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1 ( P34)

p.B7 Mini-Glossary
Below are a few important terms used
in this book. The complete glossary
appears on pp. 563-565.

2
p.7 p.536-538 2

(2)
http://www.sjgames.
com/errata/gurps/4e/basi
p.7 99 106 99 c-set-characters-2p.html
P. 7. In the Mini-Glossary box, the
page reference for enhancement
should be to pp. 102-109.

CP p.B7 Mini-Glossary
This reduces the point cost of the trait
106 by a percentage. See pp. 110-117.

. cP
P- 106 -113

1cp p.B7 Mini-Glossary

you must have at least one point in it.
See p.169.

1CP
p-7 163

PC :p.B8 Character sheets.

3 PC Each player will need a copy of the
P- (p.314-315) Character Sheet (pp. 335-336) on
P which to record his PC’ s statistics.




p.8

(p.2-3, 322-324)
(p.312-313,
552-556)

:p.B8 HOW TO LEARN GURPS :
The tables of contents (pp. 3-4 and
339-341) and the index (pp. 329-334
or 570-575) are as detailed as we
could manage.

p.8

(2
p.216-218 )

p.7)

@

p.B8:The Glossary ( pp. 563-565
) defines the terms used in the game
— and an abridged version (see
Mini-Glossary, p. 7) appears here so
you can understand the Quick Start
rules without flipping pages.
(flipping
pages) Mini-Glossary
1

without flipping
pages
Mini-Glossary

(Quick Start)

p.8

(0.7)

:p.B8 HOW TO LEARN GURPS :
2. Read the Mini-Glossary (p. 7) to
learn the basic terminology.

p.9

2
10
p.326-340

10

:p.B8 For details on success rolls,
see pp. 343-361 .

p.10

GM
3
2
p.534-535)

2

:p.B9 To check reactions, the GM
rolls 3 dice and consults the Reaction
Table (pp. 560-561) .




p.10

3)

:p.B9 : Damage rolls use the “
dice+adds” system (see Dice,
below) .

p.11

=

:p.B10 : and special abilities
called advantages (see Chapter 2) .

p.11

=

:p.B10 : — specific handicaps
such as bad vision or fear of heights
(see Chapter 3) .

p.11

CP

(2 18
p.461

18

CP

(2

:P.B10 : This beginning point level
is sometimes referred to as the power
level of the campaign (see Power
Level, p. 487) .

p.12

p.251 )

:P.B11 : Disadvantages that are
part of your racial makeup (your “
racial template” ;see p.260) are
also exempt .
exempt( )

exempt( ) except( )

p.13

GM

CP

(p.472 )

GM

CP

:P.B12 Characterization Bonus :
The GM might choose to reward
players who write detailed character
stories with a few extra character
points for good roleplaying (see p.
498)

p.13

Super (

P.B12 : Exotic. An alien, angel,
robot, “ super” (a comic-book
superhuman ),
superhuman




An attribute this high . ..

p.15 probably guides your career choice
p.15, 153
16
18
33 32

0.17 32 33 18*18/10 32.4

32 64 96 192 320

P.B16 Will : You cannot raise Will
past 20, or lower it by more than 4,
without GM permission.
it Will( )
"lower A by X from N" A N
X
"from N"
(lower Will by X
from IQ - lower Will by X)
X more than 4
GM GM . 4
20

p.18 -4 4

lower Will by more than 4 from 1Q
-4
-4

20

-4 20
20




p.18

GM

(p.339

GM

GURPS Basic Set: Campaigns
( 4
) Sense Roll(
P358)

_, p-19(339),

p.18

GM
20

GM

20

P.B16 Per : You cannot raise Per
past 20, or lower it by more than 4,
without GM permission.

