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WE ARE NOT ALONE

In fact, every time we open the airlock, we meet a new race . . .

GURPS Aliens presents over two dozen new races for your campaign! Use them in any science
fiction adventure . . . or fantasy, or horror. Or, if you’re tired of throwing the same old metavillains
at your GURPS Supers players, these alien allies, foes and technology will keep your game flying.

Many of these races are suitable for use as player characters or allies . . . some are implacable
foes . . . and a few are truly alien. Among the creatures you’ll meet:

® The tentacled Purulu, galactic meddlers and misers. These radioactive octopi can buy
anything they want . . . except a world of their own.

@ The Memer and Saret, tramp steamers of the spaceways. These symbiotic partners rarely eat
and don’t need air or warmth; their slow, leaky ships are vital to galactic commerce.

@ The obsessively curious Irari, long-lived winged bipeds who hire other races to do the boring
task of ruling them.

® The callous Verms (short for ‘‘vermin’’) — a hungry hive of mind-controlling crabs, who can
devour a human community from within.

Race descriptions include:

@ Physical appearance — and special
physical abilities and limitations, along
with the race’s preferred environment.

® Psychology — These aren’t just
people in bug suits! Some aliens have
psychologies that are . . . different. What
do they want? What do they love — or
fear? How do they think and behave?
(Then again, some of the strangest-looking
races can be very human...)

@ Racial ecology — what do they eat?
How did they evolve?

@ Culture, religion and politics — how
do they behave at home? What (if
anything) do they worship? How do they
deal with humans and other citizens of the
galactic civilization?

Create new races!

Also included are rules for designing
new alien races, including racial
advantages, disadvantages and skills.
Invent balanced alien designs that will
intrigue and challenge your players!
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INTRODUCTION

Science fiction is the literature of discovery. And man, perhaps more than
anything else, wants to discover others like himself. Imaginative fiction has
always included the idea of others out there somewhere, either watching man or
waiting for him to come to them. The civilization from another world has been a
part of the science fiction repertoire since the time of Verne and Wells. It is a
ongoing theme of the genre second only to space travel itself.

H.G. Wells’ Martians in War of the Worlds set a convention: aliens were
ravening, inhuman conquerors. During the Golden Age of science fiction, writ-
ers like Isaac Asimov, Robert A. Heinlein and E.E. ‘‘Doc’” Smith expanded the
aliens’ characters; perhaps they would be Man’s friends, or his teachers. Perhaps
they would be — as Ray Bradbury poignantly demonstrated in The Martian
Chronicles — Man’s victims. Perhaps, finally, aliens will be truly alien, with
nothing at all to give or take from humanity. ,

This book is designed to
allow the GURPS Game Mas-
ter to bring any alien race —
from books, movies, comics or
his own imagination — into his
campaign. In addition to com-
plete rules for creating your
own. alien races, we’ve in-
cluded 28 different races of our
own, designed to provide a
large assortment of types for
use both as non-player and
player characters.

The possibilities for non-
= «d human intelligence are as- infi-

S

= ¥/ ¥ nite as the universe itself. For

one little book we had to draw
the line somewhere, so this
volume concentrates on the
sort of races man would be
most likely to seek out and deal
with during his expansion to
the stars . . . races enough like us to be valuable allies or dangerous enemies.
Most of these are suitable for use as PCs in a normal GURPS Space campaign.
The rest are a mix of the implacably hostile, the superhumanly powerful, and the
simply enigmatic.

il

i

Credit and Thanks

Many of the alien races that appear here were originally created by Creede
and Sharleen Lambard and by Steve Jackson. The Markann were created by
W.G. Armintrout. The Crystal Computers were created by William A. Barton.

Inspiration for the races I created for this book came from the aforemen-
tioned Wells, Smith, Asimov, Heinlein and Bradbury, plus a host of other
talented dreamers encountered over almost a quarter century of science fiction

. reading. A few more worthy of special note: John W. Campbell, Arthur C.
Clarke, Larry Niven, H. Beam Piper, Gene Roddenberry, George Lucas, and
Paul Levitz.
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About GURPS

- Steve Jackson Games is committed to
full support of the GURPS system. Our
address is SJ Games, Box 18957, Austin,
TX 78760. Please include a self-ad-
dressed, stamped envelope (SASE) any
time you write us! Resources now avail-
able include:

Roleplayer. This bimonthly newsletter
includes new rules, variants, new races,
beasts, news on upcoming releases, sce-
nario ideas and more. Ask your game re-
tailer, or write SJ Games for subscription
information.

