They may 3150 be found in faerie
realm:" perhaps sen:ing as warriors or spies for
less-discerning D~loine Sidh. They share many
Daoine Sidh weaknesses and a,'ersions. A,:,
supernarur::l1 creatures. they are immune to
aging. and will usually be aware of magiClI
forces in their vicinity on an IQ roll.

TIle follOWing are some examples encoun
tered by Hellboy. Other types may be found in
any good IXXJk on Celtic folklore.

Grom
ST'90
ox, 12
IQ,7
HT, 16/45

Ectoplaslllic
Monstrosities are spec
l3cular and often fright
ening, but rarely
a m3 jar risk except
to unwary mediums
and, perhaps. 10 people
in their immediate
vicinit)'. However. they
are extremely unpre
dictable. and bOlh
BPRD agents and
priests of every religion
consider lhal a prompt
exorcism is usually
indicated. ll1ese things
dON 'f belong

For example. con
sider the 19-9 -Too
case.- Mr. Too unwisely
look drugs which
raised his effective
Channeling skill and
enabled him to conrad
creatures in the "deep
end," while reducing
his IQ and \XliII for all
other purposes. He
made his Channeling
roll by a large margin.
and contacted a spirit
which had ST 30/500,
DX 11, IQ 9, HT 12/50,
ancl +10 Strong Will.
Unfortunately, he then
missed sever-J.] IQ and
Will rolls. failing lO real

ize that this spirit was highly dangerous until it
was too late. then failing to evade its ~Jltentions.

II occupied the ectoplasm he produced. and
decided it w::lIlted to break free into the real
world. Howe\"(:r. it only had 5 hit lX>ints (the
default for 3. spirit being channeled). It needed
more - or else. when ~lr. Texl died. it would
ha'"e to make its monthly 111' rolls at -45. So. it
sllccessfully engaged ~lr. Tod in a series of con
tests of \X'ills. and sucked out 18 hit lX>ints.
enough to le:l\'c .\11'. Tod comatose. but nOl quill'
dead, and il'.elf with 23 tOlal. That was still nOl
enough: it wouldn't live long rolling against 1-11'
2-. But soon. locl's channeling time limit C'"dme
up. and the spirit had 10 feed him fatigue. to
keep him from dying, (He missed se,"eral HT
rolls at various poin~. and hence was really very
close to death.) It continued to do so. H"ing in
hope that someone "'ould gi"e ,1\1r. Tod medical
care. or do something else to gi,'e him more hit
Ix>illts. which il would then steal. Howe,·er.
instead of that. Hellboy showed up. II \\'as able
to foeu:, considerable Pohergeist Effect ST
through the EClOpla:,m, but the stress of the
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Grom is a 1X><lr-like bipedal monster
~·hich. it is claimed, played a pall in Celtic
mythology before being trapped in a box
beneath a river somewhere in Ireland. He
~'as only released in 1959. when a mali
cious goblin tried to use him against
I-Icllboy. (Grom ate the goblin,) He is ani
mali...,tic and S3vage. communicating only in
grunts. though he has SOme degree of cun~
ning. Howc\'er. hi~ ~ize and strength are
maintained by magic: when attacked with
anli-~upernatural effecf.'), exorcisms. etc.. he
has to roll evcry turn \'5. liT....... (wilh other
111<xlifie~ al the G"r~ option, according 1O
the power of the effeet): if he fails, he
shrinb to a ~l1laller-th.m-hul11an shape.
Hellboy u~d a chann against demonic ani
mals agairbt him. and Grom then ned 
which suggests thai he l11ay still be on the
loose somewhere. pos.'>ibly ha\'ing re\'erted
to his full size. possibly se;:lrching for some
means to regain that power,

In his smaller form. Grom has ST 8. 12
hit points. ~Io\'e and Dodge 6. PD O. and
DR 3, He em punch for lei,

Specitll Notes: In his giant form. Grom
is aoout 18' tall. with leather-bound hoo\'es
and juning tusks. lie is an aggressive fighl
er, with Brawling-13, Howe\'er. he has
faerie \'ulncrabilities. taking +tel damage
from iron weapons: he would probably be
driven oIT by m3)or Chrislian symbols such
as the sound of church bells. and he pro\'ed
nilnerJble to :)<Inclified channs.

Iron Shoes
ST, 23 Move/Dodge, - 7 Size, 1
Ox, 13 PO/DR: 1 ) WL, 300 1bs.
IQ,8 Damage, (",-"" below)
HT, 12 17 Reach, C.1

King Void

Reported by Hellboy to be a
powerful entity, fortunate
ly not much interested in
dealings with humanity
unless approached and
approaching him turns out
to be a bad idea. In the
event of contact, remain
polite, withdraw as soon as
feasible, and don't accept
any job offers.

King Void is an immensely powerful spirit, per
haps an ancienl god or a relative of the Daoine
Sidh, although some stories suggest thal he began
as a mere ghost. He usually appears in Scandinavia,
in the form of a gigantic spectral horseman C''drrying
his severed head in his left hand, wielding a spear,
and accompanied by a pack of wolfish hounds.
Seeing him is wonh a Frighl Check for normal
humans.

Perhaps fortunately, King Void has little interest
in dealing with humanity. He seems to be obsessed
with hunting, and specifically with hunting other
supernanlral entities in the Spirit Realm, However,
he may be approached by those who know where
he passes, and he respects the courage of anyone
who dares to face him. He will usually dismiss
human concerns as irrelev~lllt to himself. bur he
may ask favors of mOllals, such as looking after one
of his hounds which has gone lame for one night.
He traditionally pays in gold.

Dealing \vith King Void is, however, unwise, as
he has no respea for those greedy enough to waHl
his gold. TIle one human who received payment
from him in modem times found that the gold coins
which poured from Void's mouth burned like fire
searing a large hole all the way through his hand:
and then turned to cinders, Other monals might or
might nOl fare bener.

The Pack
Kjng Void's "hounds~ are actually the ghosts of

Viking berserkers transfomled into spectral were
wolves. TIley usually reuL:1in in canine form in his
presence, but may shift into "wolfman" or "wild
man" shapes if he is absent. They can also materi
alize in any of these forms, and are very aggressive.

Cse werewolf/wolfman statistics (pp, 168-169)
for these crearures, but raise Sf 10 20, fatigue to 30,
and hit points to 2;, and reduce DR 10 20. TIley
usually attack with a sharp-nailed claw stroke,
doing Id+l cutting damage which can slash
through most protection (halve the DR of the tar
get). They mayor may not have the traditional
\verewolf vulnerability to silver.
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Special Abilities: Jenny Greenteeth can
breathe air, but prefers to dwell in water; she is
equally quick in both environments. Her nails are
the equivalent of blunt claws, and she has an
effective skill of 14 when concealing herself in
ambush around the body of waler in which she
dwells. (She likes to sneak up on victims. grap
ple them. and strangle or drown them.)
However. she takes + ld damage from iron
weapons. and will be driven away by the sound
of church bells or formal religious ceremonies.

Once again. going by the range of SlOries,
"Jenny Greenteeth- is lhe name of a species of
monster, encountered in remOle pools and deep
rivers Ihroughout the British Isles and perhaps
nonhern Europe. However, only one of these
creatures is known for certain to Slil! exist on
Earth (assuming thai Hellboy didn't return to deal
with her penllanently after their brief fight in
1959).

Jenny Greenteeth resembles a grotesque.
scrawny hag, with glowing eyes and long, SIFdg
gling hair. She is cunning and vicious, with a tal
ent for ambush lactics and a tasle for human
flesh (especially fingers and loeS). AJthough fair
ly dangerous in a fight, she is more likely to flee
from danger, preferring 1O live 1O kill another day.

Iron Shoes has Brawling·13, and can punch
for 2e1 cnlshing damage - but the iron shoes he
wears enable him to kick for 3d. so he favors
thal. He also has Sleallh-12 and Area
Knowledge-13 for the area around his home
lower. He has a Dread of Christian symlx>ls (and
probably those of other religions. too. should he
encounter them) and takes 2e1 damage per
round from being on holy ground until he dis
integrates. leaving just his shoes.

-Iron Shoes" may be a single faerie monster
or. perhaps more likely, a cmegal), of creatures
with similar foml and habits. However, it is tra
ditional to talk abotu -him- in the singular. He is
a gigantic. ugly goblin of cannibalistic habits. He
mosl1y lives in old. mined lowers in wilder paJ1S
of Ireland or the Anglo-Sconish Border country.
and preys on unwary IIavelers. Wim the spread
of human civilization, Iron Shoes is largely
extinct or withdrawn 10 the faerie realm mese
days. btU odd individuals may crop up; Hellboy
destroyed one in 1%1.

As the name and foorwear show. this is one
faerie creature wilh no aversion to iron.
AJthough not very bright, he has a degree of
aggressive cunning. and may set traps or
ambushes for intmders. He also likes to taunt
victims with rhyming threats from the shadows.

Gaki

Special Abilities: Gaki ha\'e the Spirit Form
advanlage (p. I'H). with ('YO Physical Forms.

Size: 1
Wt.: \'aries

Move/Dodge, - 
PO/DR, 0 0
Damage: (see below)
Re-dch, (,1

One of the stranger cate
gories of paranormal enti
ty, and not just because
it's capable of manifest
ing at least two physical
forms. Each individual has
a distinctive pattern of
pseudoaddictive behavior.
Analyze with care.

51', I"
ox, 12
IQ, 10
HT,15

The Nuckelavee
ST, 30 Move/Dodge, 10 5 Size, 2
OX, 12 PD/DR, 0 6 Wt., 600 Ibs.
IQ' 9 Damage, (see below)
HT, 1530 Reach, C.I

Notes: The horse-shaped pan of a
I\uckela\'ee can kick wilh it') hoo\'es for ld cr:
Ihe "rider" has arms wilh ST 16 and c1a\\'s which
can do Id-I CUlling damage. .\Ierel}' seeing a
l\"uckeb\'ee is usually good for a Friglll Check.
at a penalty if the creature is close up.
Fortunately. this monsler is limited by various
supernalliral Dreads: il cannOl cross fresh water
(and takes 2d damage if forced O\'er or imo even
a small fresh Siream or fXJnd), and will a\'oid
holy ground and the sound of church bells. It
also lakes + Id damage from iron weapons.

lne I\uckelavee is a sea-dwelling monslrosi
I)' which occasionally emerges onto land: il is
eXlremely dangerous, ahhough it may operate
more as an agenl of curses and supernatural
dooms than anything else. It resembles a large
horse with a human rider groll'iHg Ollt of ilS
back. but both horse and rider appear to have
been flayed, with muscle, tendons, veins. and
bones all on display. II also emits an appalling
stench which mingles death, excrement, ~l11d rol
ting fish.

When it chooses a viclim. either on some
kind of cler.mgecl whim or in obedience to a
curse, the l\'uckebvee prefers to grapple with its
hum~ln arms ancl dmg its prey under the water
to drown, mther lhan killing him quickly.
Anyone else who tries to interfere will be
bmshed ~lsicle, Some I\'uckelavees can shapeshift
inlo (or project the illusion 00 an ordinary but
very fine horse, which has traditionally tempted
unwise horse-lovers to mounl of their o\\'n free
wilL

Size: 1
Wt., 130 Ibs.

Jenny Greenteeth
ST, 13 Move/Dodge, 6/6
ox, 12 PO/DR, 0/2
1Q, 10 Damage, Id cr
HT, 13 Reach, C,1
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What Causes Ghosts?
NO! everyone who dies in Helllx>y's world

Sl:lys around. So whal deternlines who gets to
be a ghost?

Paltly, it's moUl/alio1l, Ghosts usually have
some re'dson for their persistence, such as seek
ing revenge for the cause of meir deams, or
abiding romantic attachments. Sometimes, mis
focus persists beyond the point where il makes
any sense; a ghost may still walk the land after
all its enemies or loved ones are dead.

AnOl.her faaor seems 10 be the presence of
supernatural forces. In part. this can be linked
to tl,e local m.1na level (see p. 130); ghoslS are
much more common in Mplaces of magicaJ
power~ - thal is 10 say, normal or high mana
zones. And ghosts probably can't function at all
in no-mana areas; if the local mana le\'el is
somehow reduced, they may dissipale entirely
or remain quiescent until some source of super
natural energy becomes available, either
through the raising of the ambient mana level
Qr, more lemporarily, through supernatural
activity such as a summoning rilual. But even in

Unlimited Lifespan (possibly dependenl on feed
ing its '"hunger"). Visible, and several Missing
Powers: Poltergeist Effecl. Possession,
Probabilit}' Altel:ltion. and Spirit Travel. Some
have Shapeshifting skill. and can adopt mulliple
human forms. [n cat form. a Gaki has one level
of Enhanced Move. Sharp Claws. and Sharp
Teeth.

Skills: A Gaki may have skills which help it
fulfill iLS unique hunger. including Steahh. sex
Appeal. or even l\lerchanL

'111e Gaki is an immaterial spirit oul of
Japanese m}1h (possibly a restless ghOSl) which
is tomlenled by a ravenous hunger for one spe
cific Ihing. Possible needs include blood.
corpses, heaL lhe scent of nowers. music. a par
licubr drug or poison. and 100'e or sex, A Gaki
will die if its need isn't met - sometimes slowly.
somelimes quickly. Gaki whose needs bring
them in close contact with human beings are
usually d1.ngerous to the humans (cosring at
leasl J hit point in lost \·ilality or aCTual damage
per -feeding.- ancl often more). whereas (){hers
are little more lhan unnerving nuisances which
deslroy or remO\'e things. Gaki \vhich feed on
human nesh or blood are often compared 10

European \'ampires.
A Gaki's "nalural" appearance is a sphere of

smoke or name, bUl it can manifesl ,IS a huge ell

or a human being. As ~I Cit. il can bile or claw
for ld-l or lcl-3 cutling damage respectively.
and 11.10 al t\love II. Ilo\ye\'er. even lhe most
predalol)' G~lki prefer steahh and guile, often
employing ~c1l1clion - or killing someone close

a low-mana are'~, someone who dies may
become a ghost if there's a lot of temporary
supernatural energy around, perhaps due 1O the
use of fX)werful spells, rituals, or psychic activ
ity. Hence, individuals who die in me course of
a magical baltle or ritual may well reappear as
ghosts. For this reason, black magical rituals
which use human sacrifice as a source of power
often incorporate Banish or Exorcise proce
dures (see pp. 127-128) - and if those are
skipped or don't work, well, black magicians
are often vel)' literally haunted.

Related to lhe other causes may be violelll
death. Someone at the end of their natural life,
dying of age or disease, lends [0 ~fade our"'
slowly and relatively peacefully. Someone who
dies suddenly or unexpectedly, on the other
hand, may still have a lot of psychic ties [0 the
materia) world. His spirit may be confused and
I.raumatized, and may even refuse to accepl mal
he's dead.

Continued on next page.

to an intended victim and taking the dead per
sOlfs place. Japanese Shinto priesls often know
ceremonies of exorcism effeclive against Gaki,
\vhich also avoid Shinto shrines.

nJe Gill'" VlImpire Cat ofKyoto.' This inci
dent from Hellboy's past involved a particularly
large and dangerous Gaki in cat form. For such
crealures. increase ST, hit poinlS, and damage in
proportion.

Ghosts

More often psychic phenome
na than free-willed beings,
all appearances to the
contrary. Traditional non
physical countermeasures
are often indicated; con
sult appropriate religious
groups when necessary.

GhOSlS are (usually) the souls or
dead humans. remaining on Earth for some
reason - or perhaps. in at least some cases.
JUSl psychic ··residues." bundles of images and
emotions linked 10 some site. The nature
of the afterlife. and whal happens 10 mOSl
people <Ifter death. is something of a mystery
even in Ilellboy's world. but it is clear thaI
most souls ··go on'· or are "released" - bUl
some remain.
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What Causes Ghosts?
(Continued)

BUl all of this said, ghosts are rare; nO[ even
violent magical battles in high-mana zones are
guaranteed (0 produce them. GMs who want a
game mechanic for this can require a Will roll
for a newly deceased soul 10 hold irself togeth
er and in place, wilh a large basic penalty bUI
some bonuses if any of the aoove conditions
apply. In addition, even the mosl mundane
funeral ceremony may be rreated as an effective
LtlY 10 Resl rinlal (p. 128), with a corresponding
chance to prevent an ensuing haunting. 11lis of
course ftllther helps explain the traditional type
of ghost, which merely wants its mortal remains
given proper burial.

Thus, PCS who die in the course of play are
unlikely to come back as ghosts, despite the

It is known that lX>werful supernatural forces
can restl.1in ::1 spirit on E.:1nh. even against il"i
wilL but mOSI ghosls are bound by slrong emo
tions or unfulfilled desires. Most people who
sludy ghosts think that exorcism releases ghosts
frolll discomfort or distress. even if they resist il
- many are suffering from painful. pointless
compulsions - although where poSSible, it may
be desirable 01' necessary 10 resolve any prob
lems which :.II'C keeping them bound to (he mor
tal world.

The "psychiC image" type, which lacks any
volition or awareness of its own, may present
itself to almost anyone. but especially individu
als linked to the scene in question or those with
psychic powers. A variant type can speak
through the remains of its old body, even if it is
reduced 10 a skeleton, usually to lUter brief
words of warning or despair. \'(/hile such an
encounter may in theory l:>e more interesting
than frightening. the intensity of emotions
evoked is usually distressing. and Ihe visions or
words may well indicate .1 problem which still
needs resolution. (Furthermore. such ghosts
tend to make houses uninhabitable, so people
usually wanl them exorcised.> Still, in a game,
such a haunting c.Jn serve as a atmospheriC
source of clues.

A ghost with some free will, a\\'are of its sur
roundings. is nO{ necess.1rily evil or hostile: it
may merely uy hard to persuade monals to deal
\'-"ith its concerns. Still. ghost.', tend to be obses·
sive. and some are aeti\'ely sinisler. especially if
they are bound by old grudges. To create such
ghosls in game terms. deSign them as the nonnal
humans they were in life. then add the Spirit
Form advanlage (p. 1+1) with whate\'er mcx:lifiers
seem appropriate. RemcmlX'r th::ll ghosts are just
as varied and individual ::IS living humans: there

often violent and complicated lives and deaths
of supernarur<ll investigators. GMs should feel
free (0 ban the idea outright; heroes should see
death as something 1O be avoided. nOI as an
interesting way to gain a big new advantage. In
an)' case, a game full of ghostly agents will
soon seem goofy rather than scary. Still. this
mighl be inleresting as a once-per-campaign
idea, if the GM and player are prepared to find
the character points from somewhere, such as
an Mexperience 10.10- or a lot of new disadvan
tages - especially if the PC ghost lacks the
Unlimited Lifespan enhancement, and hence
has a dislinaly finite lime in which (0 resolve
its issues.

are no "~tan(brcr Iypes. \'ery old ghosts. bound
to the mortal world. obviously ha\'e L'nlimiK-xI
Lifesp:ms. /\Io:,t gho~ts are more mebncholy th:m
anything else. hut the most !X)welful. who ha\'e
dozens if not hundreds of jx>ints of fatigue and
full u:-:.e of mo:,t or :111 of their spirit JX)~'ers. can
Ix: vcry dangerous if they turn malicious.

Gods

In the unlikely event
of contact with an entity
with a plausible claim
to the status of a
pagan dei ty, BPRD agents
are advised to withdraw
and request specialist
support. If at all possi
ble, agents should also
exercise basic courtesy
in dealings with these
entities. They customari
ly claim human worship,
rightly or wrongly, and
are intolerant of "disre
spect."

While the melaphysics of Hellooy's world
seem to be primarily tho~ of the monotheblic
religions. wilh remote btu overwhelming divine
power:o, opposed by rebellious demons. it's also
clear that there ::Ire, or have been. beings corre
sponding to at lea!'>t some of Ihe cOUnlless gcx:6
of pagan belid. \'\Ihile .'oOmc or these may \vell
have been demon:-- masquer.Jding in order to
cause trouble. it doe:, ~eem that at least some of
them were neither m:iliciollS nor destructi\'e.
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The most likely bel is that these were potent
free-willed spiriLS. perhaps cremecl by the sheer
force of mass hLlm~lt1 belieL It is also likely thaI
they were fully capable of drawing power
<btigue points. in game terms) from human
worship (see p. 141), and that this both made
them vel)' powerful in the heyd1Y of their CUllS

and explains their dwindling as those cults
faded.

It also seems likely (hal most gods spent
most of their time in their home spirit worlds
(Asgard. Olympus. etc. - &e p. 1... 1). h is inter
esting (Q note that. when most of the Norse
~:"Jine \X'oridsK were devastated in the 3JX>C3
Iyptic battle known as Ragnarok <the source of
the name of the Kazi project engineered by
Raspulin - see p. 107). our world survived
largely unscathed. It may I~ thai mher pan
theons suffered equally catastrophic falls. or
they may just have faded away.

1\1odern chamcters are unlikely to confront
pag~ln deities at full power. but may encounter
diminished remnants or ~1I1if3cts dating back to
the "old cbys.·· Even something associated with
a former god may have unpredictable powers.
111C worst danger m3Y be a "forgotten goer
which has discovered a new source of energy
and returned to activity; such beings are rarely
vel}' rcasomble or r.:ltional. (Hecate - see
below - is one eX:lmple of a deiry who has
been supernaturally restored.) Members of
some pantheons tend to be worse news than
others - the gods of the Aztecs were hideously
bloodthirsry, the Norse pantheon was grim and
warlike. but the Greek gexls \vere mostly mere
ly stern - but even the gentlest mythologies had
their vel}' dark sides. Remember, Hecate was
worshiped by the Greeks.

A god encountered at full power will have
abilities far beyond the human nonn. including
a f""dnge of spell-like magical abilities (gods are
prone to transforming humans into other
shapes) and considerable strength. HO\yever.
they may ~l1so have arbitral}' limitations. espe
ciall}' in a world where they lack worshipers.
They tend to be bound by peculiar rules and [0

focus heavily on specific subjeru (such as war.
love. blacksmithing. or magic). Also. some gods
manifest physiC'JI lxxlies in order to operate on
Earth. and these bodies. while powerful. some
times prove by no means invulnerable. A god
\,-,hose C'dnhly form is killed or suffers crippling
injuries must retreat to the Spirit Realm. Some
then hcH'e to remain there indefinitely. with the
injuries visible on their spirit form, even if they
don't actually reduce their power much: others
have 10 find a new, ritu~llly powerful source of
energy in order 10 regain ~lCcess to Ihe Earth.
This is the source of stories of "crippled gexls"
and of mOrlals defeating gexls in cOl1lb~L

Beasts and Monsters ~\,.

Hecate
Hecate is a p~lgan goddess (see Gods, ~lx)\'e),

worshiped in ancient Greece. She is associated
primarily with magic. and ~llso with the moon,
but legends say that she eventually entered the
underworld. She was also associ~ted with cross
roads. and was surrounded by ~ pack of dogs
when she came to E.1rth. In short. she was
always a dark and shado~;vy figure with power
over mysteries, Her worshippers claim that she
is at Ie.l.-.t a.-. old a~ humaniry. but this may (or
Inay not) be an exaggeration.

A name tentatively report
ed by Hellboy to be asso
ciated with several recent
serious incidents. This
same name throws up far
too many red flags on his
torical file searches.
More information on cur
rent activities of associ
ated entities is highly
desirable.

When her worship was at its height. she
chose to manifest a physical lxxly on E~1l1h.

However. she was apparently cursed by another
power - some texts say Thoth, the Egyptian god
of m~lgic - so thaI she was not only [rapped in a
single form. a woman \vith clawed fingers and
the body of a giant serpent instead of legs, but
she became unable to bear the light of day.
Eventually, her cult dwindled away (although it
may have persisted among a few witches ~lI1d

black magicians). and she fell into a comatose
sleep.

In 1492. a group of Greek fisherman found
her in an island GI\·e. and sold her to a visiting
Romanian nobleman. the father of Vladimir
Giurescu <pp, 16--168), He look her home and
performed a ritual which restored her con
sciousness. either alchemically or by \'irtue of his
worship, She became the patroness of the \'am
piric Giurescu clan, although her IXJ\yer was still
only a shadow of whar it had once Jx>en and she
was largely limited to the vicinity of her temple
al Castle Giurescu. at least when on Earth.

When Ilellboy came to Castle Giurescu in
pursuit of Vladimir and his allies. Hecate con
fronted him. trying to persuade him to work
with her to fulfill his destiny in the destruction of
the Earth. lie refused. sh~king off her allemp15
to domin~lle him psychically. ~nd they fought.
Ilellboy mn Hecate thmugh with ~ spear and
slammed her through the \\'all of the castle ~nd

into the sunlight outside. which annihilated her
physical body,
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However, part of her spirit survived within

Vladimir Giurescu. Meanwhile, the ghost of
RaspuLin (p. 1(9), seeking to create a new super
human servant, had accepted a gift from the
Saba Yaga (pp. 147-148) - an iron maiden, a
medieval torture device which had once
belonged to the infamous Countess Elizabeth
Batho!")', and was now imbued with mystical
power. He convinced his ally, lisa Haupslein, to
enter it voluntarily in a necromantic version of
the Embody ritual (p. 128). However, Hecate
lOok advantage of this 0PPofwnity, and
Haupstein's life-energy, and the iron maiden
provided a new eaIlhly form for Hecate - a fig
ure with the booy of the iron maiden, arms with
clawed hands, and a serpentine tail.

The Iron Maiden
ST: 60/250 Move/Dodge: 8/6
DX: 12 PD/DR: 4/12
IQ: 17 Damage: 3d CUl

HT: 20/150 Reach: C,I-2

Size: 3
Wt,: 1,000 Ibs.

ing her that she is a goddess; she is accustomed
to being worshipped, and while she may
reward good selvice, she cares absolutely noth
ing for individual humans. She regards humani
ty as, at best, a source of followers. She is
proud, arrogant, and tolerates no competition.
On the other hand, she can afford to take the
long view, and she would rather subtly manip
ulate events from the Spirit Realm than risk
physical injury by manifesting on Earth. She
sees Hellboy as her predestined partner in the
birth of a new age for the world, and is pre
pared to lake as long as it takes to overcome
what she sees as his obstinate folly in refusing
this role. But she is also intelligent, and she will
see through most mortal attempts at flattery or
deception.

"Witches ofThessaly"
ST: 13 Move/Dodge: 8/8 Size: 1
DX: 13 PD/DR: 0/2 Wt.: 90 Ibs.
IQ: 10 Damage: Id+2 cut
HT: 13/10 Reach: C

Hecate is a goddess of magic, with powers
that may seem almost limitless. She can plant
illusions in monal minds which completely
deceive all of their senses, or place them in hyp
notic trances by a mere effort of will. (The latter
can be resisted, however, especially if she is try·
iog to overcome their fundamental beliefs.) Roll
Quick Contests of \Vill or IQ to determine
\vhether such effects work, with modifiers
at the GM's discretion. By a special efEOl1

(the expenditure of a fraction of her own
spirit), she has at least once brought a
dead human back to life as a vampire. All
normal dogs and snakes obey her instinc
tively. While in the Spiril Realm, she can be
invoked like most other spirits, and travel to
whoever is calling her if she chooses. She also
claims extensive pmvers of prophecy. She could
doublless achieve many other effects, if only by
use of rituals; she can certainly be treated as
having Ritual Aptitude, three levels in Ritual
Adept. and Path of Spirit-24 (see Chapter 5), giv
ing her the power to control or destroy most
lesser spirits.

Limitations: Unlike many gods, Hecate is
forced [0 adopt one specific form \vhile physi
cally materialized. Furthermore. she takes 4d
damage per round when in direct sunlight, and
suffers intolerable discomfort even in indirect
daylight. As a spirit, she usually appears as a
dark, towering, naked woman with glowing
eyes, and often scaly skin or serpents instead of
hair. She is probably less vulnerable to sunlight
in this guise, although she still prefers darkness
and shadows. but she lacks the gross physical
power of the Iron Maiden (not that she needs
it)

The above represents Hecate's current form
when she is on Eal1h. Remember when depict~

The Move listed is winged night; bird
shaped creatures such as this can usually only
run along the ground at 2 yards/turn at best.
Their claws (and beaks, in full bird form) are
supernaturally sharp; they do greater damage
than their ST would imply, and halve the effec-

tive DR of anything they hit. As attested
wilChes, linked to Hecate herself, they
may possess other magical powers.

In classical times, the region of
Thessaly, in Greece, was notorious for
its witch-cults. These sorceresses, wor

shippers of Hecate, were infamous for
arrogantly commanding the powers of the

moon and stars (rather than worshiping them).
for mutilating corpses for spell ingredients, and
for their insatiable appetites of all kinds. Their
powers also included shapeshifting into ani
mals, birds, and monsters, and the worsl of
them had great necromantic abilities.

This cult was generally assumed to have
died out long ago, but it appears either that it
survived in a secret, diminished form, or that a
few of its members were somehow resurrected
when the Giurescu family restored some of the
power of Hecate. Although nothing like as
powerful as Greek and Roman descriptions of
their predecessors, this small group retained
their shape-changing abilities, usually appear
ing either as huge birds of prey or as half-bird,
half-human "harpies" rather than as humans.
The above attributes fit both these forms.

They serve Hecate as assassins, guards, and
messengers, and may also seek power for
themselves. A fe\v of them (usually three) are
usually present when Hecate manifests on
Earth, if only to help her focus her powers.
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Homunculi
"Homunculus" is a term which may be

applied loosely to any sort of created being.
especially a magically synthesized humanoid. but
in particular it refers to one of the great goals of
alchemy. See p. 34 for the advamage which rep
resents a homunculus's powers. The only active
homunculus currently known 1O the BPRD is one
of their own agents. "Roger" (see pp. 94-95). but
others may exisl.