it Per( )
"lower A by X from N" A N

X

"from N"
(lower Per by X
from IQ - lower Per by X)
X more than 4
4

lower Per by more than 4 from 1Q
-4
-4

20

-4 20
20

p.18

10

FP 7 13

10

HP

SNE

p.18

“ FP

“ FP

SNE




p.18

FP

14
p.404-405

FP

14

(2 )

P. 17. In the third full
paragraph (the Fatigue Points section,
carried over from the previous page),
the page reference should be to pp.
426-427 .

p.18

; (2
11 p.354

@

:P.B17 : Dodge: Your Dodge
defense (see Dodging, p. 374)

p.19

:P.B17 : (although you can go a
little faster if you “ sprint” ina
straight line; see p. 354).

p.19

:P.B17 : Races and supers who
can move very fast should see
Enhanced Move (p. 52) .

p.19




p.19

> (p.192)

(p.63)

p.118)

:P.B18 Move in Other
Environments : Members of
land-dwelling races must have
Swimming skill (p. 224) to increase
water Move, and cannot buy more
than +2 yards/second. If you’ re
Amphibious (p. 40) , both water and
ground Move equal Basic Move, and
changes to Basic Move adjust both
scores. If you’ re Aquatic (p. 145) ,
water move equals Basic Move and
ground Move is 0.

Aguatic

p.19

(p.85)

x 2
br()  br()...

(p.47)

x 2
br() br()...

P.B18 : Air Move is 0 without
special advantages. If you have Flight
(p. 56) , air Move equals Basic Speed
x 2. br() br(..

If you have Walk on Air (p. 97) , your
air Move equals your ground Move,




p.20

CP

+1

CP

(P.B19:How GURPS Works: ST,
Mass, and Move) : If you want
simulate this buy + 1 Basic Move if
your PC is Skinny, -1 if he is
Overweight, -2 if he is Fat,-3 if he is
Very Fat, all at the ususal point cost.

P21

(SM)

+1
+1

+1

+1

+1

P.B20 Gigantism (+1 SM) : This
gives you Size Modifier + 1 and +1 to
Basic Move (long legs), ...

P21

(p.181 )

P.B20 : Gigantism : On the other
hand, height often provides a bonus
to Intimidation skill (see p. 202) .

P.22

(p.27)
-25CP

(p.135)  5CP

:15CP
]

30CP

(49

-25CP

-5CP

-15CP
30CP ]

(49 )

P.B20 Children : A child generally
is Dead Broke (see p. 25) , worth -25
points, and has Social Stigma (Minor)
(see p. 155) , for -5 points. These
traits are usually balanced against
Patron (Parents; 15 or less), worth 30
points — see Patrons (p. 72).




P.B20 The Elderly : If you age in
play, you will eventually have to make

P22 HT rolls to avoid attribute loss (see
Age and Aging, p. 444) .
(
p.421 )
P.B20 The Elderly : Represent
P.22 this by taking Social Regard
(.57 ) (Venerated) - see p. 86 .
Mute
Cannot Speak Mute
(142 (142 )
)
p.26 (223 ) ) (123
27 P.B25:- see Tech Level and
P- (p.29) Starting Wealth (p. 27) .
0.27 2 19 p.488 (2 19 P.B25:see Economics (p. 514) for

more information.




p.27

4)

GM

10

10

(2)
http://www.sjgames.
com/errata/gurps/4e/basi
c-set-characters-2p.htmi
P. 25. Update the "Multimillionaire"
entry to read:
Multimillionaire: "Filthy rich" doesn’t
even begin to describe your wealth!
For every 25 points you spend
beyond the 50 points to be Filthy
Rich, increase your starting wealth by
another factor of 10: Multimillionaire 1
costs 75 points and gives 1,000 times
average starting wealth,
Multimillionaire 2 costs 100 points
and gives 10,000 times starting
wealth, and so on , to a maximum
level (usually 3 or 4) set by the GM
. 50 points + 25 ponts/level of
Multimillionaire.

