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p.536-538

'p.B7 Mini-Glossary
Below are a few important terms used
in this book. The complete glossary
appears on pp. 563-565.
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P. 7. In the Mini-Glossary box, the
page reference for enhancement
should be to pp. 102-109.

p.7

CP
106 -113

106

CP

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

p.7

1CP

163

1CP

p.B7 Mini-Glossary
you must have at least one point in it.
See p.169.

p.8

PC

(p.314-315)

PC

'p.B8 Character sheets.
Each player will need a copy of the
Character Sheet (pp. 335-336) on
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.
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p.216-218 )
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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
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:p.B10 : — specific handicaps
such as bad vision or fear of heights
(see Chapter 3) .

p.11

CP

(2 18

p.461

18

CP

@

: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

(p.472

CP

)

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

p.15

An attribute this high . ..
probably guides your career choice

p.15,
16

153
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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
-4 20
20
-4
GM
GM GM
GURPS Basic Set. Campaigns
( 4
18 ) Sense Roll(
P- (p.339 _, p-19(339), P358)




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 1Q - lower Per by X)
X more than 4

GM GM . 4
20
p.18 -4 4
lower Per by more than 4 from IQ
-4
-4
20
- 4
-4 20
20
-4
GM
10 10
p.18 SNE
HP
FP 7 13 7 13
« Ep FP
p.18 " , SNE
(2 )
FP 5 FP P.17. In the third full
18 14 5 14 paragraph (the Fatigue Points section,
P- 404-405 carried over from the previous page),
P the page reference should be to pp.
426-427 .
' (2 : :P.B17 : Dodge: Your Dodge
p-18 )11 p.354 (2 %l 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.118)

(p.192)

(p.63)

: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.

Aquatic




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.22

p.421 )

P.B20 The Elderly : If you age in
play, you will eventually have to make
HT rolls to avoid attribute loss (see
Age and Aging, p. 444) .

P.22

(p.57 )

P.B20 The Elderly : Represent
this by taking Social Regard
(Venerated) - see p. 86 .

p.26

(142

(123 )

(142

(123

)

Mute
Cannot Speak Mute

p.27

(p.28)

P.B25:- see Tech Level and
Starting Wealth (p. 27) .
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19

P.B25:see Economics (p. 514) for
more information.

p.27

4)
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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.

pP.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




p.29

12

CP

CP
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1(

CP

(.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
recognition, and then drop all
fractions at the end. "
( : 2

CP
CP

CP
CP