Roger's "older brOlher" was an earlier creation
of me SJllle alchemist. He was physically similar
(0 Roger. but uglier. slightly less physically pow
erfuL and prone to megalomania. He also had
e:\1ensive knowledge of alchemy. He is currently
believed (0 have been destroyed. although how
much this means in relation (0 such a creature is
unclear.

•\lany hOlllunculi \yere miniature human fig
ures; (h:1I rype would have markedly lower ST.
hit points. and DR. as well as Inconvenient Size.
ShOll Arms. and possibly other disadvantages.
On the other hand. accounts hint that some
homunculi might have other supernatural pow
ers. or might assist with their crealors' work (per
haps providing additional fatigue points for
supernawl.Il activities),

The "~lssistants" created by Roger's "brother"
were somewlut smaller and nOI very bright,
though not as small as the "boltle creatures" of
old ,ales (ST 10/14, DX II. IQ 7, HT 13/9. with
DR 3); they didn't display Roger's energy-absorb
ing powers. although Ihey may just have been
too mindless to try, They had limited initiative
and free will, making them lIsefully single-mind
ed servants for their creator but not very interest
ing company,

The product of paranormal
activities with an archa
ic pseudoscientific ele
ment. We've got one of
these on staff now, so
please remain polite - but
go careful if you meet
others. They're not all as
friendly.

TIle gigantic metal-boned homunculus also
created by Roger's "brother- was almost cenain
Iy unique - after all. it took a being with special
insights intO alchemy centuries to construct 
although it's possible that other alchemists could
have come up WitJl lesser monstrosities. That
pal1icubr creature had ST ,lOd hit IXlints in rhe
dozens or hundreds. along with very rapid
Regencl.ltion; sheer size gave it a high move
ment I.lte and long reach. (It was also a rampam
meg'llomaniac, with disadvantages including Bad
Temper. Bully. and Overconfidence.)

Beasts alld MO/lsters ~'\".
Lake Monsters

Probably more of a crypto
zoological than a paranor
mal category, this, and
hence only marginally our
concern. But sometimes, we
have to deal with these
things, and there may be
paranormal factors in any
reported case. They tend
to be big, powerful, and
usually of strictly animal
intelligence, but don't
assume too much. And don't
go swimming in their ter
ritory .

Many lakes around the world have legends of
monsters which dwell in their depths ~ usually
long·necked creatures. mostly shy but probably
dangerous when roused. "l1le most famous
example comes from Loch l\'ess. in Scotland: in
1992. Hellboy and Abe Sapien encountered
"Ogopogo," in Canada's Like Okanagan, which
inflicted quite a lot of damage 011 Abe.

There are mallY theories about the nature of
such creatures: indeed, it Illay vary from case to
case, The same legends which speak of the
Daoine Sidh (pp. 149-150) also mention "Water
Horses": see the Nuckelavee (p. 156) for a par
ticubrly unpleasant example. More scientifically
minded cryptozoologists may prefer to theorize
about survivors from the age of the dinosaurs.
perhaps plesiosaurs - though for families of such
creatures to find sufficient food in a single lake.
while remaining largely hidden, requires a
supernatural explanation in itself. Still. they pro
vide a good pauern for almost any lake monster.

Plesiosaur
Sf, 10-30 Move/Dodge:"r Size 2-30
DX, 14 PDID& I 1 WL, 0,1-2 Ions
IQ: 3 Damage: Id-2 cut to 2d-1 imp
lIT, 14110-25 Ream CI-8

These statistics are -realistic.- based on
known fossils; plesiosaurs \'aried significantly in
size, A real mOllsler might well be e\'en bigger,
with ST "'0-50. Size -i5. 3540 hit points. and
Reach up to 12. biling for 2d [0 2d+2 impaling.
The ~lo\'e rate is in water: a plesiosaur. which is
an air breather. can also haul itself up onto land
and move around on its nippers like a seal. at
aboul 3-4 yards tum, (On the otJler hand, a
monster with a plausible abili£)! to remain hid
den in an inland lake should probably be a
water breather. with no interest in surfacing.)
Plesiosaurs had long. supple necks - good for
plucking victims out of slllall boats.
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Selkies

Historical records sug
gest that these things
should be mostly harm
less. Unfortunately, you
can't always trust the
records.

In human guise. selkies have normal human
mO\'emcnl :lbililies and no sfX'dal defenses.
111Cy may learn any skills. including the lise of
wcapons. although they are mainly noted for
high levels of Are-oJ Knowledge of their home
coastlines ~lI1d talents for subjects such as boat
ing. fishing. and :-,wimming (skills al 13+). 1\5

sells. they Gill move :It full speed in water (but
half j\!O\'C on bnd). they can dive at least 200
300 feet down and Slay submerged for 10-20
minutes. and they have lough skin (PD I, DR
2) and sharp teeth (lel-! culting bile).

Selkies ~lre slupeshifters with the ability to
transform into sC:lls - or, perhaps more accu
rately, seals which can transform into human

shape, Although the ability is inherited, they
need ~l m~lgic sealskin to accomplish the
ch;1I1ge from human form; if this is lost. they
are trapped on Jane!. Th~y were traditionally

native 10 the coasts of Scotland, although they
may have spread anywhere that large seal
species are found.

Selkie~ form small family-based communi
ties which usually gel on fairly well with neigh
boring human villages, if only by avoiding
them. In the past. some intermarried (or at
least mated) with humaniry, producing chil
dren who mighl or might not ha,'e been

selkies. although tales suggest that humans
usually ~necked Ihe relalion~hips by uying to
pre,'ent ~elkie brides from returning to the
waler.

HO\\'e\'er, Ihe !-lpread of human ci\'iliz.:1Iion,
increasing number~ of motorized vessels, and
in some cases pollution from induslry or inten~

si,'e fish farming have all put pressure on
selkies - who somelimes respond by turning
\'io!ent. Although not as beslial as. say, "'ere
\\'oh'es, selkies tend 10 offer direct. simple
responses (0 perceived threals. and sometimes
go a lillIe crony when they're angry. And a
sman, ::l11gr)', \'iolenl crealure wilh Ihe abilily to
work on land :lnd in wat~r can be a \'ery dan

gerous problem.

The Ogdn.1 Jahad might I)C awakened by
extremely powerful m~lgic. Rasputin apparently
came close. using hi~ skill to focus the r;:IW

pom:r of Elizabeth Shennll1's psychic t~llt.'nt

through Sadu·J-lem (M..,"C 1X?low). But it is claimed

We don't know if these
creatures actually exist
or not, but the cults
which have grown up around
them have access to some
of the most dangerous
paranormal capabilities on
record. All references
should be reported to HQ
inunediately.

The Ogdru Jahad
and Its Minions

~nle Dragon." Ogdnl Jahad, is a composile
entity. one of the major IXl\\'ers of Ihe uni\erse,
and prolxtbly ib most ,'iolent: its comlXlnents
have been referred to as "Ihe Greater Furies of
Destn.ldin~ l'\mure," Fortunately, it has been

inert for countle:-...'l ages. trapped in se\'en \'ast
prism-shaped conjoined cocoons in interdimen

sional space. Any beings ~\'ho siudy it conclude
that ils firsl act on being awakened and released
,....oulel be to reduce the E~1l1h to a cinder, lx-fort'
selling out to conquer or destroy all the known
dimensions, It is ~l1so said that only one lXl\\'er
Glll control it, which is also the pO\ver which
created and then trapped it. TI1C nature of this
power i:-; obscure, but it may I)C rebted 10

Hel1boy's "I land of Doom."
The names of the seven comlXlnents arc

Amon-Jah~ld, Aebd-J'lhad, Kamf<lt-Jahad. Irr..l
Jd1~ld, Nunn-Jahad. 13eliJi-Jahad, and i\'ergal
Jahad, Although some human sorcerers occa
sionally il1\'oke these n~lmes, they do not
reSIXll1d personally, lX'ing too completely dor
mant. Ilowc\'cr, there is a les.'ier manifestation of
their power. :,QmClimes known as 'The serpent. ,.

This very OCGlsiol1.11ly exerts some sublle bUI
powerful innuence on Bllth. such as emlXlwer
ing Rasputin (p. 108) so that he could auempl to
bring about the release of Ihe complete enlity.

Move/Dodge, 6 6 Size, I
PO/DR; (see below) Wt.: humanlike
Damage: (see belo\\')
Reach, C

ST,12
DX,12
IQ,IO
HT, I"

162



by those who know best lhal Lhey can actually
be released only through the correct magical use
of Hellboy', "Hand of Doom" (p. 89). The Ogdru
.!ahacl has few :Jcli\'e serV:Jnls. but some factions
seek to a\\'~lken it either out of malicious
nihilism or becall~ they belic\'e {hal a new (and
beuer, or at least different) Earth will be born
fr0111 the dC:'tLruaioll of the old. There arc also
some references {Q 369 MChildrcn of the Ogdru
Jahad" who are sleeping and imprisoned on
Earth; slIPI:xJsedly. they could be a\\'akened by
the annihilation of hlll11~lIlity. 3nc! they in tum
could awaken their "parent."

Sadu-Hem
ST,' 100 Move/Dodge, 0 0 Size, 20
DX, 1I PD/DR, 1 10 WI.' 20 tons
IQ,8' Damage, (see below)
HT, 16' Reach, C.1-{)

• \\hen fi~l re~l\\-akencd. Sadu-Hcm had ST
.30 in it,', lenlacle~. ~lJld 200 hit points: after exten
sin.:' feeding. Ihe~ ro:-.e to ~T ...6 and 300 hit
point~. The physic•.i1 strenglll of irs central
"tnmk" mU~1 h3n~ !x"en greater. bUI it had no
"'..y to apply this ~lclively. Its actual intelligence
le\"el is hard to a~ess: its thought processes
\"Vere most likely tot~llly inhutlun. but it seemed
content to ~erve R:lsputin. or at least to follow
his sugge~tions.

Special AIJi!ilies: Sadu-I km \vas .. bizarre
monstrosity. tolally nonterrestrial in its nature. [t
had a massive, upright cylindriell body. with
organs of unknown function around the base
and a crown of mu:,Cular tentacles at the top. It
could atl:lck with up to rour tt.:ntade~ simuhane
ously. u~ing one or two again..,t elch hum~ln

sized opponent: it would usually grab with them
and then squeeze for cbmage appropriate to its
strength (2d-1 to 2d+ I) if it wanted to kill. If it
did gr::lb a foc. each tentacle could also drain
Id+ I f~Higue per lurn. and cause intense pain:
apply Ihe fatigue los..., as a penalty to anacks on
the \·iaim\ next turn. exacliy like shock from
\Yound~ (p. -~). If faligue poinL~ were reduced
to zt'ro. the victim would lose consciousness and
the dam~lge would ~{jrt to come from hit points
inMead. If ~l \·ictim sUf\'ivecl. lost fa[igue (bu[ no[
hi[ points) would begin to relurn al I point/rum
after 10 lurns. 5.1du-Hem could refrain from
draining ST If Raspulin needed someone alive
and they were approaching zero ST. Possibly
with the aid of Ra~pu[in·.s magical skills. it could
also trJnsfonll hum~lIls in[o Frog 'Ionslers. \X'hat
senses it may have pos:,c.ssed are unknown: it
certainly develolX'Xt ~l psychic link 10 Rasputin.
as well :ls being a conduit to Ihe Ogdru Jahad.

Saclu·llem may h;:I\'e tx-en one of the 369
"Children of the Ogclru .J~lhad": i[ W:1S cenainly
associated with that power. allegedly having
been left to prOVide the Ogclru Jahad with a
foothold in thl:.' material world. 11 \\'as extremely

Beasts and Monsters ~,
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ancient, possibly older than humanity, and stexxl
for an unknown but very long periexl in a lost
temple to itself. on a mountain deep in the
Ardic. II appeared petrified - in fact. it could be
laken for a stalue - but il ""as in fad merely
dormant. and when it awoke. it soon trans
formed back to an organic form.

In 19-6. obeying psychic messages from the
Ogdru Jahad. Rasputin came to its temple. and
then remained Ihere in self-inducecl suspended
animation. In 1993. a party of explorers - Tre\'or
Bruuenholm (p. 8-), the three sons of [he
Ca\"endish family. and Arc[ic explorer S\'en
Olafson - al~ arrived. and Rasputin awoke. He
in turn awakened Sadu-Hem. and logether they
1r::lllsfomled all of the pany except Bruttenholm
in[o Frog Monsters. It1spulin Ihen magically
dominated the rest of the expedition to use as
poners to shift Sadu-Hem to their ship and LO sail
it to AmcriC"J. Sadu-Hem de\'oured the crew.
along wilh viclims in pons along the way. and
drew further life energy from lhe lake under
Cavendish 1\lanor. where Rasputin hid it.
Ilowever, when Rasplltin was defeated by a
BPRD team and the ghost of Elihu em·endish.
founder of the dynasty. Elizabeth Sherman (p.
93) unleashed her full pyrotechnic power againsl
Sadu-Hem, which also caused Cavendish !,vlanor
to collapse on top of it. The BPRD believes that
all this was enough to kill it: lhere is no evidence
to the contr~lty.

Frog Monsters
5'1', 20-30 Move/Dodge 6-8 6-8 Size, 1
DX: 12-14 PD/DR, 2/5-10 WL, 200-400 100.
I~ 7 Damage' 2d· t to 3d cr
HT, 14-18 15-25 Reach, C.l

(Note: Where r::lnges are gi\'en for altribules.
lower end values are appropriate for a newly
lransformed creature. while the higher end fits a
Frog i\lonster whose human side has been com
pletely submerged.)

Special Powe,.s: lhese monsters are fully
amphibious. equally fasl on land and in w~ller.

Aside from striking with their c1a\\'ed fists. they
can auack with their long. prehensile tongues:
any \'idim slruck by [his suffers fatigue loss and
pain exaaly as for Sadu-Hem's tentacles (s<.-"t:

aoo\·e). Viaims were lef[ with dislinai\'e circular
scars all o\'er their skin around \yhere they \yere
struck. Hellooy's Hand of [)(X:ml is inullune 10

this effect. but most olher fonns of we:mtble or
naluf"d.1 pro[ection would probably be ineffec
live. The tongue can gf"Jpple <ll1d hold a \'ictim
like ~I [entacle as il drains energy: treal it as hav
ing ST equal to half the monster's normal level
for this purpose. Fully transformed Frog
j\lonsters may ~llso have Regenera[ion (1 hit
point/minute).
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Sometimes the restless dead are so solid and three
dimensional thai it's impossible to tell that they aren'l
alive by merely casual inspea:ion. \~'hemer mese are
ghoslS whose delermination 10 resolve some unfinished
business granlS dlem Materialization abilities (p. 143). or
free-,,,illed "re,'enanlS" whose souls just won't lea,-e their
lxxI.ies and who h3\'e me power to keep themselves from
ob,'ious decay, can be hard to s<'y. frankly, me difference
is often largely academic.

One possible. and exceptionally powerful, example is
Lobster Johnson (see COllqueror \Form). The figure who
Hellboy and Roger mel in the year 2000 could easily pass
for living (and carried a handgun which fired ,-ery solid
and lethal bullelS); indeed, questions of age aside. there
t\'as never any Hrm evidence mat he was anything other
than alive, But his behavior, and some comments he let
slip, made il fairly clear thai me deceased Lobster Johnson
was in fad wrapping up some old business from 61 years
before.

Sadu-Hem and Ibsputin transformed human
beings into these creatures. to serve them as
sla\'es. The transformation was not immediate.
but look place when the servant needed raw
power (such as on entering combat). Initially.
the Frog J\lonSlers may even have been able to
transform back into human form. although even
tually their monstrous natures look O\'er com
pletely. Nonetheless. they mighl or might not
retain some fragments of their human nature and
moth'alions: Ihey were stronger if they lost all
vestiges of humanity. TIley were completely
subservient (0 Rasputin. unless remnants of their
humanity dislraaed them.

Al least four Frog :\Ionslers were created.
Hellboy destroyed IWO: the others. who had
some human impulses left. may still be in hiding
somewhere.

Skeletons
and Zombies

A relatively minor para
normal threat in them
selves, susceptible to
heavy firepower if ele
gance isn't achievable.
However, their presence is
usually symptomatic of
more subtle dangers.

Animated skeletons and corpses (usually
human) are a fairly common supernatural phe
nomenon. created by curses. "wild magic."
hauntings. necromantic ritu~lis. or even insane
science. (The term "zombie" derives from

The Restless Dead

Voudoun traditions. but is used here to indicate
any son of animated corpse.) 111ey are frighten
ing opponents. not only because the sight of
them is unnerving for normal humans. L'sually
mindless ~lI1d always lacking normal human sen
SitiVity, they ~lre immune to pain, shock. and fear
effects: they fight relentlessly until they drop.
They may also be able to see in the dark. as their
senses are. after all. SlJpermturJl.

On the other hane!. they rarely have Mental
skills and. helcllOgether only by raw supernatu
ral force. they almost always have the Unliving
~lnd Unhealing disadv:m{~lges (p. 42). (Then
again. if destroying them doesn't resolve their
curse, or if the magic animating them is espe
cially powerful. they may have very fast
Regeneration, as per p. 35.) The specific style of
magic which ~lI1imates them may also gi\'e them
special weaknesses, usually Dreads or

Vulnerabilities: for example, \"oudoun
legends say (hat zombies are
destroyed by salt.

In general. skeletons are quick on
their feel. but relati"ely ",'eak and
fragile. while zombies are slow but
strong, It is entirely Ix>ssible that
zombies lefl undislUrbed for a few
decades or centuries ha"e their flesh
wither or rot away, and hence e"en
tually become skelelons. Both IYpe~

are usually mute. although zombies
cdn sometimes speak in slm\'. slurred
,·oices.

Encounters wilh animated human
remains are usually wonh a Fright
Check (p. 65) for anyone nO{ accus
tomed to such things. Zombies 1'01

and :,mell of decay, \vhile the unnel"\"
ing appearance of animated skeletons
is often enh~lIlced by sparks of lighl
in their eye sockets.
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Animated Skeleton
ST, 9 Move/Dodge, 6 6 Size, 1
OX, 12 I'D/DR, 0 0 WI., -0 Ibs.
IQ: - Damage: lcl-l cr. or by weapon
HT, 10 Reach, C.I

Typicd bkelelons have DR 2 or more \"5. bul
lelS. beam weapons. <lIlel impaling aU3cks: they
can be smashed lip \\'ell enough. but puncrure
\YOUll(1s don't \Vorry them much. r\or do
e:\1reme~ of lempei.lIUre; in fact. they may be
able (0 complelely ignore an}1hing shan of the
point where they bUN into name. Bone gener
ally sinks in waler.

Skills: Skeleton~ animated to fight usuaUy
carry melee weapons. and ha\'e the skills {O fight
"'lih them. usually al DX level.

Zombie
sr, 1" Move/Dodge S 3 Size I
OX: 9 I'D/DR, 0 0 WL, human nonnal
I~ - Damage Id cr. or by weapon
to-, 15 Reach, C

talk and quite likely has a range of knowledge
and skills. Such creatures range widely, from
haunted skeletons who merely issue a few cryp
tic words and then crumble to dust (something
\yhich seems downright common in Hellboy's
experience), to \'engeful re\,enants whose body
pans continue fighting e\'en if they are chopped
apan.

Svartalves

According to reports, in
dividually, they're quite
vulnerable. But they're
also fast, vicious, and
fearless, and they work
in gangs. Most signifi
cantly, they appear to
be associated with other
paranormal entities of
extremely high threat
levels.

Size: 1
WI., 100 Ibs.

Move/Dodge, 6n
I'D/DR,OO
Damage: (see below)
Reach, C.l

Abililies: SV<lJ1alves have the equivalent of
Combat Heflexes, Ste~lth-14, and probably other
skills on ~ln individual basis, They usually wield
slim. rapier-like swords, with skill Shortsword
12. Although these only do limited damage

(ld+1 cut. 1d-1 imp), something in the
nature of their blades or of the svar
talves themselves makes this damage
effectively "armor piercing"; halve the
DH of anything they hil. They also
ha\'e claw-like fingers Od-l cr).

These "dark el\'es" out of Norse
m)1h are lanky and bony, "vith glisten
ing gray-black skin. greasy black hair,
and crystal blue eyes, Their move
ments are reminiscent of spiders or
small predatory animals. If they're
killed while on Earth. or e\'en lose
consciOllsness due [0 injuI)'. their bod
ies evaporate in a cloud of soot and
black \'apor,

111ey are menaces out of ~orse leg
end. Following the fall of the I':orse
gods (pp. 158-159). some of them sur
\'ived on Earth .IS ghouls or SC'"JV

engers: they may also have had some
ability to mo\'e between the ruined t\ine \X'orlds,
Since then, a few of them have occasionally had
de<llings with humanity, usually murderous.
They have cruel natures and a great interest in
supernatural power, making them useful foot
soldiers for dark forces,

ST, II
OX, 12
IQ,9
HT, 138

Further Notes
The above detaib are for mind

less automatons created by necro
mantic magic or powerful curses,
usually to guard some place or
thing. '111eir IQ r.llings merely indi
cate the chance of their noticing
events around them, such as
stealthy intruders; they may also
have (Q make IQ rolls to understand
complex commands from their cre
ato~, Vicious zombies in the B
mo\'ie idiom are bound to h,n'e a
taste for li\'ing human nesh (or
bl.lins), but otherwise. these crea
ture~ em get by without fcxxl or
drink.

Free- \r'iIled l'l1dead: An aherna
ti\e type b a !'lkeleton or a corpse
which retain~ ~ome kind of intellect
and frce will, Thi~ b usually animated by the
power of a ghost or other spirit. or less often by
some unusually subtle necromantic magic.
Ch:.lI1ge the IQ le\'cb above to human normal
le\'els, and assume that the being can probably

Really tCITifying zombies have lOiS of addi
tional hit poinlS. and l11<ly be Immune to the
damage multiplier for impaling attacks: they
ha\'e to be h.lckecl or blown apan to stop them.
Even if they aren't animated by biz~lITe infectious
diseases or vile pollution, the wounds they cause
may well become infected: they are ['ouing
corpses. after all.

Skills: Some zombies cany weapons; others
simply club with their hands. To represent their
dangerous power, they Illay be given weapon
skills or Br.l\vling at around OX+2,
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Vampires

They're real, the relevant
countermeasures are well
understood and they've
cost us far too many good
agents over the years.
Remember, they're probably
at least as smart as you,
more experienced, and they
sometimes have unique
paranormal abilities. Call
for backup if possible,
use all the advantages you
know about, and if you
can, don't be too proud to
requisition a flamethrow
er. But wooden stakes
through the heart do gen
erally work.

Vampires are. of course, pO'\\'erful undead
lX'ings which drink blood (preferably human) 10

survive. Vampire legencls are widespread and
quite v~lriecl. ~ll1d iI's likely that vampires differ ;]
101 in their power and GIIXlbi1ities. Some expens
suggest that the vampire was originally a mani
festation of the power of the plague, and a fe\\'
fit this image - cadaverous and sickly, resem
bling a hum~ln pbgue-r::l1 - bUl most modern
vampires arc more suave and subtle, and some
can he seductive ::IS well as cunning,

Although very dangerous, and frequently
G1lxlble of inflicting \'ampirism on others, vam
pires are fairly rare, They have 5e\'eralmajor lim
itations and \'tJlnerabilitie~ which are widely
known among e\'en amateur hUlllers, and they
don't always cooper::lIe well, seeing each other
as competitOrs for foocL (Some CJn cOlllrol their
"children" - the \'ampires they themseh'es create
- but even those seryants hm'e to be fed,)
Indeed, they have a reputation for back-stabbing
selfishnes..~ which make~ it hard for them to find
allies of any kind - but e\'en without their fabled
powers of mind cOlllroL they can offer minions
the possibility of \'ampiric immonaliry, so they
often ha\'e groups of dedicated servanlS.

Typical Vampire
ST: 20 Move/Dodge. 6 6 Size, I
ox, 13 POIDR, 0 0 WL: human normal
IQ: 12 Damage: by weapon or bite (see below)
tn: 15 Reach: C.I

Aflvmllages: Vampires typically ha\'e a con
ditional invulnerability to damage: they can be
illjured. bUl ClOnQt be Jdfled by <In}1hing except
some specific att:lcb. 111ey suffer no pen::dties
(shock. reduced 1\10\'e, etc.) for damage from

anything except lheir specific weakness, until
they are reduced to 0 hit points or bela\\'. at
\vhich point their I\lo\'c rate is hah·ed. They also
ha\'e no need to bre::nhe, or to eat or drink any·
thing except blood.

'111ey also h:1\'e sharp fangs and can bite
helpless, stunned. or grappled 0pJX>nents to
drain their blood. They do normal cUtling bite
damage (ld for ST 20>: each round thereafter.
they GIn drJin I hit point of blood damage - and
for every 3 hit JX>illlS dr::tined. they regain I hit
point of damage. <Injury due to their specific
weaknesses may need more blood or long peri~

od~ of time to he.d - or may literally l1ecer heal.)
Vampires abo tend to ha\'e keen senses

(Alennes.-. +2 to +6) .md can see in the dark.
.\Iany GIn cast spells (see pp. 130-132). usually
to control human minds or summon hordes of
\·ennin. or Gill shapeshift into fonns such as a
\yolr. baL or cloud of mist.

Disfulvmllages: On the other hand. \'am
pires call be killed permanentI)' by fire (or other
extreme heat). ordinary sunlight. and \yooden
~t;]kes through the hean, 'n1ey ma), also be \1.11
ner'.lble to hehe:lding. although that traditionally
follows the swke through the hean (which may
merely immobilize ITlther than kill the \'ampire).
and they may suffer rotenti~lIly fatal damage or
immobilizing weakness from cxlcl conditions
such as immersion in nmning water or contact
with holy symbols (which m:.Jy or may not have
10 be wielded by ~l true believer - GM's option)
or hal)' w~l!er, Silver may IX' effective, although
that's more Ll,'iually associated with werewolves.
Their special \'ulnerabilities usually do them 1-';
dice turn of cbmage: exact levels are at the G!\l"s
option.

The Vareolae
If it exists at all. [he Varrolac might be

considered the god of \·ampires. It is
described in Romanian legends as eating the
sun and moon. causing eclipses. \,(Then
Helloo)' was hunting the \'ampire Coullless
Ilona Kakos)', she confronted him with the
image of the Varcolac, but that was proba
bly just a magiGlI illusion.

Probably.

111ey al:'o ha\'e ,*,\"t'ral feature~ \\·hich reduce
their ability to IX1SS ::IS human: they l(X)k pale
and corpse-like ~lI1d lack normal Ixxly heat
(except possibly for ~l (by or so 3fter feeding
\yell), and they may not C::l~t sh3do\\'s or renee·
tions in mirrors. They h:I\'e :1 Dread of holy sym
bols and sacred ground. ::lI1d alien of one or t\yO
peculi:lr things (g:lrlic. \\'onmnxxl, \\"ikl roses.
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crossroads. ,), Also. of course. their need for
blood (uswdly at least one pint a day) lcnds to
be a problem: without it. they Illay die COI11

pletely. ~lIrrer permanent or tcmpor<IIY loss of
3uributes as if due to aging. slip into a dL'"3lh-like
[orpor. or go on a berserk killing spree.

I

111e IllOSI dangerous vampires GIll allegedly
rclurn (0 life e\'en after being reduced (0 dust
and ash. if special conditions an: met. such as
blood being spilled on their remains. The tnuh
of this is lefl (0 GI\b: effectively unkillable
opponents can be interesting. but they can also
be \'t'l)' fnlstr<lIing for players. In general. il is
recommended that agents who go through a
comprehensive slaying proct:dure (slake.
beheading. holy \yafers in the mouth. alld expo
-"lire to ~un1ighl) should be :lble to feel sure of
the re::.uh.

Skills: Vampires typiGllly retain all the skills
of their former human existence. ~lIld may learn
more, l1lese GIn definitely include formidable
:Ihility with \yeaJX>ns. often in the IS-18 range.
They m~IY also ha\'e exceptioO<l1 abilities in
Stealth, I-Io\\e\·er. some Ix..--come stuck in their
W3Y~. and may be unfamiliar with m<Xlern lech
nology.

'111i~ description reprc::.enl!'> :l fairly Iypical
"European Gothic" \'ampire: folklore suggesls
(hat there are many v~lri:ltions. G~ls may ch(X)~

to emph:lsize the lradition~tl "I,;wcning beast'· or

"hungry ghost" type. the gothic :lriSlocrat, or the
modern "stylish amoral pn:d:lIor" - or switch
between them. to keep the pbyers on their toes,

Some sources suggest 1hat :111 victims slain by
a \'3mpire \yill themscln.~s rise from the grave as
undead. but most sugge~l that the \',lInpire has
to follo\\ :,Ome special procedure. at least drain
ing the \-ictim of blood. Likewise. \'ampire "chil
dren" mar be fR"l'-willed. abject shl\'es 10 their
"parent'::." will. or capable of breaking free 'with
an etTon.

Vladimir Giurescu
\'bdimir Giurescu is (or w:ls) an unusual but

formicbhle \'ampire \\ ith an e~lX'ciallr campi i
cited hi~tory. He "vas born in the I':;th century.