P.27

P.B26 : Starting Wealth : ( see
Chapter 8, or consult the equipment
list in the relevant worldbook).

p.27

(p.490)

P.B.26 : Later Earnings : ... or you
can get a job (see p. 516) .




GM If a poor PC becomes wealthy, the
0.27 CP CP GM should require the player to “ buy
' CP |off” the disadvantage with character
"buy off" ( ) points -- see p. 121.
117
281 281
SNE
SNE
p.28 (P.
+1 41 B26): if you are Wealthy or better ,
you get +1 Status for free.
(3D (3 )
10 Y- | —3b—3160—
2 ¢ ): (
p.29 (3D ) _ 461
7 . (307 B28)-Sometimes{rot-of 10-of
3 ¢ ): 3 fess)xdi2-{roune dow) .
Oeccastenalyroll-of 7orless)yx13-
—r —1




): 3
(.3) P. 27-28.
( On these two pages, remove every
instance of the words " Round Down *
and add the following at the end of
) the "Frequency of Recognition”
' section " Apply multipliers for
(- people affected and frequency of
'12 2 1 |recognition, and then drop all
fractions at the end. "
( : 2
(
p.29 )
' 12
)
): CP
Cp 1)( CP
cP oo
CP
CP
2 (P35 P114)




0” 0”
0.38 Reprogrammable
GM GM GM
.
) )
39 ( P85 Single-Minded) The
P- GM may rule that certain complex
tasks require you to divide your
attention.
you could make an All-Out
Attack followed by an Attack
p.43
p.43 (113 ) (112

p.44

SNE




(2 )

g P. 85. Under Special Limitations
(where the text of Morph has
49 continued from the previous page),

P- S add the following sentence to

Cosmetic: " This limitation includes
-50% Mass Conservation, but not Retains
Shape. "
-50%
parallel world (
.55
g ( )
) )

time-jumper -
world-jumper -

P-55 Jumper(Time) - ( )
Jumper(World) - (
)

p.56

14
0.56 "hitch aride" ( )
0.56 (P.107)) (Limited Use)




p.56 "hitch aride” ()
p.56 “hitch aride" ( )
p.56 paralle)l world (
p.56 paraIIe)I world (
p.57

20




Improved G-Tolerance

CP5 25
p.58 G-Experience
CP1 10 Tolerance
Experience
Improved G-Tolerance
59 CP5 25
P- 10CP 10CP G-Experience
CP1 10
Tolerance Experience
-5
p.59 HP -5 -5 HP -5 SNE




p.60

effective connections
actual
effective
connections
actual
P.B44 Contacts Effective Skill
of Contact : After that, select an

effective skill level. This reflects the

( éM Contact’s connections, other skills,
GM ) Status, etc. It need not be hisactual
) skill level (the GM will set this, if it
matters).
Contact Group(
) Contacts( )
.60
0.61 ( (p-60) | )
0.61 (Reliability)
5 5




Vibration Sense

p.62
p.63
p.64 1 1
( Telesend ( )}
a1 41 Mindlink P.B70 :
(80 You automatically succeed at all
0.64 ) (80 attempts to contact him with Telesend

(see Telecommunication, p. 91) and
Mind Reading (p. 69), provided he
chooses not to resist or has Slave
Mentality.




p.65

-50%

-50%
SNE

p.65

+1

+2

p.68

[

]

[
[

]
]

An ordinary human could
beliebably have any level of resistance
to a *mundane* "Rare" item, such as
Seasickness. He might also have
Resitant to Disease (+3) [3], Resistant
to Disease (+8) [5], or Resistant to
Poison (+3) [5]. Anything more would
be superhuman. Golems, robots,
undead, and other beings that are not
truly "alive"...

1 “

+3 +8
+3 ”

p.68

p.68

SCP

CP 5cp
SNE




p.72 +200% +300% SNE
247
p.73
(247 Psychic Healing : Your ability is
) -10% part of the Psychic Healing psi power
-10% (see p.256) .-10%
p.73
p.83
Your "natural" form (physical or
p.86 insubstantial) is considered a special
effect.
! 1

p.89




p.92

p215
p.93 < g
1
Thaumatology(GURPS Basic Set:
CharactersP.225)
cp CP
— 108 110
p.96 |
(
2
)
107 109
p.96

p.98




p.100

50%(

+10%

50%(

+10%

:Decide on the maximum width of the
cone, in yards, at the attack’s
maximum range. Cone costs +50%
plus +10% per yard of maximum
width .

+50% + 1
10% (
yard
) maximum range
maximum width

(p.B391)
maximum width

p.102

on/off

other enhancements
on/off

This enhancement lets you
turn a trait’s other enhancements off
and on at will.

p.104

SNE




p.104

Follow-Up

p.104

DR

DR

P.105

GURPS Basic
Set: CharacterP.106, Jet
Jet

)

P.105,

} (P.B106):Jet is
incompatible with Area Effect, Aura,
Cone, Follow-Up , Melee Attack, and
Rapid Fire.

4

p.106

CP1

+1%

CP1

+1%

1% per point the chosen
homing mechanism would cost if
bought as an advantage without any
modifiers)

CP

p.106

. If you link two attacks into one
and give identical Malf, 1/2D, Max,
Acc, RoF, Shots, and Recoil, you can
treat them as a single attack with one
attack roll but separate rolls for
damage.

p.107

DR

DR

- Your attack must reach a mucous
membrance (eyes, open mouce, nose,
etc.) or an open wound to have any
effect att all. DR always stops it.




Appendix

p.108 (
Accessibility
Characters 110
Accessibility limitations fall into
two broad categories: those that limit
108 the targets your ability can affect and
p-109’ those that limit the situations in which
P- it works. Accessibility
GM GM
DR DR - Your attack must touch skin or
p.109 porous clothing to have any effect at

all. DR always stops it.




p.110

p.110 101 000
3 (P115 161)
p.118

-2 -2
p.121

p.125




-2 -2 : requires self-control roll at -2
p.128 SNE
-3
p.128 -3 SNE
p.130
an appealing member of the sex
you find attractive
2007 9
-5 5
10 -10
p.130
1




: Note that you are likely to
change your standards of

p.130 attractiveness if no truly attractive
members of the appropriate sex are
available!

1 2
p.131 ! 2
1
You have many minor habits
that annoy others ([. . .]), and may take
one or two of these as quirks.
1 2
p.131 156 156




P.B151 (Revulsion)
:If you ingest the substance, you are
at -5 to attributes and -10 to all skills
and Sense rolls for 10 minutes.

; 10
10 10 5
P.135 5
10
10
2010 1 15
*
p.136 -5 -10CP * -5 -10CP ( )
CP
: For a normal human, the
penalties for non-native gravity
accrue in increments of 0.2G; see
Different Gravity (p. 350). An
increment of 0.1G is worth -10 points.
0.2G 0.2G An increment of 0.05G is worth -20
' points.
2 penalty
p.136 10 p.333) ) (2 10
0.1G 0.1G
increment
10CP -10CP 0.05G
200%5;3 -20CP increment

decrement ( )




p.149

+2

+2

p.149

+4

+4

p.150

20

P.148
(Overweight)

p.154

4

(P162 225)

p.168

21

21




< <
> <
p.173 |T> > g [ p-216 >
; -6 '
6 -6 -6
<—
0.175 TL> TL(tech level )
4
< Weather Sense
p.179 S < weather sense weather
> > lore
= 219
>
p.180 219
14
< . (2 )
p.182 > (2 13 |P.184.In the second paragraph of Cloak, the
13 "
2 ) page reference should be to p. 404 .
383 )
<
p.184 TL
TL
TL>
<
p.184
TL>