Beasts and Monsters ~\-:.

illlo a Romanian noble family of dark reputa
tion, In 1492. his father purchased the earthly
remains of the goddess Hecate (see pp. 1':;9
160> from a group of Greek fishermen.
Returning "...ilh them 10 his castle. he improvised
a ritual treatment which restored her to pan.ial

activity.
A few yems bter. Vladimir was thrown

from his horse into a frozen river and
drowned. His father brought him back to
the castle and begged Hecate to restore
him to life. After three days, in \vhich
Vladimir's father s~tcrificed first the
house's dogs, then his servants. Hecate
imbued Vladimir with part of her spirit.
and he rose as :l vampire, His first victim
was his own father. whom he transformed
into a lesser vampire, In time. Vladimir
came to comrolthe family. consigning his
insane parenl to a cellar complex with his
IxxJks, He ruled the area around the CIS·

tie as its lord. but he doesn't seem to have
3ltempted to extend his JX>wer for some cen
luries (although there may IX' untold tales from
that period).

During the i\'apoleonic wars. Vladimir did
emerge, and sen'ed as an officer ....·ith \'arious
armies, apparetl(ly to build up his influence in
the mortal world: Napoleon rden-ed to him as
"Giurescu the Devil." In 1882, he reappeared in
London, allegedly seeking to build a "secret
empire," but was driven ~I\vay. (The rcsem
bbnn'" of this episode to the plot of Br.:Ull
Stoker's nm'el DraCH/a b close enough to sug
ge::,t that Stoker may ha\'e known tile true story,)
Then. in 19-1-1. the i\'azi leader Heinrich
Ilimmier proposed 3 project "Vampir Sturm" 
the creation of 3n army of \'~Impires to serve the
increa~ingly desperate 'J11ird Reich. A delega·
tion. led by 1IS<1 Haup::,tein (pp. 110-111). who
also assisled with Project Ragna Rok (pp. 10-:-·
116). was senllO Giuresctf~castle to propose an
alliance. Haupslein aClually fell in love with
Giurescu. but \vhen he tr.:lveled 10 Germany 10

meet Hitler, the Nazi leader e\'idently recog
nized that this was one indi\ridual with whom it
would never be safe to share power; he had
Giurescu and his h:uem of "vampire brides"
arrested and killed.

However. Giurescu's skeleton survived. At
the end of the 20th century. I1sa Haupstein, who
had spent the intervening period in frozen sleep
in a secrel installation. recovered it and returned
it to Castle Giurescu. where Vladimir was once
again restored to -life. - When last heard of.
Giurescu had been destroyed in combal with
Hellboy and his castle blown up. while Hecate
had recO\'ered the fragmenl of her spirit to
empower her new "'ron 1\laiden- aspect (p,
1(0). But Giurescu's skeleton "vas later stolen.
suggesting Ihat he may yet reappear.
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Non-European Vampires
Vampire legends exist far beyond Europe,

and local types seem prone to variations. Fire
and holy symools of some kind seem to be
more or less universal countenneasures, but
other ';veaknesses and peculiarities can be
much more varied. Globetrouing vampire
hunters should never neglect their prior
research. Such creatures seem mostly to stick to
their home areas, but some may follow imrni·
grant communities around the \....orld.

The Chinese vampire, the Xixiegui, casts
shadows and reflections and ignores running
water, but has Dreads of consecrated incense
and peach wcxxi. It can rarely pass for human,
being pale, very corpse-like, and possibly
mute, Some stories suggest that it must be
killed by SLIcking our the single last breath
which empowers it - a tricky, dangerous, and
unpleasant task - but it may also be possible to
immobilize it b)' touching its forehead with a
piece of paper bearing an appropriate prayer.
GMs who don't mind a somewhat comic effect

Giurescu was hard to destroy. even by vam
pire standards: he would recover even if reduced
to charred bones by fire. When he was "killed,"
his minions would place his body in a shrine to
Hecate, close to her material form in Castle
Giurescu; when the moon shone on his body,
she would restore him to full power. He seemed
to need such resto"nion even after severe but rel
atively mundane injuries, which represents a
weakness as compared to some vampires: he
was dependent on loyal servants, However. he
had a talent for recruiting such people.

In GURPS terms, he had Altractive
Appearance, +2 Charisma. and skills including
Broadsword-14, Leadership-IS, Riding-14, and

should nOle that new Chinese vampires may
still be subject to rigor monis. and with shIT
limbs, they have (0 move around by hopping
(·1 to Move, ·2 Dodge), as seen in certain
movies.

TIle Indian BClital is an incorporeal spirit,
but when it finds a suitable corpse, it may pos
sess and transform that. It can then shapeshifl
between a bat-like shape. with claws and glid
ing wings, and a human form which drinks
blood. It is relatively restrained as \'ampires go;
it likes riddle COnlests, and will respea and
even aid anyone who outwits it. It suffers no
damage from sunlight, although it prefers !.he
night, roosting in caves Of hollow trees by day.

central American ancl African culrures also
suffer from vampmc creatures. TIle African
Adze is c1estnlctive of animals and even crops,
and can shift between insect and human
shapes and its "natural~ grotesque humanoid
form. New World vampires include
shapeshifters and ghostly, vengeful ligures.

Tactics-14. He also had the ability to transfoml
into a giant bird of prey. which he used ooth in
combat and to escape from powerful enemies,
Unlike some vampires, he didn't frighten ~lnim3ls

by his presence.
Giurescu's father and vampiric "brides" dis

played lesser powers; their destnlCtion was like
ly pemlanem. If necessary. use the "[),pical vam
pire" details for them. His father was grotesquely
ugly and skeletal. while his "brides~ were chosen
for their aoove-average Appearance.

Were-Beasts
Stories of humans with the innate abililY to

become animals are found vinllally everywhere
in the world, Probably the most common
species involved is the werewolf, but there are
many others, Their nanlre. whether malicious or
merely strange. and the origin of [heir power
vary greatly, but werewolves and many others
are usually assumed to be tough, dangerous.
and sinister. Details of ..vere-beast abilities like
wise vary considerably; this Ix>ok can merely
offer some typical or interesting cases. If detail
ing a character, use the Shapeshift advantage
(p. 35).

For e.'I;ample, take an ordinary human being
with lOin all attributes who can transform into
a large, savage wolf with magical abilities:

ST, 11 Move/Dodge 9 6 Size, 1
Ox, 14 PO/DR, 0 30' WI_, 250 Ibs.
IQ: 5 Damage: 1d-2 CUI (bile), 1d-2 cr (paw)
HT, 12 Reach, C
• 1\'ot \·s, silver or fire: see below.
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A(lva"tages: Alertness +6 [30]: Acute
Hearing +4 [81: Acute Taste and Smell +4 [81;
Blum Claws [151; Comlxlt Renexes [15J; DR 30
(Limitation: Not vs. silver or fire. -40%) (541:
Enhanced Move xl '2 [51; Four Legs [51; Sharp
Teeth [51.

Disadvm,'ages: Bad Temper [-101: Bestial
1-101: Bloodlust [-101: Horizontal [-101: ~llIte [-251:
i'\o Fine ManipulalOrs 1-301.

Applying the Shapeshift rules (p. 35), this
represenlS a l08-r>oinl advanlage for the charnc
ter. In \yolr fonn, he has an animalislic brain but
keen senses. and is frighteningly hard to kill. Of
course, some humans may nQ{ regard this as an
ad"3mage <II all. Funhennore. the transformation
may h~lppen uncontrollably during nights of the
full moon.

"Woifllzen"
One variant on the werewolf is the "\\'olf

m,m.·· who transforms into a bipedal form with
a wolfs head on a furry txxJy. claws on its
hands. <lnd a savage nature. For an example of
the type, use the werewolf pattern above. but
make the ~lliernate form's IQ 7, delete Acute
Hearing. Enhanced Move, Four Legs, and
Horizontal. and change No Fine Manipulators lO
Bad Grip. This gives J creature with abilities sim
ilar to the above but with Move 6, Taste/Smell
rolls of 17, and a Id-I cr "punch:' for an advan
tage cost of 134 points.

The lab teams would love
to find an explanation,
but believe it or not, we
value your survival more
than we value biological
samples. The transforma
tions involved may be psy
chological as well as
physical, so don't let
sympathy for a human man
ifesting this capability
slow you down. And try to
be the wood-cutters, not
Grandma,

The Grenier Family
\'filliam Grenier was the young son of a

noble medieval family. rulers of the \illage of
Saint August in the Balkans. who were cursed by
a saintly Christian monk for ~devil worship"
(probably jusl a remnant of some old pagan
practice) in their family chapel. The curse L.msed
them to transform inlO wolves once every seven
years. When they were discovered by local vil
lagers. the entire family was massacred - except
for William. who was smuggled away by a ser~

vant. The village was subsequently renamed

Beasts and Monsters ~,
\:.

Grian. to avoid the attentions of the Inquisition
as the story spread.

When he gre\v 10 adulthood. William found
that the curse was also making him unaging.
while a psychic link 10 his dead family caused
them to bL"Come ghosts (see pp. 157-158). Over
the ensuing centuries. he gained enough mystical
power 10 hold them, and others \\'hom he killed.
on E.'1nh, but the power of his wolf form grew
greater as his humanity slipped away. He also
gained the ~lbility 10 make the change volun13rily.

In 199-1, Father Edward Kelly, a Catholic
priest, came to Grian 10 investigate the mysteries
he sensed in the area, and declared the intention
of reopening the old chapel. Grenier ki1led him
and then forced his own family to materialize in
their \volf forms and murder the enlire j)Qpula
tion of the village. Hellboy, a friend of Kelly's,
came to Grial1 and fought and killed Grenier.
thereby releasing the ghosts he had trapped and
ending Ihe curse.

Grenier himself took a "giant wolfman'" form
by the time Hellboy met him, but because his
nature was nOI "normal" lycanthropy. he lacked
the traditional werewolf immunity to nonsil\'er
weapons. If he somehow appears in a game. use
the wolfman details above, but with ST .35. IQ
10, HT 14 <,0. ~IO\'e 8. Dodge 6, PD 2. DR 10
(not modified \'s. sil\'er). attacks for 4d-1 cr with
his fist or 2d-1 cut with a bile. a reach of up to
2. and Size 2. The ghosts of his family had the
Spinl Form advanlage. of course. and could
materialize in -wolfm::m- fonn. with DR 5 and no
special vulnerability to silver. TIley were not
actually themselves malicious. bur \'\:Tilliam could
Cd-use them to ael with savage bloodlust.

169



Chapter,seven

WeirCtScience
antl"Advanced

',,' .

T~thflQlogy
. • i W\; ..

Although JleJlbo{~ world resembles our own
in many de13ib. there art:' cliffe-fences - e\"ell

aside frol11 the presence of supernatural beings.
Among these b the existence of some \ycird. and

often wonderful. science and technology.
111is chapter look:-. ~Il lhi:-. .'.ubjecl from 3 game
oriented point of vie\\'.

A History
of Strange
Devices

The crucial period in the devel0plllcnt of
"\veirel tech" Gll11C with the rise oCthe Nazi Pal1y
in Gerl11~ll1Y. Some of the Kazi leadership wefe
bscinated by exotic iclea:-., scientific as well as
mpilical. and indeed wcre happy (0 merge the
IWO. The "Spedal Group" was set up (0 explore
lhc~e ide~l.,). By 1939. they had an atomic bomb
progu1l11 well underway. though this \\"as ulti

mately ~{()pred by the death of its chief scien
tbt ~ll1d interference from Allied intelligence and
special force~ oper.:uion'>. They \Yere also im"es
tigating "p~ychic technology" and building a
functional space rocket The installation at
Hunte Ca~l1e wa~ de~troyed during the first
rocket launch and a simultaneous raid by
American agent~: this crippled both of the Janel'
two programs.

T01;\'ard lhe end of the \Yar. the i\azi leader
ship grew desperJte for "secret wC'Jpons- which

could turn the flood tide of defeat. and ill\"csti
g,HL-xI numerous weird poSSibilities. Along \\ith
outright ~upernatural projecL'i. they sponsored
scientific and technological studies. J\lost of the
more radical. eccentric. or (maybe) \'isionary sci
entists were eventually brought together in
Project Ragna Rok (see pp. 10--116). In nlrn.
Allied intelligence learned enough :Ibout this to
trigger some corresponding studies on their own
side. and when Germany did fall. some of the
German rese;lrch l11ateri~11 fell into Allied hand~.

For the most IXU1. this didn't lead to many
developments ~lhead of our own world - but for
deGldes afterward. speci,llist government organ
izations and conspiracies descended from i\'<tzi
groups had ~ICCCSS to exotic ideas and inven
tions. some of which worked. The heirs to the
two sides' researchers would use these devices
to fight hidden w<lrs for decades to come.

BPRD
Technology

Comp3red 10 the eccenlric ana deranged
ideas pursued by Project Ragna Rok. the BPRD
is scientificJlly conserv3ti\'e. lIo\Ye\"er. it has
spent decades studying the paranormal. \Yith
access to extensive research material. and it can
Gill on the scientific resources of the U.S. and
British governments when necessary. As a result.
its ~,cientist.~ probably h:l\"c the most fully devel
oped. refinL-xI gra.~p of paraphysics 3nd related
IOpic~ in the world.
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Zinea is an international high-technology manufacrur·
ing corporation. originally founded as "Zinco--Davis
Laboralories~ in or before the 19305. In the 1990s. it is con
trolled by Roderick Zinea (p. 117), Lhe heir of one of its
founders. Its products include aircraft components,
firearms. and consumer goods. It has, on occasion. been
contracted to supply I.xxh standard and special items to
the BPRD.

L'nforrunately. in 1995, Roderick ZineD feU under the
influence of the ghost of Rasputin (p. lOS), and offered his
allegiance (Q (he newly reawakened members of Project
Ragna Rok. Zinco used his position to sulxly sabotage
much of the equipment being used by the BPRD al the
time. This caused Hellboy's new handgun to jam and
explcxle while in use, the spectacular failure of a rocket
pack issued to Hellboy, poor perfonnance by BPRD com
munications equipment, and the explosive destruction of
a BPRD aircraft on the ground, killing its crew.

Roderick linco presumably died in the massive explo
sion which destroyed the Ragna Rok installation in
~orway, and his company may well be running normally
again. Regardless, the BPRD ha6 changed its contract sup
pliers. However. Zinco had time to establish links bem'een
the company and Projea Ragna Rok, which not only gave
the Ragna Rok team resources, contemporJry technology,
and influence, but may have given lineo teehnologisLS
unconvemional, r<tclical information from Ragna Rok. '111e
depth of the cornlption engineered by linea and Rasputin
within the company remains uncertain (and could be a
topic for game scenarios).

In addition, the Bureau is perfect
ly willing to buy useful devices, and
",hen budge!:; permiL it 1IM.'5 the mOSl

appropriate equipment it can find for
any ta~k. lienee. BPRD agents oflen
use exceptionally advanced weapons.
transportation. and communications

systems.

Hellboy's GUllS
\X'hile mo~t BPRD agents carry

standard contcmporJf)' \\ eapon~ 
usually aUlOm~llic pi..,lOb - J-lellboy
carrie.., firearm:-- appropriate.:' to hi~

o\\n ..,trength and the !olCJle of the
opponent::. he oflen fights. He
acquired the fiN of the~ around the
time he became a BPRD agem in the
19505. and ha~ ocC'dsionally gonen
ulxbted de:--ign.:-. ~ince.

Game 6latbtic~ for t\\O of these
gun~ are included in the wble on p.
5 I. Thcy ~lft: he:l\'}'. ~ingle-shot pis
lOis. with "brcak-open" designs like
:1Il old-ra~hioned :,hotgun or nare
gun. They lire 20mm shells similar to
those u~ed in heavy cannons.

For a brief period. Ilellboy carried
a multi-shot automatic piStol. similar
in size and hilling power to these sin
gle-shot guns. Unrol1LJIl:ltely, this was
designed and constructed by ZilKa
(st,.'c box). and hence W:IS subtly sab
ot:lged. It jammed and then cxplexled
while in use. and HclllX>y has since
re\'el1ed to older, more reliable guns.
After all. he rarely geb more than one shot otT in
a fight :111)'\\ ay.

GURPS Tech Levels
He/lboy stories, and hence this game. play fast and

loose with technology. Hellboy and his colleagues
sometimes light -mad seientists- who employ gadgets
which are impossible to ordinal)' engineers. and
which may not become available for seLlf!ral GURPS
tech levels to come. Even the BPRD has some such
de\'ices. Examples are diseussed throughout this
chapter.

Where such scientists have a wide range of such
gadgets available. they may ha\'e the High
Technology or Im'ention advantages (pp. 29-30. 173).
When devices appear as -one-shots,- and are not
going to be developed or much modified by Pes. the
Gl\l may choose to quietly disregard the question of
exad tech levels. He can assume that the gadget is a
lucky fluke invention, which may be operated and
maintained by characters at the normal local n
(albeit perhaps with some penalties for the sheer
oddity).

Zinco

CornrnulZicatiolls
alld TrackilZg Devices

BPRD agents carr)' personal radios
resembling cellular phones. but \\'ilh
greater range and nexibility (at least in the
ory). They have a range of 5-25 miles
between themseh'es, depending on local
conditions. and can be used as cellular
phoncs when within the se0IX' of a func
tioning network. They C'dn also link up to

.5. and i\ATO military networks.
enabling them to contad BPRD HQ. by
one means or another. from virtually any
where in the world, Of agents are
deployed to exceptionally remote areas.
the team may be bsued with a hem'y
S<i1cllite-link "base unit" that connects their
pcrsonal r.:ldios to global networks.) nley
have built-in scrambling. which could be
defe~lIed with some effort by. say. an intel
ligence organiZ<Hion. but which is secure
against Glsual ea\'esdropping or unpre
pmed opponenb. They weigh 2 Ibs.. and
would co~t 5500 if they could be pur
chased pri\·;l1ely.

171



~; Weird Science and Advanced Technologv

Rocket Packs
These are one of the more ostentatious

examples of advanced I3PRD technology. used

and a lOp speed of around 100 mph (50
yards/turn) or more (but little more than 15 mph
- 8 yards turn - ofT-road), Anacks on objects this
size are at +3 to hit.

Helicopters: A modern Mutili()'M helicopter has
14 seats including the pilo(s (some mighL be
removed lO increase cargo space), and is IOlef'"J
bly but nOI excessively comfortable for journeys
of a few hours: its maximum range is around 500
miles. II has PO 3. DR 5. 300 hit points in the

body and 120 in the rolOrs. and a
top speed of about 160 mph (80
yards lurn), although it will cmise

'<L~"""""--~_=':-o...-... at raLher less. Attacks on it are
:.;.=---,3 Jl +4 to hit.

jets: TIle one nonslandard
feature that is fiued LO these craft is an exit

hatch in the floor at the rear of the passenger
compartmenL. which enables agents wearing
rocket p~lCks or parachutes to deploy while the
aircrafl is in night. 'nley have crews of (WOo <md
can C31l)' a full squad of half a dozen agents.
anOther half-<Iozen scienlisls or technicians to
provide b~lCkup. and adequate eqUipment <md
Iugg<lge.

Such a jet has PO 3. DR 8. 900 hit points in
the fuselage and 350 in each Wing. a cnlising
speed of :lround 500 mph (250 yards [urn) at
high altitude (less if it Ius to fly low), and:l range
of 2.000-3,000 miles. Attacks on it are :It +5 to hit.

AgenlS in the field are also orren issued with
small radio signaling devices. usually worn on a
bell. At least one agent per team \vill also carry
a hand-held tracking device which can locate
these signals. and which can be sel [0 seek out
one specific sender. "nlC trackers can find the
general direaion of a signal source within 10-50
miles (depending on local conditions), and can
be used (0 scan for a more precise diredion as
t.he user gelS closer. (l\lilitary-grade static or "chi
cle-mounted equipmcOI could probably pick lip
the signal. and locale it by triangula
tion. from lip [0 200 miles away.
given time and optimum condi
tions.) The lr<lckers are easy to
use: after a few minUies of famil
iarization. they can be employed
with an IQ+2 roll. TIle Signaling
devices weigh 1'2 lb. and would
COSI 5SO if purchased priValely; the trackers
weigh 2 Ibs. and would COSI 5200.

BPRD Vehicles
'l1le BPRD uses standard civilian automobiles

for rouLine local journeys: when it has to deploy
worldwide. it has the use of a few twin-engine
jets and some p<lssenger helicoplers. AJI these are
employed for transport. not combat. bu{ I3PRD
pilots ::Ire competent, and it's not inconceivable
that aircraft might be equipped with defensive
measures such as chaff dispensers or stealth sys
tems, if the technicians can acquire the budget.

Cars: A typic:ll mid-size car has PO 3, DR 5,
190 hit points in the Ixxly and 19 in each wheel,

CI-ICK
C\,ICK
CUCK

;r-
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to give field agents high personal mobility. (In
GURPS terms, practical rocket packs are really
more of a TL8+ development. but these Can be
regarded as late TL-; prototypes or design
flukes.) Operaling one requires Piloting (Rockel
Pack) skill (I'. 52); most BPRD agents receive
some training in this. They arc extremely noisy
in use. and thus unsuitable for stealthy missions.
They have a top speed of 80 mph (40
yards turn), and enough fuel for about 2 hours
at a cmising speed of 50 mph (25 yards tum).
TIley weigh 20 100.

They are deSigned (0 be as safe as possible.
but rocket fuel is explosive. Treat them as hav
ing PD 2. DR 8 if targeted; if they are violently
destroyed. they explode on a roll of 11 or less
on 3d (1'1 or less if they are destroyed by heat or
explosion), 111e explosion does from J to 6 dice
of concussion d'lmage. and the burning fuel
causes the same number of dice of fire damage
to the wearer and anyone immediately adjacenl.
both in propol1ion to how much fuel ,,-as left in
the tank.

In one inslance. 1-Ie1lboy's rocket pack failed
Gilastrophically in use. "I11is may have been 1'£111·
Iy a function of his peculiar bad luck, or more
likely a result of subtle sabotage by Roderick
Zinco (p, 17 I), However, the Bureau has long
regarded the concept as extremely valuable, so
ne\ver designs (hopefully more reliable) remain
in use,

Project

,!~~~:ge~~~IYsligh"y
advanced \'ersions of comemporary de\relop
menlS. with some careful. rational study of para
physics. Project Ragna Rok (pp. 10--116) and its
scienlisLS generated real "mad science.- Some of
it incorporated fringe theories or outright magi
Gil ideas. and all of it showed a complete disre
gard for safety factors or scientific ethics. The
Project·s o\\'n leaders were mostly more or less
insane. and some of their inyentions were
designed as much to accord wirn their personal
obs<."SSions as to achie\'e efficiel1l resulLS. They
cenainly had a taste for grandiose projects rather
than useful small·scale tools: their guards and
lesser agenlS were usually equipped "'irn con
Yel1lional contemporary weapons and equip-
menl.

They achieved spectacular breakthroughs in
cybernetiCS. power systems. "psychiC science'"
and robotics. Ragna Rok lechnology appearing
in games should tend to be big. heavy. danger
ous - and effective. Mindless automated troops
or "cyborg animals'" giant robots. oUlSize battle
tanks. rockets. and incendiary \veapons fit the
style, Senior members of the project who suffer

High Technology
vs. Invention

TI,e High Technology advantage (p. 29)
represel1ls access to equipment that is above
the general tech level of the world. TIle
Invel1lion advantage (I'. 30), on the other
hand, indicates that the character himself can
create an extraordinary device, or has the
knowledge to use an advanced scientific
technique. The distinction is that a character
with High Technology need not be a scien
tist; he can get the devices, but not necessar
ily create them.

As an example. all members of the Ragna
Rok team (pp. 107-116) have bo<h advan
lages. For them, High Technology represents
the devices thal were created by orner mem
bers of the Special Group, or which they can
only create when working in collaboralion.
(An example would be the suspended ani
mation chamber at the Norway retreat.) TIley
all have access to this equipment, but indi
Vidually could not recreate it. Each team
member also has a signal'ure Invention (such
as Haupstein's cybernetic creations). If one of
them had to stan from scratch, withom the
aid of his teammates, or access to stockpiled
equipment, he would effectively lose the
High Technology advantage, but would
retain his ability (0 recreate his Invention.

serious injuries will lIsually end up wearing steel
prostheses. which will be fairly efficient but also
grotesque (and intimid~Hing). Fortunately for the
heroes investigating and opposing them. their
lack of safety margins and obsession with raw
power often makes (hem unreliable or \'ulnera·
ble: their failures should be as explosi\'e as their
successes. If the worst comes to the worst. push
ing large red buttons will often blow up a Ragna
Rok installation - \vith everyone inside.

Ragna Rok Inventions
The Kampfer Walking
Weapon

Created by Leopold "unz (pp. 111-1 12J. this
mechanical de\'ice allowed someone phYSically
unsuited to be a soldier (such as Kurtz himself)
to fight on the balLlefield with the strength of
many men. Approximately humanoid. with an
open-frame construction. in ilS prototype fornl it
left the col1troller exposed in a seat roughly
where the head would be. ILS right arm ended in
a monstrous flamethrower: its left arm could be
used to punch, grab. or crush, It required a spe
cial Driving (Kiimpfer) skill to operate (P' A, like
other Driving skills).
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An apocalypse soldier resembles a zomhie
wilh mechaniGl1 p'In.'). The Innh is more com
plex. These me n(){ in faci re~lllil1lated dead. bUI
Illore properly rooolS built u.':iing preserved pan:,
from corpses. They h,we lillIe intelligence and
no will. and 3re only Glpable of following .'lim·
pIe orders, such as "Go Ih:ll way, and kill every·
one who tries to stop you." In combat. they
swing their heav)' fists. In ~l group. some will
attempt 10 gf:lpple <md hold while olhers con
tinue to hit.

1\lore fearsome than their punches are the
plagues Ihey could haw ..pread. TIlis is a mY:'li
cal efTect produced by the rilual inherent in h3\·
ing exaclly 666 soldie~ of de:lth. The plague..
usc the mles for di.sea:,e on p. --. They are \-ir
ulent (-6 to the HT 1'01110 re.,iSI >. contagious after
only 6 hours. and C<IU~ Iht' lo~., of 1 hit pOint
per (by. unless the \-ictim makes a liT roll at -6.

In use. the Kampfer effeclh'e1y ga\"c the con
troller ST 50. with a OX equal to his Driving
(}\~il11pfer) skill. It had PO I and DR -. but this
armor only Prolecled the Kampfer itself. It could
lake 20 points of damage before cC'.lsing to func
lion. The controller had no special prOleclion.
btu was out of reach of anyone standing on the
ground: attacking him wilh melee weapons
would require climbing onto the K~il11pfer. The
namethrower was fired using Driving (Kampfer)
skill. ~lnd h3d the same statistics as the
Remington shotgun (p. 54), except it sel any
thing it hit on fire.

AI TL7. the Kampfer is a I )-point Invention.

The Apocalypse Army
As pan of Rasputin's plan for the destruoion

of humanity. Karl Kroenen (p. 112). with the
assistance of Kurtz. con~lrucled 666 mechanical
zombies. "rbis AfX>C3lypse AmlY ",",IS intended to
spread plague across the J-::anh. until enough
people had died to caU:)C Ihe Ogdm Jahad to
stir. Al that point. Rasputin belie\'ed. he \yould
be ahle to free them.

Apoca!IPse Soldier
ST,20 Move/Dodge, - 6
ox, 10 PO/DR, 1 S
IQ' 6 Damage, 2d+ I
HT,20 Reach, C. I

Size, I
Wt., 200 Ib,.
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Fortunately, the first Apocalypse Army was destroyed when the
Norway sanctuary collapsed. Similar Cfealures were found by
Roger and Lobster Johnson under Hunte C<lstle in 2001. presum
ably left o\'er from the 1930~. Since they predaled RaspUlin's
involvement with the Special Group. Ihey \yere likely ··just" proto
type mechank,i1 zombies. with no plague-spreading ability, and
(X)SSibly lower statistics. "Iller were deaCli"ated ,,-hen Roger
sucked the electriciry out of them, and presumably destroyed
\",hen the castle collapsed.

Size: I
WI., 300 Ibs.

Created by Ilemlan \'on Klell1p1 (p. 1L3). the Kriegsaffes were
cybernetically augmented ape:'>. TypiC"Jlll' buill from gorillas.
Kriegsaffes had robotic ann!-. and hand,:" and brain
enhancements thm g:l\'(~ them :l limited Hxabulary.
'111e brain aherations Jbo made them ultedy loyal [0

von Klempt. and fJr cnleler than natural gorillas.
Hellboy has fought rwo Kriegsaffes. .=9

("Brutlls-) in 1959. and -=-10 in 2001. Both are
presumed dead. What happened 10

the first eight is unknown. 'nley
may still exist in an abandoned Jab.
or the depths of the wilderness, in
Germany or South America.

Kriegsaffes
Sf: 30 MovelDodge: - 6
DX, 12 PD/DR, I 5
IQ, 8 Damag<= 3d
HT: l'i 25 Re.:1.ch: C. I

Bio-Tech
Although most of the weird science seen in

/-Iellboy stories involves mechanical engineer
ing. some radicdl scientists pursue advanced
biological sciences. In particular, Professor
Herman von Klempt (pp. 113-114) was closely
concerned with such matters. GURPS Bio
Tech provides e.xtensive treatment of using
such things in garnes, and could be useful to a
GM planning a major Hellboy campaign
involving weird advanced medicine or biology.

One achievement (Q nOle from published
Hellboy stories was von KJempt's spectacular
abilily to keep severed human heads alive and
aaive. 111e support systems he de\'eloped for
his own head even kept him recoverable (if
unconscious) for decades when he should by
righlS have died. Eventually, possibly with help
from other Ragna Rok survl.\·ors, he turned his
head life-support unit into a sophisticated self
po\"\'ered system with good pfO{coion and
flight and combat capabilities. He also devel
oped a realistic human4shaped robot \vith builL
in weapons and internal space for his lank.