FP HP 1/3 |FP HP 1/3
p.186
p271
< >
p.271
<
0.188 (LAW) (LAW) >
(LMG)
(LMG) (
) Light Anti-Armor Weapon
( ) Light Machine Gun(
GURPS Basic Set:Characters P198-199
Guns/TL TL  P281 Guns(LAW
), Guns(LMG) "Heavy Weapons Table"
Airplane
:other Airplane specialties.
Airplane (fixed-wing
aircraft)
4 (Aircract) [Rotorcraft](
p.197 ( 4 )
-4) 5
G
(
)
:Any "strap-on" aircraft.
strap-on (

p.197

)




Airplane
:other Airplane specialties.

Airplane (fixed-wing
aircraft)
> (Aircract) [Rotorcraft](
_ )
-4
p.197 ( 4 5
|4
G
(
LTA,
< TL> < TL>
sl T 5 < S 13
P- >-2 > 2 Scuba/TL (P.B219): Defaults: 1Q-5 or
Diving Suit-2.
Weather Sense <
p.202 | >(< > Weather Sense
>) weather sense weather lore
204 ” : no skill roll is needed toattack your
P- > restraints! SNE
0.205 g Tt
< > (2)
14 (2 < S
205 < P. 197. In the Gambling skill, replace "roll a
P- > 10 331 Regular Contest of Gambling (p. 197) until
) one of you wins" with "roll a Regular Contest
(p. 349) of Gambling until one of you wins."
14 (2
< (2 (2 )
2051 10 10 )
339 )
> (P.B212, Packing)
p.206 -5 Default : 1Q-5 or Animal

Handling(Equines)-5.




p.206 12 12 (P.B194):Prerequisite: DX 12+ .
(EOD)
p.206 S
p.208
<
-4 -4
p.208 > -4 -4 -4
-4
-2 -2
< > ( ( ) :
p.208 ) ) (P.B209): Whip (DX/ Average )
p.209 TL
TL>
[ L Machinist -3 at TL5+,
p.211 GURPS 4 Machinist < TL
>
<—
TL> | TLS >3 s >3 < : Machinist -3 at TL5+.
p.211 GURPS 4 Machinist < TL
>
<—
TL> | TLS >3 s >3 < : Machinist -3 at TL5+.
p.211 GURPS 4 Machinist < TL

>




TL4 TL4
< >-4
<
4 >
- (P.B178): Most specialties default to
— TL5 TL5 one another at -4 - but above TL4, there is
p.211 TL> I
no default between Armoury specialties
< > < > dealing with weapons.
< <
> >
p.93
< >
< /
p.215 > ( ) (
— / Thaumatology(
GURPS Basic Set: CharactersP.225)
< : Vehicle Type : The controls , hull,
> motive system, power plant, transmission,
p.215 and even the paint job of one specific type of
vehicle listed under a vehicle-operation skill
such as Driving, Piloting, or Submarine.
p.220
32
< > 171|< > 171
p.220

20




14 e (24
) (2 )
(25 ) o
p.222 2 L
327 P.230. Under Using Techniques, the language
) TL page reference should be to p. 23 .
(163 )
13 13
p.223| —
p.224| ——
5 (P225 244)
(2 )
5
p.232 (2 P.240. In the Magic
17 455 Staffs box, the
(p.135) ) introductory paragraph
should refer to p. 481 .
p.235

p.239




p.244

(P245 248)

p.246

(100

(103

(P249 254)

p.251

p.251

SNE

p.254

[-10]

[-20]

cp
-85¢cp

8

(P255 279)




p.260

1 2
p.263 1,2 12 SNE
1 2
p.264 1,2 12 SNE
p.265 1(2) 1 SNE
p.266 0.25/0.025 10 SNE
p.266 1/0.025 2.5 SNE
(2 )
P. 279. The shotguns on the Rifles and
Shotguns Table should have damage
pi, not pi-. Note that this applies only
p-269 8G 1D _8G 1D to buckshot (those weapons whose
RoF has a x 9 multiplier).
(2 )
P. 279. The shotguns on the Rifles and
Shotguns Table should have damage
0.269 pi, not pi-. Note that this applies only
10G 1D+2 10G 1D+2 to buckshot (those weapons whose

RoF has a x 9 multiplier).