Von Klempt's other noted biological accom
plishment \Vas his series of Kriegsaffe "war
apes" (above). l11ese outsize constructed crea
tures had cybernetic implants and modifications

granting them enhanced strength and intelli
gence and limited powers of speech. while
making them slavishly loyal to von Klempt.
(They also had relatively crude metal hands,
which had the advantage of being useful in
combat.) Such modifications place the work at
11.8 by the sc,ndards of GURPS Bio-Tech.
Overall, von Klemp[ must be assumed to have
made a number of radical breakthroughs in
narrow fields.

Project Ragna Rok also dC\'e1oJXXi automat
ed clyonic technology \vhich enabled a hand4
ful of its members to -sleep~ for SO years and
then return to action, This too would usually
require at least 118, although theirs was doubt
less a risky, experimental system; they may
have been lucky to survive.

The one example of possible gelletic engi
neering (as opposed to alchemical creations. or
medical modification of a complete organism)
in Hellboy's world is Abe Sapien (p. 92). 111e
modifications included in his form would prob
ably require TL9·10 genetiC engineering,
assuming that he has basically human genes,
However. there is reason to think that his ori
gins are stranger and more "mystica\" than this.
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Von Klempt's Robot Body
ST, 25 Move/Dodge, 6/6 Size, 1
OX, 13 PO/DR, 1/4 WI., 260 Ib5.
IQ' 14 Damage,2d
HT, 10 Reach, C. 1

In the lale 19905. Herman \'on Klempt buill a robot
body. with room in its chest 1O house the tank containing
his head. This body made him vcry ne-drl)' a march for
Hellboy, especially since it could deliver a 5d elearic shock
to anything it was tOllching. Von Klemp! could c\'cn operate
it remOlely. after Hellboy knocked ilS head off and \'on Klemp!
noated away in his tank.

In appearance. the robot body could pass for human.
except for its glowing green eyes. (It was also far heav
ier than a nonnal human - nearly 400 Ibs.). Its facial
features were the same as \'on Klempt·s. including
the swastika on the forehead.

Black Magic Meets Technology
With sufficient dedication, genius, and luck,

mad science and black magic can be combi1led.
TIle goal of such projects is usually to employ
reliable, technological energy-supply or control
systems to empower exceptionally powerful
spells or rituals. Some of the BPRD's opponents
employ such creations.

The Ragna Rok Engine
Perhaps the ultimate

accomplishmem of Project
Ragna Rok, this was an
extremely complex piece of
equipment designed to focus
occult energies and place
them at Rasputin's disposal
for use in an empowering rit
ual. Crealing it required years
of work by Rasputin and sev
eral of Germany's lOp scien
tists. It was destroyed during
the ritual on Tarmagam
Island (p. 107).

The Astromagnet
The occultists t.:bel and

Armvolf von Braun (pp. 115
116) have spent much of
their time in recent years
researching the combination
of magic and technology.
They may \...ell have stolen
infonnalion from their former
;-.l"azi allies. specifically the
idea of knecromantic" pO\ver
systems first employed by the
Special Group (p. 106).
'Illey also apparently discov·
ered secrets concerning the

mysterious WTunguska IncidenC of 1908, when
what was apparently an asteroid or comet
slruck a remote area of Siberia.

Their masterpiece, the Astromagnel, was
powered by the life energies of murdered
human victims, and was designed to draw an
asteroid "the size of Cuba" into collision with
the Ealth. It was destroyed by BPRD agent
Orson Gaines in 1996, although whether the

twin nihilists are working on a
replacemenl remains to be seen.

Other
Implementations

Devices similar to the above
could be. and have been, made
by olhers. For example, the
Special Group built a system
incorporaling severed human
heads, Wilh lechnology created
by Herman \'on Klempl (pp. 113
114), to empmver their communi
cal ions with emilies beyond the
Earth's aunosphere.

However. such projects
require al least one magician of
immeru;e talent, and several sci

entists from various fields. with a
willingness to implemem theories
that sound insane to most. Such
engines vary in what energies
they gather (life force, cosmic
energy, souls). and what lhe
energy can be used for (telekinet
ic erTeClS, summonings. etc.). As a
rule, they are all fragile, bulk')',
one-shot devices.
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Chapter Eight

Running the Ga1lle

Up until now, we\'e lalked about characters
and things in Ileltboy's world, and how 1O depict
them in tenns of GURPs. 111is chapter deals
with actually running the game. II's intended pri
marily for G:\ls - the IX->Qple who do the selling
up - but a lot of it may also be interesting for
players.

The Essential

~~I!~el the basic assumptions that
\vill support your game. An RPG is a flexible
thing, with a lot of choices for those involved,
and you've gOI 10 make some of them before
you do anything else.

Single Session
or Campaign?

The fle/lbo)' Sourcebook (IIIf[

Roleplfl)I/IIg Game Gin be used to play single
session scen~Hios. or extended "campaigns."
The former option has its advantages; you don't
have to get ~tll the same players together regu
larly for repeated .'>essions, the GM can set lip
extreme situations which don't permit sequels,
and the players C<ln create characters who
wouldn't logie<dly work together more than
once, Indeed, it isn't a gre'dt problem if some of
the PCS get killed or driven insane in the course
of events, pro\'iding thal it doesn't happen too
early in the g~lIlle. 111is can be a greal advamage
in a horror seuing: if "impoI1ant~ charaders

didn't feel they were al serious risk (because the
GJ\! is keeping them alive for repe-dt games)
where's the horror?

However, most roleplayers decide fairly so:)o
that they want to play the same characters
repealedly. After all, il takes a certain amounl of
effort to create an engaging character. and inter
esting relationships between PO; often de\'elop
during play, People naturally want to see u'hat
bappens He.),:t. 'Inus, mosl groups play conlinu
ing calU/Xliglls, Fortunately, the BPRD prm'ides
an excellelll fidme\vork for keeping PCS togeth
er. e\'en if they disagree occasionally. It's nOllhe
only option - olhers are discussed below - but
it's a solid, straightfol\vard basis.

So, assuming that this is going to be a con
tinuing campaign, the next questions are \\7ben
and \\7bere?, For \flbol1l? :lIld How Pou'erflll?

Time and Place
l1le "~ISSUllled" d::lle for Hellboy games is

"loday," This nukes sense because questions
aboul seuing details are usually preny easy La

resolve. Even if yOLl don't know a fact from com
mon experience, you GIn look in an atlas or
newspaper, or onlhe Internet, and probably find
the answer in moments, Furthermore, there's a
sense of immediacy La a present-day game;
when most of whal the PCS see and hear is total
ly familiar to the players, the occasional strange
or lenifying Ihing will stand out e\'en more stark
ly, 'nle players aren't forever being distracted
from the core of the plot by historical detaiJs or
debates,

177



,:- Running the Game

One possibility which may appeal to some people
is to play characters from the comics, especially
Hellboy himself and his immediate colleagues. (After
all, there are character slats for !.hem in Chapter 3,) This
can be fun, especially for one-off scenarios. However,
it can also have drawbacks.

To begin with, many players are likely to be fans of
the comics. 11131'5 fine, but it will mean that everyone
has their o\"\'o ideas about how !.he characters will
behave. Al minimum, this will mean that players II)' to
fill in dialog for each other, and lose focus on their own
concerns; al the worst, it can lead (0 serious arguments
over whether some other player is handling a charaC
ter ~right. M Further, it might seem odd if !.he results of
the game contradict the comics' -back story" - or con
met with stories published after lhe game begins!

For thaI maner, there may be disputes over who
gets to play which charaaer, The comics are built
around Hellboy. which is only naturaJ; he's one of the
toughesl beings on Eallh, ~the world's greatest para
nonnal investigator," and possibly one of the most
metaphysically impollant beings on lhis plane of exis
tence, In a game with a group of participants, though,
that means that he's likely to dominate, Roger the
homunculus isn't too bad as a second PC, being about
as tough as Hellboy and with special powers of his
own, while Abe Sapien is capable but more nearly
human, as his own unique abilites are rJther special
ized, Liz Sherman is very powerful, but has limited
control and is potentially fragile, while Johann Kraus is
another specialist, albeit with some useful talents. But
if the group has more players, or if the GM doesn't
want to unleash all this power against the plot - well,
someone may have to playa brilliant consultanr who
sl<lnds at the back and looks worried a 101, or a human
melal detector, Some players will enjoy this, and some
plots make such characters useful to have around, but
it's not always easy. Thus, it's probably better in the
long teml to play characters of your own devising,

Playing Published
Characters

HowC\'cr, Ihere arc .1Itcrnali\'es. Major events
in Hel/boy stories go back to the 193Os. the BPRD
was formed in the mid-I9-tOs. and Hellboy has
been an aaivc agcnl since the 19505, G. Is who
ha\"e a ycn for period na\'or and the atmosphere
it adds are free to set games at any time in thal
range. or even earlier if they don't mind pUlling
in morc work. Storics in the 19305 could cvokc a
"pulp action" style. with globe-lroning advcnrur
ers mccting gangsters in Chicago. "azi deca
dence in Berlin. or warlords in China. (There are
mooern movies which depicl this sryle. for those
not familiar with the original ··pulps.") World \X'ar
II would probably involve the pcs' being in uni
form, or at least members of Allied intelligence
agencies, fighting supernatural elements of the
l\'azi menace (especially the machinations of the

Special Group) and othcr dark forces
which seek to take advantage of the glob
al carnage, Adventures in the early days
of the BPRD, on the other hand. might
h3ve ~l distinct MB+movie" air; badly ani
mated giant monsters arcn't mandatory.
but reports of supernaturJI activity could
well come mi.xed up with paranoia about
nying sauce~ or lhe Ked \lemKe. Or G,\ls
could amuse themselves serring horror
stories against the moclem-histOl), feel of
the "Swinging '60s." wilh hippies tinker
ing unWisely with :lIten.."'<1 states of con
~iousness. or the "Yuppie '80s." wilh
glossy fashion \'ictim,S who'd do anything
10 stay ahe3d. For ~urcebooks which
could help in selling up "period" games.
sec AppendiX B.

While moclem-day games can and
oflen will involve glob<l1 lfavel. with
agents catching intercontinental flights in
pu~uit of evil and clues. earlier periods
may see heroes slightly more geographi
cally tied down. ll1at's nOllO say that Irav4

el is impossible, but it's more expensin:
and il probably takes longer. so it needs ~I

better excuse, Only the most capable spe
cialists will routinely be sent around the
world 10 do their work. :l1ld they'll often
be treated with suspicion \vhcn they
arrive in some remote spo\. However.
even in the present (by. PCs will require
:l base. and should become familiar with
it. The BI'RD has its IIQ (pp. 79-80). and
while thal's often lust the place where
agents get their equipment and orders, it's
still :1 home of sons, There's lillie sign of
perm:lI1em I3PRD '"local offices" in the
comics - the organiz.1tion isn't big enough
- but perhaps some could be set up. on
the West Co~ISI. say. or in Europe. to
reduce response limes? That would be
one excuse for creating a PC group with
some 3ulOnomy. Other groups an h:l\e
other homes. from national capitals

through major universities 10 religiOUS centers,
111e choice of period :lI1d location an also

influence decisions ahoul the next issue:

Organization
and Support

For supernatural il1\'estigalOrs and similar
-advcmurers.- there's a good and a lxtd side to
working for an organization such as a BPRD (or
the FBI. or the Army. or the Vatican) - and both
are renected in the game system.

l11e g<XX1 side is Ihat yOll get supfxm. If the
org:lI1ization agrees that you're needed in anoth
er country, it'll pay for your night. It'll also pay
yOll a sabry, :l11d perh:lps cvcn send in backup
if you get into (rouble, This is covered by (he
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Palron advantage (pl'. 27·28). In game terms,
working for ~l formal organization is a ~·onclerful.

simple way to keep :1 PC group together - even
if they don't like each other. And it provides a
quick (if somewhat repetitive) W:lY to set up
ac!'"emures; the PCS get assigned to inve5tigare
some problem. and the S10ty is how they deal
with it

TIle bad side. of course. is represented by a
DlI~)' (p. 2,): you're \\"orking for them. They
expect you to do what you're lold. and they may
W:lnl boring things like repoI15 afterwards. They
nuy have :111 ~T1S of other niles. An organization
also lie~ down the PCS and the G!\I in other
\....<lYs.

Thus. some groups nuy prder to phy "free
lancers:' They may be complete amateurs in lhe
"r:1r:.l1lof1n:d inveslig:llions" business, or they
might run something like a small private detec
tive agency with ~l rep for handling strange cases.
This can Ix fun, but the hick of structure can be
:1 problem, especially if it turns out that different
PG arc prone to personality clashes. A random
group of people Gin be thrown together by
chance to deal with a one-off scenario, but why
should they hang together for a campaign?

One answer to this can be to ask the players
to work lOgether from the vel)' beginning of the
charaCler cre:.llion procest.. so as to come up with
a group with links and mutual loyalties. Perhaps
some of them are related by birth or marriage. or
they met :11 college and formed strong oonds
there. Even if they don't like e'Jch other, they ('.:In
have old obligations. Perhaps one is rich and
employ~ another, who's married to a third, who
was oorn in the same lost Inca city as a fourth.
In facl. once the g:lme Sl:lIlS, some players will
enjoy finding reasons for the group to hang
together, while the G,\I em play up the weird
nature of the life of a supernatural investigator.
hen if they aren't aCIll:1.l1y fiieuds, they may be
Ihe only Ix"Ople who em understand (or belie\'e)
what the others ha\'e seen and endured.

It's :liso possible to compromise belween
employment and independence. PG might. for
example. be "con:,.ult:lnls" working for the BPRD
or some other organization, or "semi-profession
als" such as priests with ~l proven talent for exor
cisms who get asked by their church to deal with
special problems. (See the non-BPRD

Running the Game ~~

Ch:lr:lcter templates on pp. 104-105 for further
ideas.) Such people can't be ordered around in
the same way as full·time agenL'i, hut they hav(:'
some combination of moral obligation and finan
cial incentive to work together. Of course. they
don't gel a P:llron. but they also don't gel a Duty,
(However, they may well have a pressing Sense
of DUlY. or advantages or disadvantages relating
to another group.> J.\1i.xed groups can provide
intere~ting roleplaying opportunities, with the
-professional<;- interacling with the "talented
amateurs.

PC Power Levels
'n1e power level of PCs - and hence of opJ»

nents they on reasonably be expected to fighl 
is defined by the rose character point level which
the G~I sets for PG. 'r1lis is discussed (especially
for BPRD agents) on pp. 101-102. G.\ls should
think carefully aoout this subject. and discuss it
with their players. "Low poil1l" charaders are
often easier to play and identify with. being clos
er to the human nonn, but they're also more vul
nerable :ll1d less namboyanl than the char:lCters in
most ttel/boy comics, which may be where the
players want to t~lke their inspiration.

Low Resolution,
High Contrast

Many players and GMs - including some
who've previously played in other modern
day horror RPGs - may benefit from looking
'II the Hel/boy comics all style before playing
this game. II's notable for its simplicity, with
large blocks of black and areas of single col
ors. Simplicity should also be the keynote in
games.

In brief: 10 gCI the style to fit the source
material, don't overdo the details. For GMs.
working oul the exad noor plan of the vil
lain's base is probably superfluous. just as, for
players, planning QUI an attack in fine detail
before moving in is probably a waste of time.
TI1CSC things (anack plans or noor plans)
never last ten seconds in Hellboy's knock
down fights, anyway. Likewise. tracking the
exact quantities of ammunition and supplies
carried by each character is probably too
much like hard work - so long as they show
a willingness to carry enough. \'('hat mauers is
when they get sruck with three rounds left.
they're a long way from home, and the mon
sters are closing in,

Of course, this simplicity can go too far,
Even Hellboy all includes derails, especially
when they're impollant ro the plot, and in
any case, some players and GMs like thinking
stuff through. But don't knock yourselves out
over the fine print.
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Creating
and Running
Scenarios

Having laid down the groundwork and
ensured thaL everyone has an appropriate Pc.
the G~I has the job of selling lip ad\'enrures or
cases - often called sceNCIrios - for those PCS [0

deal \vilh. 111is is 'where the real work begins.
although new G:\ls shouldn't feel lex> intimidat
ed. nlike the author of a nm'el or comic. a G~l

has instant feedback from his "readers:'
It's \\'orth emphasizing Ollt here thaI RPGs

are a group activit)': Gj\'ls aren't the only people
working on the piOlS. and in exchange for this
help. they have a moral duty not (0 "railroad" the
pcs. The trick is striking a balance between [cx>

lillie structure and ((X) much. It should also be
said thal scenario plots. like baule plans in war
fare. never survi\'e contact with reality; the play·
ers are sure to do something unexpected. com~
ing up with some brilliant masterstroke or stu~

pidly missing some self-evident clue. or the dice
may throw up a weird resull. Part of the skill of
a good GM is learning to adapt, adjusting
smoothly to the unexpected; really good GMs
make it look easy.

Of course, sometimes the plot will threaten 1O
wander off into some dull or unplanned area,
leaving the GM high and dry. In those cases,
GMs shouldn't be too proud to take a few sec
onds time·out if necessary. and should t!)' 1O find
a way to get things back on trJck politely.
Throwing mindless enemies at PCs until they
tum around is crude and unmannerly, but help-
ful N"PCs, additional clues, or orders from "a sen
ior agent back at HQ:' can act to guide things
more subl1y. Some players may spot what the
G~l is doing. but provided that it's nor tOO blunt
and it doesn't offend the PCS' ethics or look too
suspicious. most players will forgive it (so long
as the rest of the game is good).

Scenarios can be as simple or as complex as
the group wants, and RPGs CLin be ve!)' varied
indeed. but gh'en the specific title of this game.
there are a few guidelines \1,'ol1h considering.

The Hellboy
Story Pattern

At the Simplest. a !leI/boy story follO\1,'S a
straightforward pattern. Something bad is hap-
pening somewhere: Hellboy or the BPRD finds
out something about it: Hellboy bursts in. finds
oul a few more details. fights a monster, and
stops the bad thing. When stories follow this pat
tern. the interest lies in Ihe nature of Ihe monster
and the evil it's committing. and the \vay thai

The Briefing
BPRD agents are often sem on missions

with a briefing from one of the Bureau's
directors - usually Dr, Tom Manning (p. 88).
GMs who want to preserve the specific "feel~

of me comics can reproduce that, describing
the darkened room, the projector, and the
selection of often poc>r-qualiry but essential
images which nash up on the screen. They
can prepare a complete briefing speech for
the director; agents can be told that they'll
have a chance to ask questiOns aftelwards,
and it's important [0 hear all the essential
faets first. Highly organized or artistically tal
ented GMs can even prepare a set of "slides~

[0 flash up.

Hellboy and his allies respond to events.
Variations can include fighlS with seyeral mon
sters, other characters lending a hand. the mon
ster departing undefeated because it has accom
plished whatever it wanled to do, and re\'ela
tions about the personal histo!)' of Hellboy or
other individuals along the way.

This p~lttern works perfectly well for game
scenarios too, especially in "high power" games
featuring characters who are able 10 survive fist
fights with supermtural monsters. However. it's
important not 10 become sluck in 100 rigid a pat·
tern. The pbyers wilt nOlice and gel bored, or
make too many jokes about what's sure to hap
pen next. In any case. game~ buill around nor
mal human Pes cannot include 100 many major
fight scenes without unacceptable casualty rates.
Hence. at the very least. il may be neCeSS~I!)' to
shift the emphasis in the standard plot stnJcture
away from combal once in ,I while.

This usually means focusing on itl\'estigation
- a process which can enable characters who are
far less physically powerful than Bellboy (0

defe'lt ~eemingly overwhelming opponents.
Remember. although Hellboy is far frolll stupid,
he's very ~lrong and incredibly robust. and he
has a very direct nature. Hence, 1;\'hen he locate~

a problem, his instinct is to mO\'e in and fight it
head on. 111is usually works. and many oppo
nents are obliging enough to explain their own
aeth'ities in the ensuing chaos. BlIt there are
alternatives.

Crucially. most supernatural creatures have
some kind of \'tJlnerability. or an o\'erwhelming
motivation. and by exploiting this, normal
humans can deal \\·ith them. 111is in turn means
that agents should be prepared to iNvestigate 
(0 engage in extended se;:lrches for clues, libra!)'
research, and convers:ltions \vilh witnesses. all
of \yhich <Ire perhaps a little tOO dull to depiL1 in
comics. but which can be fascinating in role
playing g;:lme sessions. Once these are complele.
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the agents mllst make plans, acquire whatever
silver bullets. holy symbols. or flamethrowers
they need. and set ambushes and eV3ClIale civil
ians. Ideally, They should also have backup
plans and bllback positions: Ct-,ls shouldn't
deliberJtely warp plOLS to foil all the players'
good ideas. but a fe\\' (wists and (urns are pan
of the fun.

In game terms. an iovesligath"e scenario
do\ynplays combat skills in favor of Research.
Natural Sciences. Occultism. and Influence Skills.
E\"en in the big confront3lion scene. PCs may
lean a:, Illllch on Stealth and Camouflage as on
GUllS. Reali)' smart PCs may even be able 1O
catch monsters off guard and finish them \Vilh
out a fight although Ihis can seem rather anticli
mactic. il'~ always possible to throw in some
minor <!(lion to keep resiless players amused.

An adventure can end in various ways, per
haps \yith the PCS walking back 10 their trans
pOll {Q go hom~. but one good option which
oft~n appears in the comics is the "repoll back
to HQ.·· Ollis also includes repol1ing to a super-

Calling Home
BPRD agents are issued sophisticated

radios for a reason. TIle Bureau likes to hear
from field teams periodically, especially if
and when they learn anything important.
This helps HQ decide whether to send in
backup teams and whether to pull the cur
rent team out, either because they're wasting
their time or because things have become
tOO dangerous, Agents also have to under
stand that, if they get killed, regular repollS
can mean thai the next team in has a chance
of survival - although they may prefer not to
dwell on th.at

Of course. sometimes reporting
becomes difficult. R.1dios can fail (though if
that happens too often, it becomes a cliche)
or supernatural events can generate weird
atmospheric conditions. Contact can be
especially h~lfd to maimain if the team is
underground. Sometimes, agents may even
have to forget about monster-hunting for a
while and focus on communications
problems.

Running the Game ~\
'v

vising NPC at a field station. of course.) This
scene permits the PCS to consolidate what
they've learned from the mission, perhaps
express their annoyance at poor information or
unreliable equipment, <mel maybe suggest fol
low·up actions. It also enables the G,\1. in the
persona of an t\PC supervisor, to offer polite crit
icisms of any mistakes they made, or to suggest
better ways of doing things in future. It also lets
players wind down a little. and maybe engage in
some in-chamcter or out-of-character banter and
analysis. GMs shouldn't let debriefing sessions
go on too long - that can lead to boredom or
unhappy recriminations - and should skip over
dull paIlS with a quick line (~okay. you all spend
the next day writing up your repolls-). but they
are a logical and useful pall of many campaigns.

Variations
For more complex stories. probably stretch

ing across multiple sessions of play, the plot can
be expanded and transformed from a single
investigation and confrontation to a series of
such encounters. For example. the PCS might
find themselves investigating a large conspiracy
and have to deal with its agents, minor schemes,
and attempts to acquire resources, while picking
up more clues at different locations (perhaps
scattered all around the world, for some added
"tourist effect") before they put everything
together and fight one last big battle. (See almost
any James Bond movie for examples of this
approach.) Or perhaps some major monster
appears and goes aboul its inscnJtable pl:ms
while sending minions to oppose the PCS \vho
are trying, first. to work out what it wants to do,
and then evenrually. to SlOp it. Hellboy plots are
rarely overly '"Layered," but secret schemes and
the odd betrayal are common memes.

AJternatively, the PCS could be on the defen
sive against one or more opponents who are tl)'·
ing to gain access to or power O\'er some thing
or place which the agents are told to defend. For
example. the part)' could be assigned to trans
port a magical allifact from one place to anoth
er, or they could be bodyguards for an important
figure who somehow threatens the powers of
evil. or they could simply find themselves look
ing after the innocent inhabitants of a communi
ty which is sited o\'er a place of mystical power.
This last doesn't fit the BPRD's duties \'el)' well
(although agents could be sent to prO\'ide tem
poral)l assistance to local law enforcement), but
it works fine for "freelance- char,Kters. (Se\'eral
popular tele\'ision shows follow this pattern.) In
such cases. the adventure will usually consist of
a series of defensive fights and preventative
actions. until either the PCS piece together
enough information to take the fight to the
enemy and win, or some crucial event removes
the value of the thing being defended.
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Behilld the Scelles
One narrative device which i~ common in

comics and novels. but which doesn't work SO

well in RJ>Gs. is the depiction of evenLS of which
the leading characters - the heroes or PCs - are
unaware. Thi~ i~ u~ually a mailer of shmving the
villains selling up their plans. or discussing their
failures afterw:lrcb. It C'Jn also im'oh'e the
heroes' allies discussing the situation. and either
emphasizing how dangerous things are, or
describing some problem of which the hero is
currently ignorant.

-nlis is hard or imlXlssible to use in exactly
the same fonn in RPGs. G,\ls can narrate scenes
\vhich are h~lppening in the absence of the PCS.
but apart from the faa Ihal this gives the players
infonnation of which the PCs are ignorant. it
reduces the game to a self-indulgem exercise in
stof}1elling by the GI\1. However. there are some
corre~ponding techniques for G.~ls to employ.

It can help that the sort of enemies who
Hellbo)' fights tend 10 be grandilOCluenl and ver
bose. so they often explain their plOLS and
motives when fin~llly confrol1tecl. GMs can aLso

~ncourage stealthy heroes to
eavesdrop on conversations
between hostile forces when pos
~ible, thus rewarding planning
while adding to the atmosphere.
PCs can .also discover documents
or other records \vhich describe
the villains' plans and also convey
something of their characters:
highly organized Gl\ttS prepare
"props" in advance. writing in
Ch~Ir:.lCter and even using unusual
fonts in their word processors for
style. Likewise. "friendly" ;-.,""Pes
(perhaps deceased) can leave let
ters or diaries. Other agents
who\'e lost comaci or turned up
de-dd may have filed partial (bu!.
one hopes. useful) relXllls or sent
(possibly cryptic) radio messages:
the mission may invoh'e either
rescuing these people. or finding
their Ixxlies.

GMs can also use Mneutrar or
minor ;\,PCS as "conunentatofS.M
TIl is is especially appropriate in
mmospheric horror lales. \\'hich
traditionally invoh'c lOIS of
howled prophecies. half-mad
wanderers, and crazy old COOlS
prone to issuing horrible v,arnings
alx>Llt what happened to the last
lot of people who \YCIlt up 10 the
old dark hOllse.

But it's also important not to
overdo this. Aside from anything
else, the po, arc supposed to be

Hellboy and Humor
If a HeUboy RPG session is going to catch me feel of a

Hellboy comic, then along with the horror and mythology, it
really needs to include some humor. But it has to be the l1ghl
sort of humor.

There are a fair number of jokes in the comics, but it's a
dark, straight-faced SOl1 of comedy, and it tends to be over in
one line; if it went on longer, it would dilute the more seri
ous mocx:l too much. Pall of it consists of snappy or sarcas
tic one-liners from Hellboy himself (and there's no reason
why other characters shouldn't provide similar); these are the
main form of a more general style, which pits pulp-style
down-to-earth grit against the weird melodrama of supernat
ural horror. Similar effects occur when, for example, Kate
Corrigan explains the wild c1ailTlS made by the Monks of
Agal1ha to the BPRD team in Hollow Eatth, ("}-eah, I know.
But at least they're not hutting anylxxJy. .) There is also the
black humor of traditional fantasy, manifested most obvious
ly in beings such as the Daoine Sidh; the storyline of The
Corpse is in faa mostly a string of macabre jokes, from the
greedy talking corpse to the behavior of the huge but dim
wined monster Grom. And, of course, there are occasional
incongruities such as -Pancakes,"

Bringing this sort of humor into games has to be handled
\vith care. GMs shouldn't build entire long plotS around
jokes, and they should aaively discourage players from co,,
limwlIsly trying to make feeble funnies. (Puns may be
banned outright.) When things get really serious, so should
the players, by and large, The occasional sarcastic comment
is fine, especially if it's designed to annoy some arrogant,
humorless opponent, and so is a linle black humor in the
behavior of less bright monsters, Play it the way that seems
to work, but don't try too hard; comedy is never mandatory.

Mythological Research
Another feature of many Hel/ho)' stones is the

use of real-world myths. legends. and folklore.
J\lost of these are northern European or Balkan
legends. but Hdlboy has fought cannibal heads
and \'3mpire calS in Japan. and doubtless many
other such beings. Furthermore. the background
(0 the stories conlain~ hints of the "11l}1hology"
of modern movements such as Th("OSOphy.
which claims that humanity has experienced
recurrent cycles of destnlClion and rebirth.
(Theosophy in (urn draws ideas from Indian
111)1holog),. )

Chapter 6 contains examples of beings from
around the world suitable for game use: there
are many more. GMs should read books of leg
ends and folklore. and borrow not only crea
tures but also plOLS and other ideas. E,'cn if the
players recognize the monsters. they can get a
sense that their chaiJoers and the 0plXlsition are
p:lf1icipating in the latest version of ancient con
flicLS. and that they are thereby puning them
selves on a par with legendary heroes.

Of course, agents can do research, too .
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Standardized Opponents
Most minor NPC antagonists can follow fairly standard patterns.

The I azi St<X>ge on p. 108 is one example; here are some orners:
Alilldless Thugs, ST 12, OX II, IQ 9, HT 11, Brawling-12, Guns

(Pisto!).lO, Intimicl'uion-ll, and Streernise-IO. More effective pro
fessional crooks might add Lockpicking or Stealth at some level
(and nOl necessarily bother with raised ST or HD; hardened bruis
ers might have berter HT and Brawling, and High Pain l1ueshold
or Toughness.