(2 )
P. 279. The shotguns on the Rifles and
Shotguns Table should have damage
pi, not pi-. Note that this applies only

P.269 12G 1b+1 to buckshot (those weapons whose
12G RoF has a x 9 multiplier)
1D+1 '
(2 )
P. 279. The shotguns on the Rifles and
Shotguns Table should have damage
0.269 12G pi, not pi-. Note that this applies only
' 1D+1 12G to buckshot (those weapons whose
1D+1 RoF has a x 9 multiplier).
<
>}
p188 < = TL>
< —_—
>
< > < 0188 <
- TL>
> (LAW) >
p.271 :
< / <
> < / >
(LMG) >
( ) Light
Anti-Armor Weapon (

) Light Machine Gun(
GURPS Basic Set.Characters
P198-199 Guns/TL <
TL> P281 Guns(LAW), Guns(LMG)
"Heavy Weapons Table"




p172 <

p.271
( ) Liquid Projector
( GURPS Basic Set:.Characters P.
B281, "Heavy Weapons Table")
(p.B283) : Cloth Sleeves
p.273 (Cloth) (Leather)
(p.B283) : Leather Gloves
0.273 Leather

Hide Pelt Leather




[1]

[1]
2]

: Concealable as or under
clothing.

p.274 p.276
p.275
p.272
[1]
[1] [2]
[2] p272
*
*
[1]
TL8
p.275 (TL-8) }
[11]
0276 132 151
[1]
: Water Purification Tablets (TL6).
1 05 Bottle of 50. Purify 1 quart each.
' Metric Conversions Game Metric
p.278 3 1 1 1 —1

1 =0.5




9 (P280 285)
0.283 +10 -10
(P286 295)
p.58
5
5 25 58| 25 |Improved G-Tolerance CP5
p.286 58 25 G-Experience
1 CP1 10 Tolerance
10 58 Experience
1 10
58
Vibration Sense
p.287 |
10 62 10
o 62
( _
_ )




0 ( 3 ) :P. 298. The cost for

p.287 0 10 10 Ultrasonic Speech is "0 or 10."

CP
0.287 3/ 3+1/

CP
0.287 5/ 5+1/

CP
p.288 047
p.288

p47




24 TL
118 }
p.288 24 118 24
TL Low TL 22
p.288 -5 > moo
p.289 — —
141 160
141
p.289 -15cp -5¢p SNE
p.289 -1CP

p.160




Overweight p.20

p.289
*
Cp *
If the cost of the
290 disadvantage is followed by *, then you must select a
P- self-control number; the cost given is for a
self-control number of 12. *
CP *
12
CP *
CP 12
p.290 -20% ( Full Power in Emergencies Only )
112
Accessibility

p.290




( Guided)
Homing )
{
p.290 B 105
p.291 | _
>

p.292 (< -3 -3 SNE

>

(P.296 304)

p.297 SNE




p.297 SNE
(2) P.317.The
p.299 [10] [5] sample character sheet for lotha should list her
Perception 14 as costing 10 points, not 5.
C31R07
p.303 SNE
C31R07
p.303 SNE
(P.305 310)
p.309
° HP HP (2) P. 327.
309 3 1 1 Under General Damage, change the
P- first bulleted item from "1/3 or less "
to " less than 1/3".
FP O
p.310
FP O

p.310




(P311 )

ESP o
(Precognition)
p.313 (| ESP
245 I
) _
(4) P.334.The

entry for Technology Levels should

P313 | (| e ] include pages 267 , 291 267
TL) 24, 258 , 281 24, 258

258
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