'/i-a/fwd Soldiers: Sf 11, OX 11, IQ 10, HT 11, Guns (Rifle)-12
and Camouflage-I 1, plus very likely other weapons, vehicle, or
practical skills according to their unit type. Officers would usually
add Military Rank, Tactics, Leadership, and perhaps Stmtegy at
some level. These are urank and file" soldiers; veterans wiH have
Combat Reflexes and Tactics, and elite troops can be seriously
impressive, raising every attribute by a point or two and having
several skills at ]3+,

Secret Agel1ts, ST 10, OX 12, 1Q 12, HT 10, with Unanned
Combat, Stealth, and two or three skill choices appropriate to their
assignment (e,g, Vehicle Skills, Interrogation, Disguise, or Area
Knowledge), plus Guns (Pisto!), aU around 12. Some have Legal
Enforcement Powers, and all sorts of specialist talents are possible,

If any of these characters assume unique importance, they can
a~.:ays be ftlled OUI with a few special skills, di.s.1dvanrages, quirks,
and varianl attribules.

the cenu:lI (heroic) figures in these stories, and
it's their conversations and reactions which
should be Illost import'lIlt. GMs can provide
hinl.'> :md atmosphere, but shouldn't II)' to lell
the players what to think,

The Art of the GM
Once you\'e gOI a scenario framework

worked out. you need to prepare some more
details. You'll need game slatistics for any major
l\PG or monsters Ihat the PCS are likely to
encounter. but there's no need to get carried
away. A useful informer in a back-street dive
may need an IQ value (to measure hmv well he
notices stuff that the PCS u)' to pull, or how well
he resists their anempts to intimidale him). and
an Area Knowledge skill to measure how \vell
he can answer questions, IL despite everything,
the pes find an excuse to S!alt a fight, well.
odds arc that this petty informer has physical
attributes around the human norm. which can
be jolted down in a second, Conversely. even
minor combat opponents may not need full
details: if their sole purpose is to charge the PCS

screaming with an axe, what does it matter that
they are experts on baseball histoly?

It may also be wOlth having rough floor pbns
sketched out for any location where combat is
possible. or where the precise arrangement of
walls and obstructions may be importanl (such
as a building where the Gi\1 expeas the PCS 10
chase a dangerous beast). Some G,\1s go into
great detail here. finding architectural magazine::.
in libraries and copying plans of all sortS of
buildings. and plotting out expeaed evenlS on
city street maps; others use rough sketches and
impro\"isation. It's very much a mailer of taste
and style: more-eomplcte plans save having to
improvise lOO much, at the cost of imposing a
straitjacket and maybe slowing the game. That
said, GMs should avoid giving ollt too much
detail: if they describe every light switch and bal
tered desk, the players are likely to assume that
there's something important here. and waste
time double~checking evely/bing. The /-Iellboy
comics can serve as inspiration here; the ,lit sryle
is deceptively simple. forcing readers to pay
auention to those important delails which are
depicted.
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"Classic Bits"
"J-JeIJboy's blOWing things up again."

- Abe Sapien, Wake the Devil

While games which steal tCXJ many images
from HeIJboy comics will look obvious and
cnlde to players who've read the same stuff,
putting one or two of the following into any
scenario can help get the "feel" right.

Darkness. This is part of the standard
HeIJboy art style as much as anything else, and
of course it's a stock horror effecl. GMs should
make sure that PCs have to venture into a lot
of dark areas, and emphasize its effects.
Require Vision rolls to see anything properly 
even if it's big and well lit, the pes' eyes will
have problems adjusting - and use Hearing
rolls to see if they pick up important noises.
(Even if they do, it may not be enough;
emphasize the uncertainty.) Agents with Acute
Senses, AJel1ness, or Night Vision will have an
advantage, but they can't spot eve'ything. Ask
for the occasional roll even if there's nothing
around, just to keep them guessing, and maybe
have them blunder into minor obstructions to
remind them of the situation. Be careful not to
overdo this; darkness should be scary, not
comic.

Falling From Creat Heights. This happens a
lot to Hellboy himself, and almost as much to
some of his colleagues. This may be partly due
to Hellboy's persistent bad luck, and partly to
the fact that SO many of his adventures take
place in mined towers (see below). PCS may
have to make Vision rolls when entering rooms
with rotten wooden f1CXJrs, and OX rolls when
moving along narrow or slippe'Y ledges, or if
fighting near sheer drops - and if they fail, they
fall. Immediate drama aside, it's an effective
way w trap PCS in dark areas, or w split teams
into more vulnerable subgroups. Note that, if
the PCs aren't as tOllgh as Hellboy, the GM
must set heights to less than what is seen in the
comics, or ensure that the pes lancl on soft sur
faces or in water. The GURPS mles for falling
damage are fairly realistic, and plummeting
long distances onro hard stone is dangerous for
normal humans.

Ruined Towers and Cmmbling HOllses.
Favorile places for ghosts to haunt, monsters to
infest, and villains ro hide their laboratories.
Mostly located in out-of-the-way areas (espe
cially with mountains or lakes); Q[herwise,
someone would have fixed them up by now.

Dead Bodies. Again, these are something of
an obvious feature for horror - but there's a lit
tle more than thm involved. In Hellboy's world,
they may speak chilling warnings, or show
unpleasanl signs of whatever killed them.

Merely encountering a dead Ixxly is walth a
Fright Check for inexperienced charaaers, and
even hardened agents and pathologists may
worry if encountering unexpected, horribly
mutilated, or animated corpses.

Ghosts. It's not just the active, malicious
undead enemies; it's the unquiet spirits,
trapped on Earth. Ghosts have limited freedom
of action or psychic energy, and often fade out
after speaking a few words. The hostile ones
afe crazy, reienLless, and obsessive.

Fisticujjs. Knock-down, drag-out fights as
seen in the comics really depend on having
characlers as powerful as Hellboy himself
around, along with comparable opponents. But
if you have got characters on that level, then
any combat is going to involve everyone
involved getting knocked around. A lot. It's
tough on the furniture.

Big B..plosions. When you're fighting super
natural threats with modern technology, some
times you have to resort to simple, reliable
solutions. A good team should include at least
one agent with Demolition skill. Furthermore,
mad scientists never build decent safety sys·
terns into their experiments, and gunfights all
too onen break out near ammunition stores or
fuel tanks. Agents who aren't as tough as
Hellboy should be careful.

Firestorms. i('s not just explosions: hellish
demons, incendiary grenades, and powerful
pyrotechnic talents can unleash flame over vast
areas. Descriptions should emphasize [hat such
fires don't last long, but while they do, they
drive back the darkness. However, they're very
hard to control.

Betrayal. While Hel/boy stories aren't exact
ly paranoid, "friendly" figures do sometimes
turn out to be enemies. Assuming that some
one is a good guy can be dangerously dumb,
even if they come with recommendations. The
fear of betrayal is a classic horror theme.
However, GMs shouldn't ovemse this trick, lest
the players refuse to tmst allY NPC, which will
just slow things down and make it hard to give
them useful briefings or clues.

Wisecracks. Hellboy deals with the sinister
weirdness of his life by acting the part of the
classic pulp hero to the full - including inflict
ing one-liners on the most powerful supernat
ural foes. In games, it's mostly up to the play
ers to provide these; the GM will likely be fully
occupied providing megalomaniacal or angst
ridden rants for the villains. Good roleplayers
will keep the jokes under some controL even
HeUboy himself can be sickened or chilled by
real evil.

Continued on next page.
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"Classic Bits"
(Continued)

Nazis. The Nazi movement was one of the
most horrific threats faced by the real world last
century, and in Hellboy's \yorld, it also sup
ported sinister occult practices and twisted sci
ence. With the fall of R.1.gna Rok and the death
of Doctor von Klempl, the Nazi element among
the BPRD's foes has been reduced, but there
are slill far too many relics around and too
many underground Nazi groups, Nazi villains
have fanaticism, efficiency, snappy black uni
forms, and an unmistakable logo in the fonn of
the swastika.

Adually mnning a roleplaying game is simple
in principle. and can be done successfully with
no experience. but like most things. it benefits
from prnaice. It may be easiest for beginners.
and even experienced GI\b trying a Hellboy
game for the first time. to stan simple. with one
off missions against str'Jightforward foes. gradu
ally increasing the complexilY as everyone gets
used to the system and the characters ,osenle
down" and become established. Perhaps the
main Ihing to remember ~lt this pOint is to avoid
too much combat, especially for low point value
"investig~llive" characters. On the other hand.
those fights which do occur should be interest
ing. Cenainly. the !Iel/boy comics feature a lot of
combats. but each of them has a clear purpose.
and is an opportunity for the depiction of char
acter. nO{ a mechanical sequence of blows until
someone falls over and doesn"t get up" Horror
games such as this are slightly differem from the
-dungeon bashing" RPGs which some readers
may have played pre\'iously: heroes fight mon
sters because the monsters use violence against
innocent victims, nO{ because the monsters are
guarding chests full of treasure,

It's also important to try and give every PC a
turn in the spotlight. This can be difficult; some
players are just Illore ext ravened and assenive
than others, and some PCs have more obvious
ly useful talents. However. Gt\'ls should try nOI to
play favorites, and should assume that players
h.<l\·e given their characters specific abilities
because those are the abilities they \vant to use.
On the other hand. G,".ls shouldn't force players
to do more than they want. 111e quiet player in
the comer may be enjoying watching the extro
ven hamming things up. and may even be sman
and cautious enough to let more rash and
umhinking folk lake the brunt of opponents'
attacks"

RetunlSfrom the Dead. Ghosts and zombies
make death slightly conditional in supernatural
horror; pulpish adventure tales fearure villains
who are very hard to kill. He/lboy stories take
full advantage of these conventions. Even
heroes such as Lobster Johnson get the OCGI

sianal comeback. While heroes mllsf be per
mined some real viclOries, there's always a
ch'lnce that something they thought was safely
dead is going to corne back in worse form 
unless they really did cover all the options.

Fudging and Fixing
It is usually possible for a G.\I to cheat. and

sometimes. it may be ~l good idea. There are
always excuses for rolling dice in secret - if only
to keep the players nervous - and every no\\'
and again. if things are going wrong. the G,\I
CCiN lie about those rolls - or rather. interpret
them his mvn way, bending the rules. This may
well be preferable 10 having the whole game fall
to pieces due to unforeseen e\'ent5,

However, it's a risky practice. and even if
they don't see (he dice rolls. players ll'ill evenlu
ally realize that things are happening, not
because they're likely or prearranged, but
because they suit the G1\I's plans. Rather than
warping probability. it's often bener to subtly
manipulate the world at a higher level.
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For example. the GM Illay have placed a glar
ing clue in some room which the PCS arc certain
to visit. a clue which is the key to moving on to

the next part of the plot. However. the PCS
somehow manage to avoid entering that room.
A clumsy GM will fell the players that they are
entering the rool11; a wiser G~I will quietly move
the clue somewhere else on their path. altering
its details as necessal)'. But then. perhaps Lhey
manage LO (I\'oid noticing it by wharc\"cr com~
binalion of nOl looking and failed Sight rolls. So
the GJ\1. rather than insisting that they .see it any
way. brings in a sharp-eyed friendly f\Pc. rolls in
secret if necessary. and has that charaaer spot
the clue. (TIl is will also. hopefully. remind the

player~ that they should look for such things.
while setting the Nrc up as an interesting per
son to deal with.) Howevcr, whilc it may be nec
essar)' for the NPC to find the clue. it's probably
best if the PCS are still the ones to il/le1prel it, if
possible: that way, the players can still feel that
Ihey are the 1e'.Jding actors. And if they still man
age to ignore it - well. perhaps it's time for some
direct orders from HQ. Or perhaps it's time to
start wondering if the GM and players ha\'e dif·
fering assumptions alx>lll the game which need
discussion,

Fi.'\ing problems arising from figlll scenes can
be harder, as they tend to involve unmistakable
signs of damage on one side or the other. 'l1le

It's Not the End of the World?
Hellboy stories aren't jusl horror; they're

often high slakes horror, TIle monsters and vil
lains may jusl be local threats, but somelimes
they really do have a good chance of destroy·
ing the world, or al least a good part of it. TIle
Ogdru Jahad is the big threat which Hellboy
himself meets all too frequently; games could
involve others. Remember, along wilh Rasputin
and Hecate, there are numerous demon princes
and space-dwelling monsters who would be
happy to cause large-scale carnage on their own
account. Even if they don't have enough raw
power of their own, smal1 monsters could do
something with natural plagues, humanily's
own nuclear or biological weapons, or ancient
magics.

Putting this sort of thing into a game is cer
!dinly a way to increase tension and drama, TIle
snag is, if the PCS screw up, it's nOI just them
who suffer. Wiping out the game world I11:1.y
demonstrate a point, but it also tends 10 be a lit
tle 100 depressing ... and to end the campaign.

On the other hand, the easy alternative - sav
ing the world through sheer luck - devalues the
seriousness of the story. For example, some GMs
keep some NPCs in reserve who can defeat the
villains if lhe Pes fail. (If the PCS are human
BPRD agents, Hellooy is an obvious backup.)
But then, Ihe players are likely to wonder why
their charaaers bother - they're apparently just
disposable scouts. and it's the ;\;llCs who get the
credit and glory, Villains whose plans don't aou
ally work are an even worse answer, reducing
the dram.1. to a joke,

The best solution 10 this problem is usually to
offer the PCS a series of solutions to the threat,
but make sure that they increase in personal
danger and trauma for the PCS. In the e>..treme
case, they may get a chance 10 save the world,
but at the likely cost of Iheir own lives. "l113t
way, screwing up the first attempt can cost the
PCS, without ending the campaign. For this

reason, world·tJlreatening dangers should usual
ly be designed as relatively slow and cumulative;
they get progressively bigger and deadlier, but
they don't win completely the first time the
heroes fail. Given bad luck and p<X>r judgment,
some of them may have to cany through on
their self-sacrifice, lhat's heroism.

For example, look at the climax of the main
plot of Conqueror \\'Iorl1l. (Anyone who hasn'l
read that SIOl)' yet may wish to skip the follow
ing.) 'l1le worm could destroy the world, but
Hellboy has an effective countermeasure.
However, that gets destroyed by another oppo
nent. Fortunately, Hellboy and Roger find
another solution - one which puts Roger at huge
risk. but which works. Roger then feels obliged
to insist that Hellboy should kill him, and is only
saved by the intervention of Lobster Johnson 
who in turn goes 10 his final death as a result.
"he heroes save the world, but it !dkes both luck
and a willingness to sacrifice themselves,

If it turns out Ihal bad.'Up heroes really are
the only way 10 keep the world inlaa, there are
still ways to keep Ihe players inlerested. One is
to keep the Pes on the scene as scouts and assis
!dnts; after all, they've obselVed the problem at

close qual1ers, Perhaps the backup team will
also mess up, and the PCS will redeem mem
selves by claiming the final viaory after all.
Alternatively. the first wave of PCs may aaually
have been killl-'d - that certainly establishes the
opposition as serious and deadly - and a new
batch of PCS can combine grim heroism wim the
players' likely wish for revenge. (It helps if the
first batch left notes or repol1S, to explain why
the second wave should have the players'
knowledge.)

And finally, in the worst case - well, the end
of the world needn't quite be lolaI. Some
groups may adually enjoy changing the cam
paign to a posl-calastrophe epic of survival and
resistance.
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question of whether or how often PC', should
die is discussed l::>elo\\'. but for now, (he main
thing to ~ay b that scenario pIOL,> and outeoIlle~

should deJXnd ~l~ little as IX)ssible on the precise
result., of a :'jingle light scene. Also. \'illains are
nOlable for lheir tendency to gloat at dmyned
foes (which lIsually R'quires that they no[ actu~

ally Ix' dead), and to assume that a hero. beaten
once. i.s no fUllher threaL Careful lise of this
habit can enable a GM to recO\'er from an unex

pected PC defeat.
Incidenwlly. il h extremely un\Yi~ (0 assume

{h~H Pes will re~pond 10 a fight in any particular
way. To begin with. they may be e.:..-tremely
unwilling 10 surrender. howc\'er sensible it might
seem Lo anyone e1~. Even the lOughest fictional
heme,:, will usually lay down their weaJX>l1s and
pIay for time if Ihe vilbin~ ha\'e hostages or a
ma~i\'e advanlage. but players hale 10 admit
that they c:m"t win. "111 is is a pal1icular problem
if they enjoy competitive games and donOt really
idemify with their PCS at all: ~death lx'fore dis
honor~ is a good excuse for aggressive but unre
alistic roleplayingo The best way around this for
GI'-Is is to explOit relevant psychological disad
vanLages (and demand that players remember
them). to require Will rolls in the face of a clear
and overwhelming ch~lnce of death, and to have
opponents merely knock the heroes out given
half a chance. Some foes may also have access
10 nugic or technology which can restrain PCs
nonlethally.

Players also tend to Ix: painfully unwilling to
let a defeated opponent get <l\vay. This runs
against the conventions of many stories. in
\vhich a lleeing opponent can altl'tI)'S outrun
pursuit if the plot demands it. but players don"t
like knowing th~lt they haven't won complelel),.
Even if their characters were briefly disabled or
distr3cled. the)' will work out their fastest run
speed and maximum weapon l<l!lges. and
demand every chance 10 pursue" WhjJe iI's
tempting 10 make all \"ilIains twice as fast as any
Pc. this is rather obviouso It may lx' lx'ner to
gi\"e the \'ilbin~:l relinue of loyal but dispo5<lble
thugs or zombie~. who can delay the PCS at
whate\"er cost 10 themseh"es <this may require
lots of thugs), Extensive use of secret dcx:>rs and
escape panels is also effecti\"e. and fits Ihe
Hel/bo.r ~)'Ie. Some GMs may find that the only
way 10 be sure that a villain will survive is to
keep him ~orrstage" altogether. working through
agents and minion~,

Splitting the Group
One cliche of horror stories - which most

pbyer~ may know beuer than to imitate \u1un
tarily - is having a large group of characters split
up. thereby Ix"Coming much more vulnerable.
L'nfol1unalely. this has occome a standing joke.
especi:.dly among movie fans,
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111e Hel/boy comics don'l feature this often
because they center on one major chamcter and
usually just a few allies. but they do offer a few
techniques for h:lIldling it. Having the party feel
s~lfe. so Ihal they go 1O separate rooms 10 sleep.
and then kidnapping some of them" can work: as
C"dn simply having the floor give way ocn~lth

one of them so that he drops 10 a different level
of the current ruin. PCS wilh specialized powers
can also split groups. as only some of them may
be able to enter pal1icular areas (for example. the
area may be flooded. and only one of the PCs
can bre-J.the watcr). Alternately. an imlx>rtant
loc';llion may lcx:>k too dangerous for the more
\'ulnerable PCS. (Of course. the real danger may
well then apl:>ear where it's least ex(X"'Clt;.J.
among Ihe \yeaker PCs .. .)

Split groups are also a challenge to GJ\1. TIle
trick is 10 shift between them often enough to
prevent any pl:lyers getting bored. and to tlY :lI1d
make sure that things are equally interesting for
evel)'bociy, LJnfol1unately. if one group gelS into
:l fight and the olher doesn't, the combat will
probably t~lke longer to run and seem more
eXCiting than :II1Y peaceful exploration. but it
should be possible 10 average things out in the
end. There may also be a problem with one
group of players knowing what's happened to
~lIlother group, rcducing the tension of wonder
ing if they're safe and giving some players infor
m=Hion which their characters don't possess,
Some GMs like 10 take each subgroup into a dif
ferent rCX:>1ll when the pally is split while others
trust players 1O detach their own knowledge from
that of the characters, and find that the "inactive"
players C:ln enjoy acting as an audience, This is
something which each game group has to settle
for them~lve&. deciding what '\\"Orks for them by
experiment if necessary.

Death and the PC
H'e'l'e both buried a lot 0/ agents Ol.'er Ihe

yetu:s "
- D,: Tom .Hawling. to Abe Sapien"

"Almost COIOSS1IS""

A common issue in horror roleplaying games
i~ whether or how often PC') should be at seri
ous risk of death (or <---quail}' final fates such as
total ins.1nity). Aduallr. thi.s is an issue in almost
all RPGs. but it has a particular significance in
horror.

Afler all. the whole point of horror is that bad
IhillgS hap/Jell 10/x"Ople, \X'hether it's as simple as
being stabbed by a maniac. as massive as the
annihibtion of the world. or as subtle as a per
sonal colbpse into despair. something horrific
ha~ got to be a jX>ssibilit)', And this rhreal usual·
Iy ~lpplies to the protagonis15 - the PCs - or else
it doeM,t feel \'el)' immcdiate.
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Employment
In a long-running C3mpaign, especially

one where some or all of the PCs arell '(

BPRD agents, yOll should consider how
characters make their living. Normally, this
means that they should have jobs.

A job has two key elements; the abilities
required (0 perfoml it, and how well it pays.
Chamaers need a certain minimum income
to maintain their social Status (see pp. 25-26),
Higher-Status people need beuer-paid jobs.
Such jobs demand higher skills, or carry
grcalcr problems - long hours and stress,
even the risk of personal injury or death.

In general, someone with a useful skill at
level 12 can hold do,...n a basic, Status 0 job.
Less well-paid positions merely demand
average or bener attributes - unskilled labor
requires ST and HT, whereas a sponsored
student or apprentice may need an IQ high
enough to suggesl promise. Senior managers
need high levels of Administration, and some
orner skills reOecting experience in their
business or general negotiation, Surgeons
and pilots have high-stress jobs which
require severn! skills at high levels, and are
paid (more or less) accordingly. BPRD
agents are paid less than their risky, complex
jobs might suggest - about enough to sup
poll Status 0 (although they have uniquely
illferesfillg work and the job satisfaction of
saving the world from time to lime). BPRD
administrators are paid more, bUI getting to
tl1<1t level takes experience, <lnd several skills
at high level.

Games have a r.mdom element. While PCS
may be tougher and smaner than most victims, a
serious threat is going to have a significam
chance of actually killing <I Pc. (TIl is is especial
ly tme in "investigative" games, where PCs aren't
as indestmctible a:, Hellboy.) G,\ls can get
around this by having a monster switch targets
JUSt when their current victim is on the brink of
death. or even by fudging secret dice rolls, but
sooner or later such "cheating" will become obVi
ous - and then, what dies is the suspense,

So. should G~ls jusl grit (heir tttih and kill
PCS when the dice say so? \X'ell . yes, some
times, 111ar's pan of horror. and it prO\'es that the
game is being played seriously. However, players
do have 10 put some work inlO creating a gcx:xi
Pc. and may be irrilated 10 see Ihal work go to
"\yaste," Also. playe~ de\"(~lop a degr<..->e of iden+
tificltion \"ilh their char.lClers. t<llking aboul {hem
in the firsl I:x:rson. '!11is is IXlIl of what makes
games fun. although il shouldn'( go 100 far,
HOIl'or games involve deadly threats, but killing
off PCS jllS( to prove the point is che:lp.

On the other hane!. pan of whal makes a hero
is a willingness to make personal sacrifices.
Neuer killing PCs, and never even coming close.
e1imimlles that heroism, If characters take that
chance but the threat never aClually comes to
anything. their heroism is meaningless. There
m~IY even be limes when the GM could $..1.ve a
PC by a very small plol adjustment. but should in
bCI reff3in: a heroic death can fonn a fitling cli
max 10 a {ale, Some players may even welcome a
heroic death for Iheir PCS, as :I fining end to a
champion's CUL~r. and an opponunity to get the
spotlight.

Even horror stories are stories: death m:lY hap
pen more often Ihan in Olher stories. but it still
fOnllS pan of the piOl. :lnd should ha\'e a mean
ing of sons. lh~lt meaning may jusl be that "Ihe
monster is evil and kills lots of people.- bUl thal
really doesn'l need to be hammered home too
often: the meaning that "heroc"S do whal they
must 10 SlOp evil" is far more interesting, and CJn
be illustf3led by r.ue but erfecti\'e demonstralions.

Fear vs. Reality
111e trick is to set things up so terminal btes

are always /XJSSible, but are actually rare - at least
\vhen it comes to the PCS. One way of handling
[his is to have the bad things happen to NPCs. If
the PCs keep finding horribly Illutilated corpses,
[hey'll soon realize that there's a dangerous mon
ster on the loose, They'll also get the chance 10
use observ~l1ion ~lI1d forensic skills 10 work out
wJut SOIl of Illonster. setting them up for the
eventual showdown. This is a classic, effective
horror technique, although it can be overdone in
ilself: we all know "rV series and comics which
bring on new char.1cters only to kill them off. and
those gel to be a b~ld joke afler a while.

Sometimes. the PCS themselves logically hat'e

to meel Ihe threal sooner l.ither than later. 111is is
when larget-switching and accidemal reveblion
of monster weaknesses become unavoidable if
the POi are 10 survive, but it's also the point
when good pla}'cr:,. who understand basic lac
tics. C'Jn be a grL'"31 help, lney should be pre
pared to k<"'1?p a monster dislf3cted. especially if
one of Iheir number is down and at serious risk.
"Illey should know how to explOit weaknesses
and bluff: they shouldn'l be too proud lO retreal
if they c.Jn'l win: and they should ideally include
at least some Ch~lf3cters wilh skill in First Aid or
Physician, Of cou~. some players may be too
cocky or rash - but this Illay be one reason to lel
the odd PC die. It's lough. but it ell1 be a teach
ing experience. :,() long as the GJ\lmakes it clear
lhat he's playing fair and thai better play would
have led to :1 different result. (And if pbyers
refuse to le:1f1l, lll:1ybe they shouldn', be playing
hOITor games.)

And if ~lll else bils. and the PCS are all '\\'iped
out - well. hopefully they made SOllle son of
repol1s, or at least left some clues. That creates
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the option of sending another group in to work
out what happened to the first team, and to pre
"em it from klppening to anyone else.

Running a
Campaign

A Hellbo)' campaign all simply consist of a
string of scen~uios. in\'oh-ing Cmosdy) the same
PCs but otherwise unrebted. At the end of each
ad\'cmure. the agent~ go back (0 BPRD I-IQ. file
a report. :lOd wait for the next problem.
However. if the pes are iWerestillg characters.
sooner or huer. the pbyers are going (0 ask what
they do in lheir down time. And. if the scenarios
have complex. engaging plOls. (hetre likely to
lea\'c open questions and loose ends. Giving all
this the feeling of an integrated whole. with
developing chal.ldcrs and recurring memes. is
what makes for a memorable campaign - as
oPPOSL--cI to memorable adventures.

(A good compa rison might be one son of TV
series. whether set in a hospital. on ;] starship. or
in a coffee bar, Each episode will usually be a
complete StOry in its own right. with a beginning.
middle, and end. and perhaps one-shot villains
or guest stars, BUI the chances :Ire, the series
which you'll most remember arc the ones where
the characters deepen and change over time.
where secrets ;'Ire hinted ;'It for ;l \vhile and then
revealed, and some guests or villains prove so
popular th:lt they get brought back.)

Gelling this 10 work is :IS much a job for the
players as for Ihe GJ\I, but there are :I number of
ideas and techniques thaI encourage it. One is 10

develop some nonadvennlring :--JPCS as interesl
ing people, If the char.iCters are BPRD agents,
then they may get to know some of the scientists
:lnd :ldminisll"Jtors at HQ; working with these
people, talking to them, and picking up minor.
simple subplots around them encourages a
strong sense of continuity, Some players will pur
sue thb son of thing with enthusiasm. building
huge family backgrounds and privale li\'es full of
melodr.lma and incident for their characters. 11lis
is fine. but does sometimes need to be kept
under control. '111C problem is that such -person~

ar plots can t~lke up a 101 of time and energy.
dist('Jcting from !X)th major storylines and other
pbyers' imerests. If necessary, the G,\! can
encourage pbyers to work on this sort of thing
between game sessions. writing up notes and
maybe coming to g;lmes a few minutes early to
senle some key details,

Another technique is to make sure that villains
are interesting and able to come back, or aI least
to provide the investigators with a target for their
actions over sever.tl sessions. Off-stage manipu
1:1Iors and faceless organiz~ltions \\'ork well for
this, as PCs can't kill them with one lucky shot (at
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least until the big final confrontation in the vil
bins' HQ). In Ilellboy's world, there's even the
option to bring dead villains back as ghosts,
though this shouldn't be overused.

Certainly. major villains pro\'ide a running
theme for a campaign. Each scenario involves a
plot which the pes must foil. or perhaps an
attack on a villain's stronghold. Thus. each sce
nario L'dn see a local victory (or defeat). but the
central enemy organiz..,1tion still survives - at
lea~t until the campaign comes to some kind of
climactic bailie. Such a climax may end the
camlxlign on a high note, or the heroes may
move on to other challenges. (In the lauer case,
it's probably worth running a couple of light
weight. low-key scenarios in the sessions
immediately after the big bartle. to give the
pla)'er~ time to recO\'er their breath and decide
what they'd 1iJ..>e to do next.) 'l1le PCS can pick
up clues in e~lch scenario which help carry
them onto the next. especially if they are mO\'
ing towards a final confrontation. further
strengthening the ~ense of campaign continuity.
Sophisticated G.\ls can also add subplots, red
herrings, and "downtime" stories to vary the
pace, Again, study the slmcture of your favorite
1V or comic series for ideas,

Changing the Cast
It's entirely possible for the PC "C:lst" to

change in the course of a campaign. Death or
crippling injllly aside, characters can sometimes
find new interests. or suffer extreme disagree
ments with each other or their bosses which
make it impossible for them to stick around. This
provide~ a g<XX1 excuse if players have to leave
the game for personal reasons. or if they simply
want to uy a different character,

Of cou~. "ch~lOge" doesn't h:lve to mean
"departure." Characters can change radically.
probably as a result of what they learn (see
Cbamcter ImprolY!111eHt, p, '57), A group can stan
out a~ na'!ve recruits and end the campaign as
hardened :lgenLs with new ideas and objeoi\'C~s.

They may gain promotions. or learn how to take
the fight more effecti\'ely to their enemies: this
may mean that they change from im'estigators
and taetician~ to administrators and strategists,
(Of course. there's;1 limit to hO\" much long-teon
strategy the BPRD can manage. but it can II)'.)

Behind-the-scenes growth may seem less dra~

matic than gunfights in ruined castles. but it has
its own interest.

The only problem may be if agents -grow
apan" in I"Jdical ways. so that what was once a
tightly knit team becomes a collection of people
with nothing in common. GI\ls can improvise
reasons why they should stay together anyway.
but it may be beller if the players try to develop
their PCS in ways that don't clash. Unfol1llllately,
sometimes. the O}/~)' logical way for a character to
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develop is away from others - at which paim. at

worst. the investigator may have to be retired
from the game. permanently or temrx:narily. and
a new character introduced for that player.

(Whelher lhe new PC should start from (he
same poin! value as the ocher PCS when they
sraned out. or whether he should gel a frL"C
bonus to keep things ·'fair.- is a maHer of taste.
However. the fOnller may feel more satisfying.
and a shrewd player should be able to come up
with a new recnlit who call do things that the old
hands em't. e"en with fewer point').)

In the end. a campaign sbould feature "ery
different PCs from those who were in at the stan
- either beclUse they're :telually different people.
or bec'3use they've learned more. impron.-'d their
skills. and lost some iIIl1~ions. Hellboy's world
Gin Ix: a lOugh pbce. but one of the recurring
themes of the slOrie:, is that those who !h'e too
much in the past are going nO\vhere. while those
who move on and choose their O\vn path can
make things belter. Scenarios will usually be
about stopping bad things from happening. but
campaigns should be about building things up.

Optional Rule: Player Guidance
In many roleplaying games, the players

decide what their charaaers do, and the GM
controls everything else. With this OptiOflal
nile, the world becomes more of a shared
work, giving the players some say over the
events that happen to their characters.

If the GM permits, whenever a player rolls
an ordinary success. or in a situation which
didn't caB for a roll, he may spend two earned
character points, and add an element to the
world or scene.

£yample: BPRD Agent Pamela Rlltledge is
lost ill the conidors oj a pyramid. Her player
says, "We know u'(!'re not the first Olles to find
this pyramid. 7bere might be skeletons ojprevi
ous explorers arolind. O,le ofthem could come
to life, aud /x>int me toward the central tomb."
Pamela does have limited mediumistic pouJers
u1hich sometimes permit her to contact ghosts.
and tbe GM k1l0lL'S that ill Hellboy stories, the
dead ofteu proVide guidauce, so he approves
this suggestion. Pamela's player spends tu;o
characterpoims, aud a skeletou whispers direc
tiONS to the age"'.

Any player \VllO rolls a critical success may
spend just ONe earned JX>int for the same effect.
(If used, this replaces any other beneficial
effect of the critical success.)

EWl1nple; Pamela has fOlmd tbe tomb, aud
isfighliug aN el'i1 mummy. She rolls a cn'tical
success 011 herBrClll'liN8 skill. Herpla)'er decides
to offerplayergUidaNce. Sbe says, "W~'re il1 his
tomb, so bis sclrcopbagus sboltld be here, right?
I slam him ll'itb a left book, and knock him over
it. He's flat ON his lx:lck. .. 7be Gil! hasu't men
tioned any sarcopbagus, hut agrees it makes
sense. Pamela 5 cbaracter spel1ds one cbaracter

poil7l, mId now bas a defiNite advantage over
tbe mummy. /11 addition, a detail of the scene
bas lx~n filled alit, making it easier to imagine
for a/l tbe players.

Some suggestions are more appropriate
than others; GMs will have 10 decide on a case
by-case basis. Here are some guidelines:

11,e GM should I/ot approve a suggestion
if .

+ It colltr::ldiets something that has already
been established.

+ It would harm, or steal the scene from,
another Pc.

>10 It would short-circuit the pial.
>10 It's not believable.
>10 The GM doesn't like it

Things that count in a suggestion's favor
include ...

+ It's imaginative.
+ It moves the plot forward.
+ "111e other players seem 10 like the idea.
+ It doesn't completely solve the PCs cur-

rent problem, merely helps a little.
+ It saves the PCs life.
+ It feels like something from a Hellooy

comic.
Sometimes. a suggestion will be almost

acceptable, but not quite. The player and GM
can negotiale a more appropriate change in
these cases. However, the GM is the final
authority on whether a suggestion will be
approved. Players must accept a MnO" if the GM
decides thar's the last word. If the GM wants to
encourage player guidance, he should increase
his bonus char::lcter point awards (p. 57) by
one or two per session.
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7be Ci~)' rests/or mal/ so weird and awful.
nJtIl his i11tmsioll there mi~ht seem IIl/lau/ttl.
And phalltoms there may have their proper

home.
- James 7bomsoll.

"7be Ci~r ojDread/ul J\'ight"

111is chaptc:r pro\'ides a sample scenario for a
team of BPRI) agents - either a squad of human
specialists, or a smaller group of -paranonnals- (or
perhaps Hdllx>y himself - before his recent resig
nmion - and a couple of his usual companions). It
could 31::.0 be 'l<bpll"<1. with a little ingenuity, for a
te;llll of ~freelanct'rs'" It sends Ihe group 10 a
remOle corner of the world 10 confronl a twin
threat - an ancient su!X'rnatur.:i1 power and :1 more
mooern hum:lIl evil.

IlIIpcu1alllt\'ofe: If you're going 10 play in this
:lch'cnlure, jJlease don't read it. 'nut spoils the
fun. :lnd. as new roleplayers should soon realize,
it's pointless.

Freelancers
ll1is scenario text assumes that the PCS

are working for the BPRJ). If they arel1 't
Bureau agents, the GM will have to work out
the beSt way to gel them involved, and what
resources they'll be able to muster. One pos
sibili£)' is that they're somehow associated
with Reginald Clay, and he asks them for
help when all the proper authorities try to
ignore this mystery. Alternatively, if they're
"investigators for hire, M Ihey mighl be
employed by Rudolph Frankelle's closest liv
ing relative, who emigraled 10 !he L'nited
States in the 19505 and became rich, and
who waolS !his family mystery cleared up.

The Setup
"Lights. please
"nJis is the Vest pbotop,mph we bm'e ofDoctor

\\"jlbelm Sterne. IdJO (lchiel'(~1 some small replila
tiOIl ill 1930s Germally as a scbolarofArabic aud
Scmb AfriC(1II bistOf)' .. also as a dedicated mem
ber of the "'aIi P(1),. He apfX.~"'s to bal'e COl1
l'illa~1 tbe bierarcby to fil1lll/Ce bis researcbes ~l'

remitillg Im"Re pm1iolls oj Sear Ea.stenl bistmy.
addill!!, (11/ anti-Semitic sla11l.

·FelJrum)'. /94 I General End/l Rommel
anil'ed ill Libya fo fa('£> cbarge ofAxis operafiollS in
SOl1/) Aftica. I ill/agine Ibaf most of )'0/1 kllOll'

somethillg about all that. Marcb 3, Doctor Steme
also lmil'l.>d ill Li/~)'a. OIl a milittll)' trtmSp011
Orders from Berlill were for Rommel aud bis staff
to prol'ide hllli with, quote, "Allllocessaryassisltlllce
111 bis scbolarsbip.· Rommel seems to hal'e gilf'lI
Sterne a Ixx~l'guard ofsecoud-rate troops andfor
goltell hl/n Records sUpge5t tbat Steme made a
tborougb lll/iSll11ce of himself ill the mosque
libraries ill Libya {lml Tunis for {I feu' {H:'£>ks, t!:Jen
he disllppears from l'ieu'. nJere's oue filial leller
from Rommel's staff esse11lia/~}' disclaiming
It''Sfxmsibili~I'/orlasil1g him. It SlI)'S that bed u'all
dered off ;l1tO tbe dese,11l'itb hi,; lxxIyguard alltl a
couple ofarmolt~1cars. lllld disappeared. Rommel
was dOillg well just tbell, so Bedill lCas doubtless
disillclilled 10 blame bim.

"l'S ,\filitmy 11Ifelligence bad a file 011 Steme.
bll! tbe ICISI thillJj il/ it ll'llS con'es{x)//dellce Ibey
/oulld ill Bedi1/ ill 1946.

"Fill(! days ago. A liS citizell llamed Doctor
Regil1ald Clay telc1Jbolled tbe embassy ill Mali.
Cll~I' is ll'Orkillg 011 a I'(",')torafioll project i1/ tbe ci~I'

o/Till/bllktli. 1'1('0 days be/ore bis caff, a westemer
- a llel)' old l1Iall- bad wall,xxl iI/to town Ollt of tbe
dese/1 {Illd collapsed. Clay /{!as one oftbefi,.sIIX~
pIe tbe I1IC/1I l1Iet, and /(!bell be died after a Jew
bolli'S. C1c~)' belped tbe local police t/)' and idelltify
tbe Ixx()'.

"'the mllJl 1/'t1S Il'emillg tbe remai11S of a mili
({U)' IIIliform. and CtlI1)'illg papers ill Germall.
Clay tbougbt that this /l'llS odd. alld colllacted the
Ame,ialll emlxl5:J}' ll'hile the local police cal/(~I the
Germlllls. His iustillct li'llS con'eet. nJepapers ideu
tifl' tbe m(m as Pril'tlle Rudolph FraNkel/e of the
Germall Army. missil1g sillce 1941.

"}oull si:'e/rom this picture. FrtmJ.'£>l/e looJ.'(~1 his
age. First rejJ011s sUMest that the causes of death
tcere dehydratiON cmd old age_ The State
Dc.1X1I1111el1t fOllnd tbis odd ellough /0 mOlli/Or the
case. al1d lhscOl'ered tbat FmllJ..'elle lCas lasl beard
oflIS a member ofStenle's 1xx~)'gllflrd. He bas Oll~)'

disltlJlt fami~)' ill Germal1y, aud u-e·re assured ~)'

the Gemum police that tbey're CIS puz::led as lmy
ollee/se

'·-nJe State /JefXl11mellt dug lip Stenze'sfile. a/ld
realized {bat his kNOti'll associat(",') included mem
bers of Projl:'Ct RagllCl Rok. L'uder the cirClim
stalla",'). the)' tboup,ht it fx>st to baud thefile Olf''' to
liS. nJe)'l'e /x>ell ill coutact witb tbe gOl'ernmeill oJ
,l/ali. al1d e('el.1'Ol/e is bapp)' for us to Pick lip Ibe
problem.lftbere is Ol1e.

"}ollrjob is to determille as I1lally q/ the facts
as are accessible. Decisions about fw1IJer tICtiOl1
Il'il/ be based ol1lf'bat J'Oufilld."
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Resources and Arrangements
'nlC I3PRJ) will arrange lhe team's travel to Mali

and Timbuktu. As usual. the agents will have con
sicler.lble freedom of action while in the field, but
will be required (0 justify any unusual decisions
afterwards. nley'll also have radio contad wilh
HQ. ahhough any aid ~nl 1O them may take a
while to arrive.

GUllS- -nlC Bureau has arranged wilh the gov
ernment of 1\lali for agenL<; to carry standard-issue
~iclearm'5 <i.e., pistols) in the country. concealed if
nece~"";II)'. (Freelancers would have to make their
own :IlTangemenrs. .) This may be strelChed to
one or 1WO rilles or light autom:l1ic weapons, if
~lI1yone asks, and maybe even ~l few grenades, but
the tcam will then be reminded repeatedly 10 be
tactful. r..lali is;] sovereign st;lte. Heavier weapons
:lft~ out: this is an imrestigaliOlI, not a \v:u.

Radios. Cellular phones don't work in Mali out
side the capital. so lhe leam will be issued a satel
lite -ha<;e unit"· 10 relay signals hack to HQ. TIley'lI
be lold to find somewhere 53fe 10 lC>C:3te this \vhile
in Ihe field, preferably opt-raled by an agent wilh
appropriale- technical skills, '''e-y may also be
iSSUL-xt one heavy bUI ponable handset capable of
sending direct \'ia satellite, as a backup.

Otbe,. EqUipment: TIlt' team will be issued
body armor if they wish, and if anyone insisls,
rocket p:K'ks are available, 1100\"cver, technical
st:lff will poim out very clearly th:lt the agents are
h....ading into a desen area; armor \vill be very
uncomfollable, and heavy rocket packs will be
compleld)' imolerable for prolonged wear. If they
have to go OUI imo the wilds. they'll be ;:.ble to
bOlTow vehicles and basic equipment from local
government representatives. Other equipment
may be a\ailable if the PCs make a decent C'"dse to
ju:-.lify the expense. Agents who guess that a
wildemes..<; lrip may IX' in prospect would do well
10 requisition a couple of GPS recei\'ers, which
make lC>C:3ting oneself a lot easier.

Mali
l1le team will receive basic briefing nOles on

i\1:lli: the Gt\1 on locate real-world information on
the subject if he wants 10 add detail.

II's a landlocked count!)', with a population of
around II million. It's one of the poorest coun
tries in AfriGI (and thus in the world) with
accordingly low life expect:ll1cy I1gures, Its ~ople
are mostly peasant farmers living :llong the Niger
and other rin:-'rs, with a fair number of nomadic
herders Ii\ ing in less fertile are:lS, and a few
bu..,tling market towns and cities with a little local
indust!)" In terms of terrain, it nllls from desen in
the nonh to scrubland and semj.jungle areas in
the south, It's dassically underde\·e1oped.
although its mineral resources may ha\'e porential.
It h:I-'\ a dem<XT::llic gO\·ernment. with a number of
aai\ e political parties. The capital is Bamako, in
the ~ulh\\'e~l.

'nle French ruled it (as the: French Sudan) from
lhe 1890:-. to 1960: when the)" left. it took the

name of an empire which mled the are;] in the
t\liddle Ages. Since then, it's had some ups and
downs, including a couplc.:o of coups and a rebel
lion by lhe nomadic Tuaregs of the nonhern
deserts: these days, it's mostly peaceful. but even
minor economic or climate problems can hit it
hard, The national language is still French (and if
the PCs don't include any French speakers, they
may want to ask for an interpreter from the local
government), allhough mOSI l\lalians speak local
languages and dialects, prim:lrily one called
B~lmlxll:l. Mali is 900/0 l\luslim, with some p(xkets
of animist religion.

Visitors should have a ful1 Set of vaccinations.
(I3PRD agents receive such shots as a matter of
routine; if necessi.uy. they have access to a speci:ll
fast-::Kting treatment which provides effective pro
tection at the cost of making the recipient feverish
for st:veral hours.) \X/hile violent crime is fairly
low, petty theft is common, and banditry is some
times a problem in the north - including around
Timbuktu. Americans :lren't usually specifically
viaimized. but any western visitor is ~)' definition
rich, a tempting target for criminals, If lhe agents
stick together. they should be 53fe enough. but it
might be wiser not to go out alone at night in
LOwn.

Timbuktu ("TombouC1ou" in some modern
sources) is on the soulhern edge of the Sahara,
just a few miles nOllh of the :"Jiger River. In the
Middle Ages, it was a rich city where c1esen c:mt
vans met (radel'S from the south to deal in gold,
salt, and slaves. The Emperor of Mali built famous
mosques and colleges. and recruited countless
scholars. It \....ent into a decline after the Empire
fell. the French didn't do \'el)' much for it. and the
old trade patterns are now all but \'anished,
However, international organizations ha\'e been
trying to preser\"e the great mosques and the
medieval libraries. Irs populmion is around
30.000

Background:
GM Only!

Wilhelm Sterne wa.., (and is) a talented
occultist and :I passable ritual magician. He was
indeed happy enough to work with the Nazis, but
more for convenience than out of any actual
belief: mostly, he was just out for himself, and
specifically for power, Ilis obsessions did give
him a cenain mad charisma.

His journey into the desert was carefully
planned, and he cen.a.inly didn't get lost. His first
destination was a !C>C:3tion where an ancient and
\C!)' powerful (and evil) djinni (p. 152) was 1l1<lg
iC:llly imprisoned. Through luck and good
re~arch Sterne managed to rele;l& the being and
take control of it with thc 53me ritual. Ho\\,t:'ver,
this \\'a~ merely a means to an cnd.

His second destination, C\'cn deelX'r in the
Sah:I!.I, was a Site whidl he had identified by
extensi\'e research: Ihe "City of Br-Jss," mentioned
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in ~Iuslim folk tales. He belie\'ed it really existed.
and that the popular stories understated ilS signif
icance; he wanted to use the djinni to gain access
to the site.

His plan worked - up 10 a point. The City of
Brass exisled. although its population was long
dead. and it was proteaed by powerful illusion
magics. 111e djinni was able 10 guide Sterne there.
and to keep his expedition supplied along the
way. Together. the djinni and the magician were
even ~lble to penctl.lle the outer magical defens
es, However. partly thanks (0 the djinni's malice.
the humans thcn became trapped in a maze of
illusions. 111e djinni thought th~ll i( might be able
to escape. but it underestimated Stcrne. \\'ho dis
covered that it could come and go in spirit form.
and so used it (0 felch supplies and implemenlS.
He then happily set to work to try and break the
spells. with his surviving lxxIyguards as assistants.

During the 1950s. Sterne was even able to
establish contact with his old friend Herman von
Klempt (p. 113), who was hiding out in South
America, using the djinni as a messenger. Von
Klempt sent Sterne ~l little advanced technology,
and Sterne used this ancl {he djinni's magic to

keep himself (sort of) ::l1ive. The djinni found rhe
ensuing decades, bound to the service of an
ins;:me human. deeply humiliating ~lIld annoying.
but it couldn't eSGlpe, So it ,vatched and waited
for the fool to finish his work,

Recently, Sterne did indeed complete his great
projecl: the creation of a greal magical design on
the desen. through which he can dispel the mag
ical wards, 111e first ritual he conducted destroyed
the spells which pre\'emed any human leaving
[he area. and his three surviving bodyguards. long
since dri\'en quire mad themselves. ned in the
night. Sterne doesn't care: he's now working on
[he final ritual which will gram him access to the
City of Brass and all its power.

111e faa that this s.:.'lme aa, thanks to the tenns
of his original binding. will grant complete free
dom to an ancient. evil. and now UN)' irritated
supernatural being hasn'l e\'en crossed his mind.

Inspirations
TIle primary sauro:' of ideas for this scenario is

"TIle Story of the City of Brass." in the colleclion
of eastern folk-tales variously known as the I,fJOJ
Aigbts or the Arabial1 "'1gb's. Other tales in that
colleclion describe the nature and behavior of
e1jinn, Another source of atmosphere is .lames
Thomson's 19th-cemury poem, "111e City of
Dreadful Night."

On the Scene
The G~1 should skate fairly quickly O\'er the

-setup and deparrure- phase of this slOry. while
nonetheless emphasiZing that the PCs are heading
out to a remote and underde\'e1oped region.
They're BrRD agenlS, they can have a reasonable
equipment issue, and they can fmd what they
might need 10 know in [he briefing noles that ,....iII
go with them on the aircraft. So move!

A BPRD jet gelS the agents to Mali's main air
port at Bamako, Timbukru has a small airp:m of
ilS own. but the Bureau isn't sure if it has ade
quate facilities for their jets. Air Mali flies there
three times a week. but the schedules don't fit.
and anyway. taking weapons and special equip
ment on scheduled nights can ger complicated,
while dropping in by rocket pack frightens lhe
locals and is only justified when things are more
urgent than this. So the Bureau has arranged to
charter a private plane for the last leg of the trip.

Bamako and On
The only reason for delay in lhe capital 

apal1 from recovering from the long flight - is
that Frankelle's body is now in a morgue here,
awaiting transpol1 back 10 Germany. (Yes, this is
poor procedure, but as so often with BPRD
cases. the local authorilies want [he weirdness
off their hands as quickly as possible.) If any of
the team have Forensics skill, or can at least
sound like they have a reason for asking, they
can view the corpse; Frankelle's clothes. papers.
and other possessions are still in Tinlbuktu.

They won't learn much that's new. but
should al least have some impressions con
finned. Frankelle was actually in fairly good
shape for an 80-year-old - nor exactJy O\'erfed,
but not starving, Howe,·er. he'd clearly spent far
t{X) long in the sun recently. His thin hair was
cut in a rough approximation of military style,
but had grown out somewhat.

Any such examinations complete. the team
can find their transpol1 for the last leg of the
tourney. 'mis turns out to be pilOled by an affa
ble French expatriate named Gregoire
Momaigne. with a dense accent and a casual
manner \'erging on foolhardiness. (He might or
might nOI act/ially smoke while refueling tJle air
craft. depending on his hangover,) It turns out
that he has picked up a little aoout the case, but
this mostly means that he shrugs and says "Ah
yes, ~l weird business ... you get a lot of weird
business out here.
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Unlike sOme people, M0t11aigne is prepared
LO entertain the possibility of supernatural expla
nations for anything. but it will scxm become
apparent that this is mostly because he's
eX1remely superstitious, as well as being devout
ly but sloppily religious. He sometimes takes
silly risks bec.Juse he believes Ihar some lucky
charm or the saint of the day will protect him. or
because his newspaper horoscope says it's a
gcxxl time. or beCdUse he's auended confession
recemly. He has the skill (Piloting-I ... ) and reflex
es (DX 12) (0 extract himself from his own mis
takes. but a night with him may stan OUI amlls

ing and end with the rc" swearing ne\'er 1O

lea\'e the ground again.

Timbuktu
Timbuktll is a desert tOWI1 \\'ith few ,·estiges of

its ancient glory. nle buildings are mostly mud
brick, \vilh lhe addilion of some modem concrete
and a very lillie Slone, '111ere are a couple of ade
qU~He hotels. and e\'en one or (WO reSlaUranl'i; the
place gets a few tourisls who \vant 10 boast that
they've been to one of the mOSI legendarily
remote pbces on Eanh, It's nOI exaclly luxury, but
it may nOI be as bad as the agenl'i feared.

111C local police will be grateful to find some
body they can omoad this business onto, They can
and will offer a look at the dead man's posses
sions, These consist of a genuine 194 I-vintage
German infantry uniform and a batch of brown
and crumbling papers which identify the bearer.
He had no weapons.

TIle mystery is exact::'rbated by a couple of
details. First. Ihe uniform, while worn and shabby.
is in remarkably gcxxl condition for its age, e\'en
disregarding Ihe desert conditions, And second, if
anyone thinks to check or goes Ihrough all the
material in delail (possibly making an IQ roll>,
lhey will note Ihal Frankdle was wearing a sel of
modern, lightweight pure silk underwear. with a
French bbel. and high-qualilY modem desert
boots.

(Slerne used his control of the djinni 10 acquire
regular good-quality supplies for his men. \Vhile
not cxadly cOllsiderate, he sometimes thought to
command lhal they should have "the best of
everything:' The djinni would simply walk
through walls into shops :md storerooms a thou
sand miles away ~lIld return with minor luxuries.)

Doctor Clay
"nle pcs will recognize Reginald Clay from

briefing pictures, and he'll come to see them as
soon as he knows they're in lown, even if they
dan', seek him out. He's:lIl African-American man
in his 3Os, short and with a broad build, dressed
sensibly for the climate, pleasant but somewhat
focused on the mystery in hand. He has an acad
emic's curiosily. lie's nOI sure about supernalural
explanalions, bUI he recognizes that there's some
thing \'el)' wt::'ird going on. and he'lIlalk to anyone
who mighl ha\'e some kind of answers, He's also
prepared 10 ad as a guide and interpreler,

If anyone asks, he-II be open about his own
work, and it may be possible 10 di\'en him onlo
Ihat if the agents prefer nO! 10 say 100 much aboul
their own, He's a scholar of medie\'al J\luslim
Africa: U:'\ESCO is ll)'ing to restore lhe cnllnbling
mosques and libraries of this cily. and he jumped
at lhe chance to work on this.

If drawn out about his personal history, he'll
S~IY that his inlereSIS st:lI1ed as an adolescent
curiosity abOtIi hi:-. ancestry. and grew into an aca
demic career, He's nOI a r\luslim himself. but he
has considerable sympathy for 1oc:l1 culture. One
way to get him arguing is to disparage or dismiss
the locals; he'll point out that they once mled a
gre~ll empire. and refer to their cunent situation 3S
a product of historic bad luck and foreign invasion
- by fellow Muslims from the north as well as
Europe~lIls, Later, he may act as a conscience to
the pal1" if ~lIl}'thing happens to threaten the
inhabitants of the area.

He isn't particularly comfonable 13lking aoou{
magic or the supern:llural in relation to his own
work; he sees himself 3S :l scholar of history and
philosophy, not of the occult. i\'onetheless, if
pressed, he·J1 acknowledge that this invol\'es some
study of beliefs about the supernatural. and in bCI
he has ;:l limited but useful knowledge of some
specific related topics <which may come in useful
later). He'll deny any knowledge of any relC\"ant
supernarural beliefs in this region.

,\1051 import:lOtly, he'll fill out the delails of
Frankelle's arrival. Adu3lly, Frankelle didn't just
walk into lown: he encounlered a band of Tuareg
nOlllads in Ihe desert 10 the north, and they
brought him in, (Perhaps they hoped for a reward:
perhaps they were simply compaSSiOn3le.) Clay
W:lS in the m:lrkel area when the Tuareg rode in
on their camels. and becllne im'olnxl in getting
the man to Ihe hospit31,

Frankelle was conscious at limes when Clay
&1\\' him. bUI unfortunately, an),hing he said was
in Gerlll~lIl, which Clay doesn't speak, (He's fine in
French <mel Arabic, and has a little grasp of some
local languages.) Howe\'er, he did pick out a cou
ple of words; "Doclor" was clear in any Iangu3ge.
and there were a few others which Cby can
rernembt:r by sound and which Germ3n speakers
may lhen be able to puzzle OUI. (Agents may radio
HQ for help, as there are staff there with Genn:l.ll
13, though obviously this is cumbersome.) One
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phrase he repeated was something like "zikenug is
\'OISIJndic": this is fairly easy. given th::lt "zeich
111111!( is a c1r.:I\ving or design. and "vollstandig" is
complete. Another seemed to he "start more zer
slagen. ~ which Ill:')' (:"Ike :l liule more effoll (i.e .. a
better roll against German language skill); "stade
is a town or eilY. "maller" is a wall. and "zerschla
gen- is broken or smashed. L...'lstly. he once or
(\Vice mUllere<! "soont;" is gut.- which b3rd)' needs
tr.lmbtion: (0 him. something aoou( the sun was
,'el)' g<xxl. despilc the fact lhat il killed him.

The Tuaregs
Clay or Ihe police can help contaCllhe Tuaregs:

Clar will be more enthusiastic. It shouldn"t be (00

difficult. ahhollgh it may (<Ike some tactful queries
or expenditure of ')()ll1e cash. l1le city is ringed
wilh a number of Tuareg encampmenls, 'lnd local
guides cheerfully ofTer 1001l;SIS Ihe ch'lnce to visit
one. ~ genuine desert nomad life. 'lnd try rea.l
nomad cooking. Of cour~. lr3cking down the cor~

red group m:IY lake more work. J\lost bands
include some members who speak at least a lillIe
French. and Cby or :1Il)' comlX'knl interpreter can
help a 101. 111is is :In opportuniry for reaclion rolls.
use of Innuence and Langu:lge skills. and role
pbying. In the worst CISC, gi\'en IOC'l1 povelt)' lev
ds. :1 few sl11:llI cash IXlyments can go a long \vay,
although PCs should perhaps be careful~ if they
get a reputation for excessive generosity. nolxxly
will do aJl),tbill~ for them without a payment.
(They may 'then 1l..ll1 out of spare cash, and bank
ing facilities in Timbuktu are limited,)

Eventu:dly. they'll find the band, whose mem
bers unfol1un:Hdy only include one rather Ixx>r
French speaker (skill 9), Cby or a police inter
preter will be immensely helpful here. but e\'en
then. it will lake efrort 10 draw these people out;
they don't w:mt to be :lCcused of banditry. <md
they sen~ that they're now im'olved in more Ihan
they expcClt.x1, (If Ihey're Ihreatened, they'll clam
up and look for a chance 10 disappear inlO Ihe
de~rt,) However. Ihey should evenrually be per
suaded 10 expbin lhat they found Ihis old
European in Ihe middle of Ihe desert. some way
west of the road which runs north (0 !he liny com
munilies of Ar:louane and Taoudenni - and no.
Ihey don't have the faintesl idea whal he was
doing there, 111ere was nothing else \\.'hich they
~\V which would seem relevant. and !he sand that
\\.'a\' is loose enough thai following his tracks
wo~ld be impossible. Clay or any OI.her interpreter
will scralch his head at this poin!. and say no,
there really is nOlhing oul there.

However, IOwards (he end of Ihe cOI1\·ersation.
one of (he Tuaregs will say somelhing in his native
language in passing, leading 10 a brief exchange
wilhin the group, If pressed on this (and Clay will
ask. if he's present). they'lI will eventually proouce
a muuered volley of speech in their native lan
guage, '111e interpreter will lurn round and say,
"111ey say tl1:1{ they found him not very far from 
I don't know. some kind of forbidden area, A

Ci(V c« Night ~'

place where all tmvelers become lost and turned
aside, It's somelhing rhey don't like to t.alk about,
I think. -n1ey just don'l go there,"

Into the Desert
The first phase of Ihe investigation in Timbuktu

will probably take a day or so. 111e natural next
step is a trip Oul in the direction the Tuaregs haw
indiclled.

Dr. Cby will tell Ihe POi whal he knows aboul
the desert. if rhey ask, lIe'lI poin! ou( thaI. essen
(ially. nonh of the city is the Sahara. most of the
way to the Medilerranean, It's not entirely unin
habited; the nomads of Ihe area are mostly
Tuaregs and other Berbers (an ethnic group very
distinci from the black African peoples of the
south and the cilies). and while most of Ihem are
peaceable, well. the open wastelands ha\'e a 101. of
scope for banditry, If none of the POi han' sur
vival skills. Clay or a local policeman will advise
them on \Vhal 10 lake. BPRD radios can be tuned
to conlact the local police stalion. which would
definitely be advisable,

TIle group may either drive or fly out. or make
combined arrangemenls, Gregoire tvlonraigne is
still al rhe airpol1 with his aircraft. and \vill accept
this job for his slancbrd rates if asked,
Alternatively, they can borrow one or two nlsty
but adequate four-wheel drive vehicles and some
campinglsulviv:t1 equipment from the police (and
drivers, if they rcally push), There are no suitable
car hire facilities, If they brought rocket packs,
they could use these for reconnaissance, but they
don't have the range for the entire journey,

The PCS and their local associates can piece
together approximate direclions from the TU~lreg,

TIle best plan seems to be 10 follow Ihe dil1 ro:1C1
about 80 or 90 miles nonhwards lO\vards
Ar.aouane, then lurn left, follOWing 3 set of land
marks. and see what they find. If anyone asks any
olher Tuareg aboul lhe "place where IrJvelers
become lost." mosl wiII deny any knowledge.
either honeslly or to avoid mockery. but on a
good or better reaaion, about a Ihird of Ihem can
confirn1 that the stol)' exists. It's not oyerl)' sinister
or lerrifying: it's jusl a region where people
become losl and turned back on their own tr.acks.
so Ihe desert dwellers don't go Ihere.

Obviously, with these SOI1S of distances,
the journey is going 10 lake some lime. Flying is
quicker. bu( Iha( im'ol\'es a bil more scouting
about. confinning Ihm Ihe roule matches the direc
tions given by ground-level tf3\'e1ers.
Once the pally selS out. the G.\l
should emphasize the con
linuing inlense desel1
sun and the heat of
the Sahar3l1 day.
TIle scenery's impres-
sive, though
, , , if you like
s:md dunes,

•
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Bodies
As they travel, PCs on the ground or observing

carefully from the air and willing and able to land
may find a couple of clues lhallhey're on t.he right
track. (This is logicilly a bit unlikely. given the
sheer size of the desert, but dramatic effect justi
fies a loU SpecH"ically. they can find (wo lxxIies.
recently deceased. several miles apart.

nlese are (Wo more of Sterne's IxxJyguard
laborers. who proved slightly less tough than
Frankelle. TIley"re dressed similarly to him. mostly
in \XI\XIlI German ann)' uniforms with added gocxl
qU<llity modem details. 'nleir papers identify them
as Joseph Chlans and Hans SII'311SS. As an addi
tional option. the second IxxJy may be lying near
enough (0 a source of sUJXrnatural power thai it
can briefly be reanim~lled by the soul it once
housed: as tilt: PCS approoch. it speaks. saying
"the ux11l is broke",~ Even if the party includes
skilled mediums. howe\'er, they'lI not be able lO
get any more information from this ghost (unless
the G,\l feels like dropping a few extra hints), 111e
guards long ago wenl quite mad, and the unac
customed desen sun has burned away the last of
their capacity for coherent thoughl, alive or dead,
BPRD HQ can confirm that these two were also
members of Sterne's pal1y. if anyone calls them:
they have fairly complele documentation by now.

Into the Night
Finally, the PCS will approach the City of Br<ISS.

and here's where they're in for a shock. They
might even detect that something str<lI1ge is com
ing up, If they're flying, or if they climb a sand
dune and scan the scenelY ahead with some care,
let them make an IQ roll (at + I if they're in the air,
-1 if they're merely on a dune). If they succeed,
they notice that there's a kind of regular strange
ness to the landscape in front of them - almost as
if there was sollle kind of vast. curving wall,
beyond which nothing looks quite real. (Gr",ls can
roll a few dice in secrel and smile a lot at this
point. The players may guess that the heat is get
ting to their CharJders.) 1\lagical detection abilities
will also pick up a Itl/ge area of fairly subtle super
natural power.

The shock comes when they cross the not
quite-visible bounchll)'. TIley are nmv within the
area of a vast magicl1 illusion, \,\'hate\'er conditions
\yere like outside (i,e.. howe\'er high the desen
sun). they suddenly find themselves standing or
flying in a zone of darkness. lit only by strangely
dim light reflected sideways from the surrounding
dunes, 111e wskyw above is pitch black and starless,
and the IandscJpe ahead is a flat plain rather than
the rolling dunes "visiblewfrom outside,

TIlis could be good for a Friglll Check e\'en for
hardened agents, (If they're in l\lontaigne's plane,
he'll swear volubly in French, cross himself, grab
a lucky charm and kiss it. then grab the controls
just before the aircrafl goes into a dive,) When
they've recovered, though, they Gin examine the
effect. '111e boundary between desen sun and

cbrkness has no obvious physical qualities except
its effect on light. although Ill~lgic-detection abili
ties \vill confirm that there's somethillg there. as if
it needed confinnation, However, it does damp
r.ldio signals as well as light: Electronics Oper.nion
rolls (at default if necess.'1ry) are required whenev
er making a cill to the outside world, with onc
retry permined every five minules and a roll at +2
required every 10 minutes to maint.ain conWel,
The temperature either side of the barrier is the
same. however; inside is bot and dark.

(Until vcry recently, this area was protecled by
much morc powerful illusions. which, as the
desert tribes said, rendered anyone who C'.lme this
way lost and confused. turning them around and
sending them back the way they ome, They also
kept people who somehow penetrated Ihis
defense ill. Sterne has just recently broken this
spell, leaving only lhe basic illusion screen,)

BPRD HQ will be as slanled as anyone by such
a repan, but will order the team to investigale fur
ther. HQ has immediate access 10 fairly recent
salellite pictures of this region, and will state for a
fad that there doesn't :lppear to be an)1hing there
excepl sand dunes. Given time (at least half an
hour, more likely several hours). they Gin obtain
Ctl/H!11f satellite illl:lges of the location, with the
same result. although expert analySIS say that.
\vhen they look closely, they can see some slight
oddities in the termin. Clearly, there's something
!JOwelful involved, The team is defil/ite~J' ordered
10 find an expian:nion, if possible.

The Siege
Once they're within the zone of darkness. Ihe

PCs can head for the center. If they were flying,
they'll probably wanl lO land (especially if they're
relying on J\lontaigne ~IS a pilol: this is all far too
much for him, and his menial state is increasingly
shaky). Hence. their next discovery will likely be
made at ground level.

The Great Symbol
After half a mile or SO in increasing gloom. they

realize that someone has been marking the land
scape with some kind of vast and intricate design.
TIlis has been done in 5e\'eral different ways in
different places: mostly. tens of thousands of
SlOnes have been picked up from [he desert floor
and arranged in lines. but in some places, some
kind of wheeled vehicle has been used [0 make
linear tracks, and in others. mosdy where 5e\'eral
lines meet. flat Stones ha\'e been placed and
mark<.."CI with complex patterns of symbols in
chalk, A successful Occultism roll will tell charac
ters that this is perhaps Ihe largest and IllOSt COIll

pliGlied magicil sigil they've ever seen: if the roll
is made by o.j or more, they will recognize that it
includes elemenls from hoth wes[ern Hemletic
practice :lIld middle eastern ;\eo--Platonic lore,
Detection abilities will confirm that it hums with
btent magic.

196



'111 is is Sterne's giant illusion-dispelling symbol.
The pes may damage or delete paIlS of it. if Ihey
wish to. but nOlhing they can do on a sensible
timescale will <;ignificantly reduce its effecti,-eness.
It's br 100 big :tnd powerful. and :loyway. much
of it has 31ready served its purpose.

The E1lcampme1lt
:":ext. after another few hundred yards. the

pc-, may be bemused {Q discover a neaL orderly.
de~rted camp. This is made up of half a dozen
\\,\X1I Gernlan Army lents. along with the
remains of two halftrack lranspol1S of the same
vintage (long ~ince rusted (O uselessness).
Behind the (COl':. are seven man-size mounds of
the locd sandy soil. wilh crucle headstones.
(BPRD I-IQ can confirm that Sterne look ten
guard., with him.)

\':th:H lie~ inside mOSI of the tents suggests a
bizarre mixture of :I Spartan mililJ.!y lifestyle and
exceptional luxu!y; plain Glmp beds adorned
with silk cushions and covers, bOllles of cham+
pagne and Ix"'Cr, simple stoves which were used
to cook fine (if tinned) food, which was then
eaten off enamel plates. There are also a few old.
brown, and f:tded items of personal significance;
pi(1ures :llld leHers from bmily or sweetheal1s,
all elated 19·11. One tent, however, is different; it
seems 10 be :1 workshop and library.
Investigators with relevant skills can recognize
books of magical lore, some of them quite J.lre.
and the basic IXli.:lphernalia of alchemy.

l3eyond this C:lmp. the darkness deepens;
hence, the pes will have to advance further
before they Gill sec much. When they do, what
they see is startling. A City wall lowers atx)Ve the
desert. with :t single gate \varded by two towers,
They may, however. be more interested in what"s
in front of it.

The Besiegers
The main thing that they sec here is what

seem~ to be a heavily built annored car. sining
on four large off·road tires. It's painted in pbin
drab brown (though thal may be hard to distin
guish in the darkness), and there's a s,...astika on
the side. Perhap~ rea&luringly. it doesn't have
any visible weapons. Its engine is running. tick
ing over with a deep. powerful note.

What befalls next depends on how me pcs
choose to approach the situation. If they want to
be stealthy. they have a chance of succeeding:
the .:,cenery around here includes enough broken
rocks. However. they'll have to crawl most of the
way. :lIld make three rolls each while approach
ing the vehicle. Sterne. inside the armored car. is
too preoccupied with the c1ima.x of 60 ye:lrs of
ritu:l1 m:lgic to nOlice them unless anyone rolls a
critical failure, but his djinni ally. Azah ibn
Shail~lIl. is lurking ne:lrby in immaterial form. and
may look :tround. If the agenL<; are sponed.
Sterne will order Azah 10 ··Stop them interfering!··
(in German).
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If Ihey lry approaching openly, on foot or in
vehicles, the same thing will happen, only more
quickly. (Actually, it's just possible thai they
could pull a bluff. though it's hard to think what
they could say. GMs will just have to improvise
il. they try') II. they hold back - well. they "'d" just
watch \\'hat follows. If they are any SOil of heroes
al all. they should decide to interyene, or al least
to obserye more closely. Whatever the details.
there are fwO potential opponents to consider.

Aztlb is a powerful djinni: use the details on
p. 152. but with ST 30. 60 fatigue, IQ 11. and 25
hit points. In his spirit fonn, he's invisible to nor
mal senses when immobile or moving slowly.
but he becomes visible in the fonn of a dark
whirlwind when he moves at high speed. When
he chooses to materialize. he takes the fonn or a
9' tall ebony humanoid figure with small horns.
long nails. and glowing red eyes. Hm\'ever. he
has no talent for shapeshifting. and too much
pride to try: these are the only forms he ever
lakes. He has Ihe Spirit Fornl power \\'ith lhe
Physical Fonn and Unlimited Lifespan enhance·
mems. but no Possession ability. When material·
ized. he can produce powerful winds which stir
up sand and dusl over a 100 yard rJ.dius, reduc
ing all vision to no more than 3 yards and forc
ing those nearby to make Sense rolls to hear any
thing over the noise. He loves using "Poltergeist
Efrect" tricks 10 cause damage.

0,.. Sterne isn't just hidillg in the armored car
- using technology provided by von KlempL
enh::lI1ced by Azah's magical powers. he's con
nected himselr permanently to a life support sys
tem inslalled in the vehicle. Whal used to be his
txxly is now a shriveled. immobile husk, but the
system h3s kept him alive and functional.
Basically, he is the armored car. Its armored body
has PO 4. DR 50. and is +3 to hit for size: attack
ers may think to target lhe wheels. which are PO
3. DR 10. and +1 to hit for size. Infliaing 15 hit
points of damage will knock out anyone wheel
and immobilize the vehicle. while getting 20
points through the body's DR will diSdble
Slerne's life support system. which means that
he'lI die in fairly shall order. Sterne will seek to
avoid moving if he can - he has more important
concerns just now - but if circumstances demand
action, he can maneuver fasl enough to avoid
ranged attacks (his effective Dodge score is 3.
plus PO), and try to run opponents down. Roll a
quick contest of his effeclive Driving skill of 12
vs.lhe intended victim'S OX (+3 if they spend the
nlrn diving out of the \\'ay): if Sterne \vins. the
victim takes Id+ I dice of damage and will prob
ably be knocked aside or run down: a tied con
test me:tns a glancing blow for ld damage. TIle
vehicle's hatches are all closed and boIled shul,
although aU:lckers who get on top of it :lnd use
explosives or tools cleverly may be able to get
inside (Gi\fs 0plion).
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GMs with access to more complete GURPS
vehicle combat 111les can lise those instead, Note
that Sterne is unlikely to reach more than 20 mph
- Move 10 - in the circumstances. and U131 will
wke him a couple of turns of acceleration.

COllflicts and Consequences
Powerful PC groups may be able (0 lake on

Azah and Sterne in ~traightforward combat but
lesser parties may well seem o\'erm3lChed.
Fortunately. there are possible countermea
sures and !aerial I options, and more important
ly. their opponen(~ won'( simply [I)' [0 kill them
immediately.

Sterne doesn't order Azah to killlhe PCS. just
(0 SLOp them. This is initially a malleI" of phrasing,
but he'lI probably decide thai he prefers prison
ers (0 corpse~ anyway. He"s 3n old-fashioned
enough \'illain that he wants someone to explain
his O\vn brilli3nce to. and he hasn't even gOl his
dull-witted guards ~lI1Y longer. Azah secrelly
wants to keep at least some 0Plxments alive. to
distrad Sterne from thinking tOO much about
what will follow the completion of his spell (and
he quite likes humiliating people himself).

MC~l11while, the PCS have the advantage of
numocrs. Azah can play havoc with anyone or
two of them, but if they spread out and target
Sterne. he'll have to keep shifting his focus, and
probably not finish ofT =lI1yone he downs. AJso,
he's quite vulnerablc to modern weapons in
physical form, and if he takes more than 8 points
of damage, he will reveJ1to spirit form and refuse
to matcri:1lize again. lie's still qUite deadly with
his poltergeist powers, but it limits his options.

Also, Azah can be repelled by the image of
lhe ancieJ1l Se:lI of Solomon. Unfol1unately,
recre~lting lhis im~lge usually requires Occuhism
and Artist rolls and 10 mimues of work: PCs may
have to retreat temlX>mrily, Generous Gl\ls may
let agent.... find an existing image in the books in
Sterne's camp with an Occuhism or Research roll.
Reginald Clay has both required skills at modest
levels. and (if present) l11ay be pennilted to suc
ceed automatically if the G~l wants to gi\'e the
PCs an edge. The Seal will repel Azah, providing
complete protection against all his powers
(including r.lI1ged alclCks) for anyone holding it.
Clay can also CIU:,C Azah to desist from attacking
him pe..-....onally (but not any rCs) by using a ver
bal charm he's read about in his studies,
However. this will only hold the djinni off for fi\'e
turns, and it will only work ONce.

One other option is to use a vchicle as a
\q::apon - either a four-wheel drive car or an air
craft. Azah can dodge or dematerialize out of the
\\'ay of such threats, but Sterne may be vulnera
ble (roll a Quick Contest of vehicle skills if he
tries to dodge: he has Driving-IO,) A car will
prove slightly less robust than his mvn vehicle,
being demolished in the collision bUI disabling
one of Sternc's wheels and doing some damage

to the man inside: being hit by a light aircraft will
definitely leave Sterne dying. The fate of anyone
inside the r~lI11ming vehicle is up to the G.\l. but
;:1 few dice of cbmage are likely.

ApprOllcbing tbe Ci~l': It's also possible that
PCS will If)' to get into the City at this point,
lIowever. they won't ::>ucceed. The walls are
enveloped \Yith a set of enchantments which not
only make them phy.... ically indeslmctible. but
which scramble hoth perceptions and direction~.

Anyone trying to P:ISS them will be sent spinning
back in phy....icil and mental confusion. ~lerely

trying to go over them \\"ith a ladder can be dan
gerous - one of Sterne'~ gU~)fds died in a ElII
\....hen he tried - and anyone trying 10 fly O\'er
with an aircraft or rocket pack will have to make
a Pilot skill roll to avoid a subsequent crash.
(Kind G,\ls can permit a S<...--cond roll to make the
crash panly controlled. allowing the flyers to ,sur
vive with a few bmises and lost hit points.)

Sle"Jle~' Ritual: Virtually 3n}1hing that gen
uinely threatens Stcrne. let alone any damage
penetrating his car's :lnnor, will panic him: he b
desperJte to complete his lifc's \\·ork. Hence, at
that point, he will rush the fest of his litual. burn
ing much of hi."> own life energy in the process.
This will le~l\'e him dying fast (but insanely
happy and prone 10 long speeches). If the PCs
are defeated or driven b~lck, or have ht.-Id well
back to watch throughout, he will complete the
ritual at =1 more leisurely speed.

The Fall of the City
Al this Ix>int. the walls of the city shimmer, as

a byer of cbrkness seems to fall :I\vay from them.
Meal1\\'hile. the darkness in the sky 300VC also
shimmers. and ::.t=1I1S to "bretk up" like clouds let
ling the sun through. It soon becomes clear that
lhe walls h~lve ~l metallic sheen, like brass.

If he's gelling hi~ ch=lOce to gloat. Sterne will
expbin that he h=l~ finally succeeded in his life's
\York. :Ind the City of Uras,s will sexm surrender
its secrels to him, "I know lhal the Reich is fall
en in the outside world - AZ:lh has been able to
come and go, you :-.ce. and he brought me news
- but what dlX"s th;:1t m~llter? Soon, infinite
wealth and power will he mine! TIl is City is older
thall the modern. degenerale so-called ch·iliz:.l
tion.... of humanity. It comes from 3n age of
greater glorie~!~

If the PC., are \v:ltching this from further
away. Clay can pro\'ide some explanations. or
they may recall some snippet"; with a roll againM
Occultism or Humanities (Liter-Ilun:). The City of
Bl.l.ss is an old Arab legend. and it's said to ha\'e
been a place of weallh :lnd power. long lost and
quite likely under a divine curse.

At this Ix>int. however. assuming that he's still
around, Azah will t=lke his \\'hirlwind fonn. man
ifesting in front of Sterne.

"SO - my thrce-score year.... of service 3re com
plete."
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"I may ~till require your services. Azah ibn
Sh3it:m,"

"No. lllol1al: your comm:mds were thaI [
should bring yOll to this pbce. and bring yOll

what you required for your \york. and aid yOlI in
your siege. Those three commands are hilfilled
now, and I 3111 fR:oe!"

At which. with a grem laugh. Azah hurls
Sterne's Glf on its :-tide (using his poltergeist pow
ers), and flies o\'er the wall into rhe city.

Final Battles
At Ihis jXlint. the situ:nion has probably rumed

into a IhR."e-sid<."CI conflict. 1\7_111 has his own plans:
St(,:'me. ,ery possibly dying and almost cenainly
immobilized. is confused hy the turnaround: and
the PCS. however baltered :md bruised. are free to
act. TIle grC3tesl problem won becomes apparent.
howen~r. as a gre:u whirlwind grows alx)\'c the
cit)'. surrounded by nickering ligluning and echo
ing with demonic laughter. Whale\'er A7...1.h is up 10

surdy needs SlOpping.
'111is may well force Ihe PCS inlo uneasy

alliance with Stern~, who will admit with biner
ne~S th:ll, yc:-., Azah h;ls lricked him and is proba
bly now explOiting the power of the City for his
own ends.

"He was a prisoner in a block of
stoneJor thol/sands ofyears,

and be is perhaps a little bitter. "

"He W:IS barred from ooth Heaven and Hell,
bUI this pl:lc~ may perhaps be a gateway for him.
And wilh ils ancient power .. , He probably wants
to conquer the world. Or destroy it. He \vas a pris
oner in a block of SlOne for thousands of years,
and he is perh:'lps a little biner."

In bcl. the Cily of Brass Gill serve as a near
infinite fatigue b:mery for Azah. 'me only gcxxl
news is Ihat he''S so busy soaking up IXlwer that
he won'l notice any action taken by the PCS.
Calling in military forces isn't an option - Azah's
lightning i~ scr.unbling all radio oper.ltion for miles
around, and by the time anything arriwd. Azah
would be far too IXlwerful 10 stop - so the agents
han~ a job to do.

Into the City
There's only one \\'ay to go, it seems: inward.

Someone should guess thai the key to all this
may lie within the city - and now Ihe gates of the
pbce, no longer sealed by ancient magic. are
hanging open. '11e pbyers may think of trying 10

get Sterne's armored car back on its v.·heels: they
m:1Y abo lalk about trying to get it open. al which
poinl Sterne will leiI them peevishly thaI this
would kill him inst:'l11tly, If they don't or can'l
right him (and it would require several strong
PCs :Jnd some ingenuity with improvised levers),
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but Sterne is talking to them, he will tell them
that "The power of the City of Brass comes from
its queen - seal her from \vhalever is using it."

What they find inside could be an exception
ally spacious, well-built, and \\'ealthy ~Iiddle

Eastern city. save that the walls all seem to be
made of br.lss - and all the population are dead.
The streets are full of skeletons. dressed in fine
silks which cnllllhie to dust at a touch. and the
market slalls are protected by silken canopies
which are JUSt as quick to disintegrate. Overhead,
the sun now beats down. but is pal1ly screened
by the growing whirlwind.

'Ihe pc.-, can wander around if they like, but
they re:llly should he heading towards the palace
at the cel1ter - a great white domed building.
which also happens to be at the base of the
whirlwind, FOl1unately. the whirlwind isn't quite
touching down. so they can approach and enter.
If Sterne is present. he will drive straight through
the doors.

In the great hall under the dome, they see a
grotesquely beautiful sight; the body of a beauti
ful woman, perfectly mummified, sitting on a
throne of gold and gems. She has jet black hair.
a dres:-. covered in pearls, a mass of jewelry on
her neck and arms, and a gold crown on her
head. When the PCs approach, they'll see (Iut
her eyes seem inhuman hut almost alive; closer
inspection will show that (hey have been
replaced wllh merclllY, scaled behind lenses. (A
Fright Check may be in order here.) She's sur
rounded by an invisible but tangible magiC:II
force; ~lI1yone approaching will find his hair
standing on end. while anyone Hying to touch
her will be thrown back. suffering ld damage.
Large objects and machines are affected more:
Sterne's CJr couldn't even get close.

111e best action at this point is to enclose the
mUlTImified queen within a brge scribing of the
Seal of Solomon, therehy cutting Azah off from
his power source. Clay and Sterne might both
help with this, if the PCS lack the inspiration or
knowledge. Physically destroying the mummified
qu(.-en (preferably with missile weapons) would
also work - eventually: the body has magiClI
protections, giving it DR 10. and the agents
would have to inflict 100 points of damage to
destroy it as a power source, Some agents Inay
come up with other tricks. such as use of rituals:
the G,\ I will have to assess these on their lTIerits
(and stylistic 3ppropriareness), and decide how
well they work.

If the agents create a seal design, innia more
than 40 points of damage on the queen. or come
up with some other 5emi-effective solution. Azah
will notice. There will be <:1 crack of thunder, the
dome o\'er the PCS' heads will break in several
places. and a dark cloud will boil down to
ground level and coalesce into a very. very :Jngry
djinni.
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Azah cannOl break. or even approach. the
Seal of Solomon. but he can lake Ollt his fnlSlra

lion on the PCS. and he can cCl1ainly try {Q SlOp

other attempts (0 frustrate his plans. He might
hope (0 make the agents break the Seal them
seh'es. but it should be transparenrly obvious
that he's not going to let anyone out of here
alive if he can help it. He's back (0 full fatigue
and hit points after ::my earlier losses. and the
power he's just absorbed raises his effective DR
to 12. This is prob3bly going to be a lough fight
... to rhe finish.

Variatiolls
The end of this scen:uio can go various ways;

much depends on the agcnls' ideas. tactics, and
luck.

If Ibey dflj<Xll Azah eady 011. they just have
Sterne (Q \\'ony about. If he gets into the City. he
can t::lP the queen for power, much like AZ::Ih
did. A fight with a magically augmented armored
car. no\y under the control of whal is basically a
mad undead 'azi magician. should be quite hard
(the G~I can impro\"e its anributes accordingly).
but if the PCS were able to bring down a djinni
Ihm quickly, they may be able 10 handle it - and
anyway. it'll have problems maneuvering in the
cramped slreets of the ancient city.

If they dlljetlt Azab AND Sterne olilside the
city, then Sterne will use the last of his life ener
gy to complete the ritual. :md power from the
city will enable Azah not only to resurrect him
self but to possess Sterne's body and the armored
car, Yes. a djinni-possessed undead Nazi armored
car should be a vel)' difficuh opponent. bU[ rhe
PCS are clearly very good in combat.

IfAzab ll'iIlS in the palace. a kindly G~J may
decide 10 give the PCs one last bit of help. Even
if the PCS left Sterne·s car outside the gales and
on its side. he's somehow managed 10 right it.
and he now comes smashing through the doors.
just as angry as A2.1.h. If he was already with
them. he can just drive around the palace for a
run-up. ignoring any damage he's alre-ady suf
fered in his fury, Screaming that Azah has stolen
the power that was rightfully his own, he slams
into the c1jinni at full speed, hurling him against
the queen or the Seal of Solomon. This might be
f~ltJ.1 for Sterne and merely velY painful for Azah,
but it at least gives the pes time to recover and
regroup.

IfAzah or Sterne win outrigbt, the PCs have a
problem - as does the GM, See It 5 Not Ibe El1d
oJthe \Fodd? on p. 186 for guidelines on how to
handle such situations. The victor could start
using the power of the City of Brass to creale an
anny of undead. enslaved lesser djinn. and K"'Ch
nomagiC'J.1 monslrosities. thremening all of Africa
and then the \yorld. He would be far too power
ful to confront directly. and might cause
immense devastalion to "'ali and adjacent coun
tries. However, the BPRD might realize that he's

still dependent on the power of the City (espe
cially if any survivors or messages from the first
team reached the oUlSide world). and could send
a team of expell occultists and heaviJy arnled
intrusion specialists (wilh those sUlvivors as
guides, if possible) into that brazen hell. to
destroy this menace al its source - or die trying.
This would be a good excuse 10 let the players
create higher point value PCS for their new team,
as they evidentJy couldn't handle Ihings with the
first 101.

DestructiOll a"d Aftermath
But let's assume th:n the PCs win the fight,

perhaps at severe cost to themselves.
Assuming that he takes lethal amounts of

damage from attacks. or that he's thrown into
extended contact \'-'ith the Seal. Azah screams
and SlallS to come apart. nle smokeless fire from
his wounds Oo\\'s across the Seal and touches the
queen. and things stall to become a linle messy.
Lightning engulfs the ~lre<l. reaching Sterne·s
armored car if it's anywhere around - and ilS fuel
tank catches fire.

11lis is tJle point when sensible PCS lean? In
faci. the GI\1 should require Will rolls from any
one who declares a wish to ::.tay. He can be quite
generous about any efforts needed to help
injured charaders from the building, but just ~IS

the bst agent gets out, a fin~lI explosion weakens
the remains of the dome, which falls inwards.
The agents' last sighl might even be the emaciat
ed ~tnd now burning Sterne, out of his car and
running on inhuman willpowcr. reaching des
per::lIely for the Queen'::. crown - just as falling
nIbble crushes it and him.

Aflcr which. fUllher. lesser W'I\'eS of magical
force spread outwards. sh~lking the entire City.
Sane agenlS will keep Illoving as far as the gates.
and only lum and watch once Ihey're safely
clear. l1len, they may realize that the magic
which protected the City of Brass also preserH.-'d
il - and now. thousands of years are catching up
with it at once. It's crumbling 10 verdigris and
dust. Within minutes, they're looking at a ruin,

One gcxxl thing after all this is that getting
home shouldn't be a great problem, no matter
how Illany vehicles the agents h:we lost. BPHO
HQ was monitoring as best they could, and has
chal1ered a helicopter frolll Bamako, which will
arrive in a couple of hours to see what can be
found and pick up any survivors.

As to the City of Brass - it's gone. \X'ithin a
week. there'lI just be the ruins of broken foun
dations. Within a year. the desell sand will have
covered evcn them. Dr. Hoffman's follow-up
team of BPRD psychiCS and scientists will declare
that the site is fading in every sense. and archae
ologists will have al best a deb~1table study in
vcry early African urban cultures. 'l1lis is now a
closed case.
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Other Scenario Ideas
The Demon Drink

A 11m-down apartment block in a failing
neighborh<XX1 of a major city is scheduled for
demolition. However, after rhree attempts, rhe
workmen are refusing to go in. TIley say it's
haunted. Their stories of strange mists and whis~

pering shadows seem convincing, or at least
convinced. What's more, the site manager and
two of his swfr seem to be behaving erratically.

TIle problem isn't a ghost. An old alcoholic
who hangs around the site is actually a ritual
magician, who took to the bottle when he
reached the limits of his ability. He has discov
ered that several rooms in rhe apartment block
were once used for ceremonies by an eccentric
cult, and are still functionally "sacred space,"
and the cult's activities attracted the attention of
an ancient spirit which is willing to treat slow
suicide by lxx>ze as ~sacrifice of self."

All this is going to kill the magician fairly
soon, but not before he nlins the urban restora
tion projed with his carefully targeted rituals
from the Path of Cunning (p. 124). Or perhaps
he's acrually working to save homes and a func
tioning neighborhood from a ruthless and
amoral developer; it may all be a matter of per
spective. On the other hand, the spirit (maybe
linked to the ancient and bloody cult of
Dionysus?) is growing stronger with worship
and fear - and meaner, too. And any confronta
tion in the apartment block is going to involve
someone falling through a collapsing floor.

Music Lover
The pes are assigned or hired to look into a

series of problems linked to a pop singer's tour.
If the PCS are freelancers with some skill with
weird problems, they are hired by the manager
of teen sensation Ellana Delle to look into
repons of bizarre behavior among fans, claims
by the singer that she's Mjinxed," and even sto
ries about a giant cat wandering around back
stage. BPRD agents are told that two different
psychics. known to the Bureau to be genuine
and fairly reliable, have reported sensing some
thing at Ellana Delle concerts, which have also
involved levels of hysteria among fans which
are noteworthy even in this context.

Investigators will encounter a seething mass
of egos, paranoia, and denial which would
make a mere case of ritual black magic look
easy. The youthful, well-toned, and hyperactive
Ellana Delle complains that she keeps losing her
voice and that none of the doctors, throat
sprays, or psychotherapists are doing any good.
Her backing singers have a turnover rate which
is making it hard to find people able to cover
the gaps in her range. At every concert, more

and more audience members are screaming
themselves into medically dangerous states of
hysterical collapse. And most of her stage crew
are taking to drink after seeing the cat.

During her recent breakthrough tour of
Japan, Ellana Delle drew the anention of a Gaki
(p. 156) which feeds on female screams. She
and her backing singers are a good source of
nutrition, and her audience is even better. When
it steals her voice, she bluffs wildly and lets her
backing singers cover for her; when it steals
those of audience members, they often try
screaming louder, until they collapse. Trapping,
destroying, or driving off the spirit is the PCS'
problem, especially as Shinto priests are rare
outside Japan. If one PC is tough enough, falling
fmm the lighting gantry is probably mandatory.
If the plot doesn't sound horrific enough,
remember that a giant cat has an even easier
way to extract screams from stray teenagers.

This Little Piggy
The PCS are sent to Ireland, to investigate a

series of mysterious break-ins at museums and
ancient sites; Bureau analysts say the perpetrd
tor is too often coming too close to things that
have genuine paranonnal power. They find the
country a little changed since Hellboy's visits in
the 1950s; it's a fairly successful European
industrial nation now. 'nut said, nlral areas can
still seem pretty quiet and old-fashioned.

The mysterious robber seems ruthlessly
determined; one or two night watchmen or
other passers-by have ended up in the hospital,
but no one can provide a useful description.
The odd thing is, nothing has been stolen.
although a lot of small objects have been
moved around. (Occultism or Ritual Magic skills
can identify what seem to be cmde and ham
fisted attempts at ritual arrangements.) It will
take a certain amOUl1[ of investigation and spe
cialized knowledge to find any sort of pattern in
the crimes, and to predid where the perpetrator
will strike next.

In fact, the mystery burglar is Grom (p. 154),
still in his shmnken form. He's spent the last 40
years hiding in nlral areas, but a chance
encounter with a magical site has shown him
that he can smell magic, and he's experimenting
with ad hoc techniques to enhance and channel
it. If he succeeds, he'll regain his former power.

111is scenario may turn into either a game of
hide and seek, a titanic battle with the restored
monster, or perhaps a melancholy coliaborJtion
with a party of Daoine Sidh, come to recapture
one of their duller-wined brethren and to take
him back "into the shadows under the \vorld" 
for monsters, too, belong only mere, today.
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Appendix A:
Published Hellboy Stories

J\los[ of the pllbli~hed l-/elllXJ)' slories h:n'e
been collc-cted into live graphic novels, 111ere
have also been t\\'o pro~ oO\·e!s. a ShOIl story
anthology. and other uncollected stories. all pub-
Iished by Dark Horse Comics.

Graphic Novels
.\Iignola. Mike and Byrne. John (scripr>. Seed of

Des/ructiOll (199-1). 111is is the story of Hellboy's
first appear.mce on Eanh. Its opening pages take
pbce in 19+-t, ~lnd Iell of Ihe Hdloov Incident in
East Bromwich and Ihe simuitanedus ritual on
Tannaganl Island. It then jumps ahead 50 years. (0

199-i. Professor Bn.lltenholm is killed by a frog
creature. and Hellboy has his first encounter with
Rasputin. 111is book introduces many of the major
characlers of I-Idlbo{s world. including Dr.
Manning. Liz Shennan, Abe Sapien. the Ragna Rok
team. and the 13PRD.

TIlis gr.lphic novel also includes two untitled
short adventures. The first, set in 1993, chronicles
Hellboy's defe~ll of Anubis. The second is set in
Brazil in 19'59, ~l1ld tells :iI)()ut Hellboy's first
encounter with Ilerman von Klempl, in which
J-1ellboy defeats von Klempt and his Kriegsaffe
.:.9, :tnd buries them both in the ruins of von
Klempt's lab.

Mignola, j\·like. \YIcd..>e tbe Devil (1997>. TIlis
graphic novd tells one of the pivotal ~ldventures

for Hellboy and the BPRO: the inbmolls Giurescu
investigation. It begin,:; in 1995, when Rcxlerick
Zinco tr.wels 10 :'-:orway and meets the Ragna Rok
team. It then moves to 1996. as the BPRD begins
looking into the theft of Giurescu's corpse. TIle
im'estigation ends \\ ith O\"t:r a half-dozen 13PRD
agents and employees either dead or badly
injured. and wilh Ihe Bureau nOI much the wiser.
This is Ihe laic in which \\e gel 10 know Ihe Ragna
Rok leam. and watch them die. TIle book also
introduces Roger, J-1eote, Sydney Leach, and tells
us a gn-"at deal more aholll Rasptllin's history.

_\lignob. ~Iike. "!1)e Cbained Coffin and Otbers
(1998). 'Ihis book collects <;e\eral shorter HellOOv
ac!\'entures: '

-·I1,e Corpse.- In 1959. Hellboy rescues 3 lxiby
from the D~loine Sidh by helping with the proper
burial of :1 corp-.e.

M'llle Iron Shoes.- In 1961. HellOOy defeats an
Iron Shoes goblin. \'('e are introduced to Falher
I\like Nolan.

M'llle Bab:. Yaga." Set in Russi3. 196-+. Hellboy
[racks down the Bab~l Yag:l. and inad\'enently
shoots out her left eye.

~A Christmas Cnderground." An unusual tale
set in 1989. Ildlho)' deal .. with ~ome ghosts. a
sabm:lnder, :ll1d :l ral-l:>e:bl.

'The Chained Coffin:' A pivotal story. set right
after Seed oj Destl7lclioll. in 199... J-1ellOOy returns
to E.'1st Brol11wich. and dreams of his parents. nlis
is our introduction 10 Hdllx>y's father, a powerful
delTlOn.

-TIle Wolves of Saint Augusl.~ In ble 199-t.
HellOOy 3nd Kale Corrigan encounter the were
wolf Grenier family. ll1is is Corrigan's first appe-.u~

ance, and her first field mission.
MAll110st Colossus.~ Sel a few days after WClke

tbe Dedi. in 1996. Ihis wle is a1XJui Hellboy and
K31e searching for Roger, and convincing him to
reslore Liz Sherman's pyrotechnic abililies before
she dies. AJong the way, we meet Roger's brother.
'Illis is a key story for IXJlh Roger and Liz Shem13n.

'\lignola. ~like. 171e Rigbl Hand oj Doom
(2000). l1lis book i~ another collection of shoner
stories.

"Pancakes:' A whimsica.l two-p3ge vignene, set
in 19..7, alXJut J1ellboy"s introduction 10 pancakes,
and the subsequent deSjXlir in Hell.

"'nle Nature of the Beast:' One of Hellboy's
earliest :1dventures, this 1954 story teUs aoollt
Hdlboy fighting the S;lint Leonard Worm at lhe
urging of the Osiris Club. Hellboy is wounded,
:ll1d his blood produces lilies where it falls.

"King VoId." In 1956. HellOOy meets Professor
Aickman, ~l1ld is betrayed by him. Aickman is
appropri~ltely punished by King VoId.

"J-Ieads:' One of the few Hellboy stories nOI set
in Europe or Al11eric:1, this 1967 adventure chron
icles Ilellboy's encounter wilh the nying c.l1lnibal
heads of Japan.

-Goodbye, .\liSler Tod..· In 19-9. Hellboy deals
with an oUl-of-control eCloplasmic creature.

'The V:ircolac.'· Set in 1982, this slory tells of
Hellboy's last encounler wilh the vampire
Countess Kakosy.

-The Highl Jland of J)oom.~ While mostly con
sisling of nashbacks. Ihis 1998 tale is impollant in
that I-Iellboy finally accepts Ihe burden his righl
hand represent:>. The Slory is 300m Hellboy
recounting his history to Father Adrian Fro~1
(Professor laJcolm Frost's son). Father Frost pres
ents :1 piece of parchment 10 J-1ellboy. depicting
his h3nd. and naming il the Righi Hand of D<x>m.

"Box: Full of Evil." -n1is 1999 adventure starts
out with J-1ellboy im'estigating Igor Bromhe3d's
blest caper. L'nfoIlun3tdy. Bromhead frees a
delllon nallled Ualac. U~IIaC knO\\'s :1 great deal
about HellOOy'~ history. and steals Helllx>y's i1l\'is
ible crown. After HdllXJy defeats L'alac. he meets
the demon Astaroth, who promises to hold
Hellboy's crown for him.

l\lignob. ~like. COIIC/uero,. \\''01'//1 (2002). This
book begins in 1939. at Ilunte Castle in Austria. A
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Nazi rocket. containing the de,lel Professor Doctor
Oeming. is launched de~pite ;mempls [0 SlOp il.
Oyer 60 ye,lrs bIer. in 200 I. the BPRD learns that
the rocket b fdurning, and send HelllX>y ,mel
Roger to ~IOP it. '111ey encounter HCnll:l!l \'on

KlempL Inger von Klemp!. and the Conqueror
\\'onn. but pre\;!il \\ ilh aid from Lobster Johnson.
111ey also discover somt' '>t;'cret5 about Hellboy's
pasl. which promp' Ilellhoy (0 quit the BPRD in
search of ;m~\\'ers.

Prose
Golden. Chri'>lopher and .\lignob. ,\like <illus

tr:Hor), nJe Lost Army (I9CF). -nlis no\"e1 is set in

1986. and imul\'cs an investigation by Hellboy
into a missing arch:leological expedition in Egypl.
and ends with the discovery of an undead Persian
:Inn)' ;lOci :1 mad wizard trying (0 summon an evil
god. 11lis nmd al'iO introduces Doctor An.astasia
Br..IOslldd. Hdlboy's ex-girlfriend,

Golden. Chrislopher :lI1d 1\lignob. ~Iike (illus
tr:lIor). n)(! BoNes ofGirlllts (ZOOn In Ihis nm·e!.
Hellboy is called in when tht' bones of 1110r, Gcxl
of Thunder. :Ire found in Sweden. He, along with
Abe Sapien ;md PernilJa Aickm:m, end up having
to defeat an evil frost giant resurrected by Ms.
Aickman's f:lther. Professor Edmtlnd Aickman.

Golden. Christopher (editor). J\lignola. Mike
(illusti.Hor), et ;11. Odd./obs (1999). This book is an
anlhology of stories by various hOll'or authors,
including Stephen H. Bissette, Craig Shaw Gardner.
N:lncy A. Collim,. Rick Hautab. jim Connolly,
Poppy Z, BritL', :md the team of Christopher
Golden and J\like tvlignob. Most of the stories are
nol ('unsidered canonical llellboy, with the excep
tion of "'Ille ;";uckebwe." by Golden and Mignola.

Appendix B ~\
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Hegardless. they can serve as excellent inspiration
for J-fellboy roleplaying advcntures.

Other Tales
~lcDonald. Brian (story). Thompson. Derek

(art). Abe Sapien Omms of tbe Dead (1995). 11lis
one-shot comic, :-.t:l in 199.3, rebtes Abe's im'csti
gation of :1 haunted freighter. and his encounter
with the ghosls of :ll1gry sb\es,

I\lignob. Mike. -Hi, ,\Iy Name Is Hellboy"
( 199... ). This brief slory is merely an introcluction 10
I-leI/boy. narr:Jtt..'Xl by Hellboy. h appeared in
Celebrate O"L"{'rs"~)' (Co/lector's FLlitiou).

;\Iignola. Mike. -Abe Sapien \'s. Science
(1999). '111is story appeared 35 a backup feature in
the:- original f1ellboy: Box Full ofEL'''' comic It ha~

nOt been collooed. It occurs in 1999. and im-ol\es
Abe Sapien saving Roger from dissection by re\'i\'
ing him with electricity.

."-lignola. Mike. "Lobstcr johnson: TIle Killer In
J\ly Skull" (1~)9). ~t in 1938. this uncollected tale
is abotu Loh~ter Johnson's battle against a slr:lnge
foe. It W:IS another backup feature in thc Hellboy:
Bay Nill ofEdl comic.

Mignala. J\like. Golden. ChrislOpher. and
Sniegoski. Tom (story). and Soak. Ryan (art).
SPUD: I-iof/oul Ecmb (Z002). This lhree-issue
COmics series, set immediately after Hellboy quits
the BPRD, stars Abe Sapien, Roger. Kalc Corrigan,
:lnd new agell1.Johann Kraus, as thcy track down
lhe missing Liz Sherman, :ll1cl perhaps learn Ihe
origins of hUlllanity.

[n addition, Hellboy has appeared in numerous
crossover stories wilh heroes like B:l1lllan,
Starman. Ghos!. the Savage Dragon, Painkiller
jane, and the Next Men.

Appendix B:
Using Other GURPS Books

GURPS. the nllt:' sy~tel11 which "IX>wers" Ihe
Hellbo)1 Sourcebook mltl Rolepul)'itlg Game.
:1(lu~lIly con~isb of a wholt:' line of bcxJks, \\;lhile
the one you're reading now is the only one you
ne-"t'd (0 play this game. there are many rnhers.
a\'ail:lble from any good game SlOre. which can
be u~ to broaden and enhance your Hellboy
camp:lign.

The Core System
1111.:' heal1 of the sy~tem is lhe GURPS &sic

Set. 11lis defines tht:' mles of the syslem. with far
more detail and \ arit'ty than we could squeeze
into this book. It also con:-rs rules for comb:1t
using figurt':-. on :1 hex map. and gi\'es more
details for spell-based magic and psionics (the
S;.Illlt;.. rule:-. u~d for p~ychic pmvcrs in this book).

Aftt'r the &lsic Set was originally published.
supplelllellls :lnd addition:t1 books extended the

list of oplions for the game. To s."we garners from
hming (0 purchase a vast libF.lry if they wanted 10

have :Jcce~ to u~ful GURPS rult's. Ste\'e Jackson
Games publisht:d the two GURPS Compelltlium
\'olumes,

GURPS Compelltlium J: '111Is deals \'-"ith char
adeI' creation. wilh detailed treatment and \ariant
rule~ for attributes. many more a(h"antages. disad
\·antages. and skills. and additional mles for the
creation of nonhuman PC,;;.

GURPS Compe,ulium l/: Subtitled "Combat
and Campaigns." this pro\'idt's more cO\'t'r'.1ge of
equipmt'nl. more dctailed combat mles. system~

for handling battles between armies. ships. or
~paceships, and lreatment of weirel em'iron
ments. poison~, alcohol, and different rypes of
socielie~.
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CURPS MOl/sters
'111is may be panicubrly useful (0 Hel/boy

G~ls. It i~ a collection of nonhum:ll1 ad\"ers..1ries
and threats. each given full details as characters
and at least t\\O pages of description and history.
Many of them are exac/(r the sort of 3d\"ersaries
HelllX>y could find himself fighting. and \·irtually
all would be of interest to the BPRD. one way or
another.

Crossovers and
Adaptable Ideas

Hellbo)! g~lmes need varied and exotic adn:~r

saries :lnd loc~i1e~. and can borrow plot and char
acter ideas from other scnings, other story types.
and other world~. '111e advantage of GURPs. as a
generic. nexiblt.> ::.y::.tem. is thm it makes it easy for
players and G~b to br<Xlden their horizons.

Here is ~l ::.election of CURPS books. a\·ailable
at the time of writing or expected very soon.
which may be of intereM to Hellboy G~ls and
players.

<HistoricaIlIlZl'tbicaf"' Books
Many CURPS :'lupplemems CO\'er the history

and m)1hology of <I particular culture and region.
TIlese GIn I~ \'t;~r)' useful in Hellbo)l games. as
rno::.t of them describe:' m)1hs and monsters which
would make interesting problems and opponent::.
in the present day.

GURPS CeIJic My/b may be especially appro
priate. because it co\ e~ the myths which are rep
resented in Hdlboy's world by the Daoine Sidh.
Any Gl\1 looking to use that particular r..Ke of
beings at length should look at it. Other useful
books in thi... line include CURPS Imperial
Rome. CURPS Arabia" Nigbl.... GURPS
Middle Ages J, and CURPSjaprm.
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•CURPS Spirits
The "spirit" niles in the Hellho)!

RPC come direct from CURPS
Spirits. which has lllore details. extra
options. and J lot of additional creature types
which use these niles. 11 also has a longer version
of the otu31 magic I1.Iles used in the Hellboy
game. making it doubly useful for GMs who want
their games to irwoh'e a lot of ghost-busting and
ceremonial m~lgic.

CURPS Bestial)'
TIlis book not only pro\Cides game statistics for

a huge variety of naturnl and legendary animals. it
has notes on dealing with them in games. and
e\·en I1.Iles for using animals as PCs.

Template Books: CURPS Rogues al/d
CURPS Warriors

TIlese twO books are designed to m3ke creat
ing PCS and major ad\"ers.1ries easier. by provid
ing charnoer templates which a player or Gl\l can
take and ~rsonalize. Wan-iors is useful for all
sorts of soldiers and professional fighters. many
suitable 35 I3PRD agents. Rogues covers charac
ters from the wrong :-.ide of the bw, but it could
also be w,eful for ~111 SOIl.'. of shadowy types.
trackers. ~pies. and ~o on.

Ilon"or SI/pplemellts
J\sidt:: from GURPS Horror itself. there are

sen:'ral supplements intended to sUPIX>r1 horror
games. GURPS Bloorl T),pes and GURPS
Ulu/end provide dewiled game treatments of
\'ampires .mel undead respectin·l)'. and could be
handy sources for varied acl\'ers.;lries. Likewise.
GURPS Cretlt",.es ofthe Night is a .selection of
origil13l and highly effective "horror creatures:"

CURPS Psiollics treated purdy as monsters rather than as nonhu-

111e powers referred to as "psychic" in the man Ch:u:tclers. GURPS Screwllpu"k is a COIll-
Hellbo)' RPG afe known as "psionics" in other pact discllssion of the roots of the gothiC genre (of
GURPS materi.. J. and GURPS Ps;ouics is a full which Ilellboy is a modern-day nunifesI3tion).
treatment of the subject. Gt-Is who lise it should Some books cover Olht::=r, very specific horror
probably veto or restrict some of the powers it campaign sellings and ideas. For example,
describes (particul:lrly telelxmation), as they are CURPS erthal details :1 worldwide supernatural
either too powerful or "out of genre" for conspiracy which could cause problems even for
Hellboy games, but others ale • Hellboy :Ind the 13PHD. In facl. if the Cabal and
entirely appropriate. BPHO • the 13PHD both existed, then the BPRD would
researchers may ~llso be most likely be a IJCIll!lI of the Cabal. used to
working on some forms of eliminate it:'l lesser enemies Convcrst·ly.
"psionic technology.·' CURPS Bltlck O/JS describes an agency of anti-

supernatural operatives on a more spectacular
and cinematic scale than the BPRD. but it also
includes plenty of opponents \yho Hellboy \yould
doubtless be more than ready (0 fight.

This comprehensive guide to CURPS horror
roleplaying should Ix of imere~t (0 any G,\I look
ing (0 run :t long Hellboy Glmpaign. or anyone
who is imerested in all the \'arieties of horror pos
sible in games. It also has det3ils on plenty of
frightening mon~te~ and u~ful PC templates.

CURPS Magic alld CURPS Cril110ire
CURPS Mtlgic pro\·ides a in-depth treatment

of spell-based magic. and a whole book's wolth
of spell~. as well as fulther rules and options for
magic itelllS. Jlchemy. nine mJgic. and more. It
will be im'aluable for any GM looking to usc a lot
of spellcasting chJiJcters. CURPS Crimoire adds
sc\'eral hundred morc spells.

AdditionalGenera~Purpose

Sourcebooks
These books are designed to be used with all

sons of g~lInes. adding specific options and pro
\·kling shan cutS for particular tasks.

CURPS /-Iorror



20Ib-Cel/tlll)' IlislOI)'
Three books may be useful for games set dur

ing the hislOricll period covered by Hellboy sto
tit.'s. GURPS C1i[fhfmgers covers the 19205 and
'.:305. GURPS lVlV/J the eponYlllous conlliet. and
GURPS Atomic Horror the 19505. Each could
he especially useful in achieving the right atmos
pbere for ilS era: melodramatic pulp action. grilty
'world :n war~ sagas. and giant monsters and fly
ing sauce~. rc;':)pectivdy. (11lt.' specific campaign
background of CURPS Atomic Horror doesn't
fit with the lIe/lbo..r backstory. but parts of it can
be acbpted.>

In addition. GURPS lVlJo's lVlJo 1 and 2
describe a large collection of historical characters
from mallY periods in GURPS tenns. They may
be of palliculm interest in -20lh-cenI1lI')' historical"
games because PCS might ha,-e a chance 10 meet
some of the more recent characrers imolved,
1110& who ~lpparently died hefore Hellhoy's time
might e\t~n pop up as undead.

CURPS I-Iigb-Tecb alld
CURPS Modem Firepower

These 1\\0 books go into considerJble derail
regarding weapons technology. from the
Renaissance to the modern day. Gamers who are
interested in the exact specifkations of the guns
their char3cters use Gin find all Ihey']] need here,

20tb CeJltllry Advenlure Styles
If gamel's W:lnt 10 play up the action, adven

lure. and investigation side of Hellboy games,
r3ther than the supernatul:t1 hOlTor, there are ~lt

least two CURPS supplements to which they

Appendix C f'
could turn for inspir3tion. CORPS Cops describes
the SOl1 of mainstream law enforcers who'lI be
first on the scene at many supernaturJI incidents.
CURPS Special Ops covers the high-action
world of special forces soldiers. who might well
become involved with major occult problems.

Conspiracies
Conspiracie~ <Ire a rdati\'dy small part of the

HelllJOy world. but Ihey are a natural fit with hor
ror gaming - and anyway. some would say that
both the BPRD and Project Ragna Rok are mem
seln~s \ery d:mgerolls conspiracies. CURPS
lIiumi,ull' provides book-Ienglh cO\'erage of
conspiratorial rolepla}·ing. \\'hile CURPS
lVareIJouse 23 describes the (hopefully> imagi·
nary storehouse where the lOys and tools of a
conspir.Ky-laden "'orld are kept. l\lany individual
items from the Iauer book could be dropped
str3ight into a lfelLboy scenario. and might startle
even long-lime BPRD agenlS.

Olbers
Numerous Olher CURPS lx>oks could have at

least passing interest. For example. CURPS
Vi/IL,ills provides a set of mostly human enemies.
some of them sUI~rnaturaland horrific. \yhile the
two CURPS Ultra-Tee/) Ix>oks and CURPS 8io
Tee/) deal with the son of highly advanced tech
nology which the likes of Professor Doctor von
Klempt would love to misuse. HeILbo)! GMs
should browse the shelves of their local games
shop and see what grabs them.

J-1ol~fully not literally.

Appendix C:
Under the Hood

CURPS is a rich and diyerse system. Some of
ilS details h:l\'e been Simplified for the Heilboy
Sourcebook milt Rolepk'yill8 CL,me. and oth
ers l13ve ~n changed outright to bener capture
the feel of the /-leI/boy selting. This appendix con
tains conn~rsion notes for players and GMs inter
e~led in combining this game with regular
GURPS. If you're using this Ix>ok by itself. me fol
lowing delails may be interesting to you. but they
are HOI necessary for playing the game.

Age and Youth
For this g:lIne. Age and Youth are nOI treated

as disad\·antages. and issues of aging are handled
by GM fial. or ignored. In regular GURPS. se\'er
31 of the Ile//oo.l' cha..lcters would ha\'e the Age
disadvantage. including Dr. Manning (p. 88).
Professor Brullenholm (p. 87) might h:l\·e Age.
but he seems an excellent candidate for the
Longevity advantage. as he remained quite acti\'e
into his 80s.

Further. 5e\ eral of the nonhumans should
have the L'mlging adv3mage. Roger (p. ~l> and
Olher homunculi em endure for centuries \yi!hout
app;nently slowing down. and Hellboy looks
much the same as he did in the mid~1950s.

The Conjoined Twins
Advantage

In regular CURPS lerms. the Conjoined Twin
(One Charader) ad,'antage (p. 32> includes: 1:,'\1.ra
Anns (-t tOlal). 20 IXlinlS; Ex"tra Head. 25 IXlinlS;
E:xt..l Legs (-t tOlal). ') poinlS; Peripheral Vision. I')

poinlS: and L"nn:Hural Feature (Conjoined Twins>.
-5 IXlinlb - totaling 60 points.

The Homunculus Template
!lomunculi (p. 34> are treated as a race in

CURPS terms. wilh a "lcial cost of 131 points.
Here :lre the details of their racial template.
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I. Index
\:-

Racial Disadual/tages
Soci:lI Stigma (\'31u~lble propenyl [-lOt

Cnnalural Feature (Homunculus) [•.,).

Racial SI/per POlmrs
Drain Super Ability 1 (Link. +10%: TOllch Only.

-2()o'o: In~lanlaneolls. +2000: Can steal technologi
cal and natural "super ~lbili(ies.·· + 100%;
Penmmenl lIntii given up. +~OOOfo; ~llISI win Quick
Comesl of skill + \,(!ill \'5. \X'ill, nOt Powers. +1()O/o)

(50): 1\limic Super Ability I (Link. + !OO/o: TOl/ch
Only. -2()%: Instantaneous, +20'Vo: Can absorb
technological and natural "super abilities," and
spirits, + IOCWo; Permanent unlil given lip, +'j()()'Jjo;

Levels are stored as Fatigue Points +100%;
Reduced Fatigue COS! 5, + lOO(l,{l) [57]; Telepathy 5

(Only when dormant. or on :lbsorbed spirilS.
-40%) 1151.

Racial SI/per Skills
Drain Super Ability at IQ [8]: Mimic Super

Ability .H IQ 181. Telerecei\'e at IQ I'll: Telesend al
IQHI.

In a regular GURPS game. homunculi should
also be Cnaging (for 15 poinl,) - see ~lbO\·e.

The Spring-Loaded
Fist Advantage

l1le spring-loaded fist
(p. 31) is represented by
Stretching 2, wilh enhance
menlS and limitations
Right arm only. -75%;
Does extra ld damage,

+25%: and Loose-link
chain. -2'3%. TOlal cost is 12

point".

Magic
'I1le SYSlem called '·~pell-based magic" here

(p. 1.30) is a simplified \ersion of what is known
as JUSt -magic" in the GURPS Basic Set and
CURPS Magic. In {hose books, n1O:>t spells haw
prerequisites - (){her. simpler spells that musl he
known first For example. wiz::lrds mUSI learn
Shape Fire before lhey (""dn learn Fireball. For thb
hook. lhose prerequisile~ have Ix"Cn ignored. 'Inc
spells here ~Ire the one~ lhal wizards will use in
combat. They would know lllany odler minor
spells. bUl they·re unlikely to maller \\"hen lhe
!3PHD is breaking down lhe wizard's door. GJ\ls
who w~lnl spellcasting PCS are encouraged to pick
up GURPS BLl.'~icSci or GURPS Magic, :llld use
their spells, including prerequisites. as listed. Note
also Ihat the advantage called Magel)· here is
equi\'alent 10 Magcl)' 3 in regular GURPs. Lower
level~ of f\lagcf)' are cert~linly possible in
lIellboy's \\"orld. (Similarl}'. the f1ellbo)' RPG
Rilual Aprilude is Ritual Aptilude 5 in GURPs.)

Cryokinesis and Pyrokinesis
In the GURPS Bt,S;C Sel and GURPS

Psio"ics. Cryokinesis and Pyrokinesis skills
directly manipulale lemper.uure. which is more
complex in play, and lacks the flavor of Ihe
Hellboy slOries. For this book. Pyrokinesis and
Cl)'okinesis were defined and priced to be COlll
parnble lO rhe Flame Jet and Frost Jet super
powers described in GURPS Supers. each with
the Area Affect enhancemenl, The conversion is
1I0l intended to be exact; lhese Pyrokinesis and
C'yokinesis skills should be thought of as brnnd
new variants of the traditional GURPS psi skills.
nOl :I:' l1lexlifiecl superpowers.
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