New supplements and adventures.
We're always working on new material,
and we’ll be happy to let you know what’s
available. A current catalog is available for
an SASE.

Errata. Everyone makes mistakes, in-
cluding us — but we do our best to fix our
errors. Up-to-date errata sheets for all
GURPS releases, including this book, are
always available from SJ Games; be sure
to include an SASE with your request.

Q&A. We do our best to answer any
game question accompanied by an SASE.

Gamer input. We value your com-
ments. We will consider them, not only for
new products, but also when we update
this book on later printings!

BBS. For those of you who have com-
puters, SJ-Games operates a BBS with dis-
cussion areas for several games, including
GURPS. Much of the playtest feedback for
new products comes from the BBS. It’s up

- 24 hours a day at 512-447-4449, at 300,

1200 or 2400 baud. Give us a call!

Page References ,

Rules and statistics in this book are spe-
cifically for the GURPS Basic Set, Third
Edition. Any page reference that begins
with a B refers to a page in the Basic Set —
e.g., p. B102 means p. 102 of the Basic
Set, Third Edition.

About the Author

Chris McCubbin is a non-graduate of
the University of Nebraska-Lincoln in En-
glish. He spent six months as assistant edi-
tor of Fantagraphics Books’ The Comics
Journal, and a year and a half as managing
editor of Fantagraphics’ Amazing Heroes,
where he still occasionally reviews com-
ics. He is now a staff writer for Steve Jack-
son Games, making him one of the lucky
so-and-sos who get to do this for a living.

Chris and his wife, Lynette Alcorn-
McCubbin, live in Austin, Texas.
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 The War

Of all the alien themes in science fic-
tion, perhaps the single’ most prevalent is
The War, where mankind is involved in an
all-out fracas with slimies from the next
planet/system/galaxy. Outstanding  exam-
ples of The War include ‘Robert A.
Heinlein’s Srarship Troopers and the
Aliens. films. The central conflict of Star
Trek, essentially, is the Federation's two-
front, ‘ongoing police action against the
Klingons and the Romulans.

The classic form for this scenario sees
the noble, peace-loving, virtuous Terrans
suffer-an unprovoked attack  from slimy;
man-eating, implacable vermin from an-

" other planet. The chitinous fiends soon dis-
cover they’ve sliced off more protein than
they can process when Our Heroes rise up
in righteous rage to defend their homes and
families. Often-there are several races in-
volved as allies of both sides.

There’s no reason why a cynical GM
couldn’t reverse this whole schtick. The

' peaceful moss farmers of Planet Beta wake
up one day to discover that rapacious real
estate developers from Terra have landed
and are busily turning their beloved slime
swamps into condos. The' Betans, natu-
rally, decide direct action is called for.

.Since ‘the Vietnam era, the usual war-
story formula has changed. In contempo-
rary science fiction,. the reasons for The
War are usually political and arcane. Nei-
ther side-particularly hates the other,
they’re just ordinary folks (human and
not), who are interested in 1) staying alive,
and 2) staying out of trouble with their
superiors, in that order.

The Alien Campaign

THE ALIEN
CAMPAIGN

One of the Space GM’s most important decisions, as he creates his campaign
universe, is if, when and how many alien races will be included. There can be no
random table to generate non-human cultures; the GM must carefully evaluate
the needs of his campaign, and select or design extraterrestrials that fit his
universe.

Aliens vs. Monsters

The GM must keep in mind the difference between alien races and space
monsters. A space monster is a plot convenience . . . it could be vicious or
friendly, smart or stupid, single or a horde . . . but it exists primarily as an
obstacle the PCs must get through to complete their mission. Once they encoun-
ter the space monster and kill it, ask it the right question, or take the item they
need, the monster’s usefulness in the session is over, and it generally ceases to
exist.

An alien race, on the other hand, should be an ongoing part of the campaign.
Aliens are not monsters, they’re characters. It’s important for the GM to know,
in'detail, the cultures, tendencies and abilities of his non-human races. It’s also
important to remember that each alien in the campaign is an individual — a
person — with its own motivations and goals (even a true hive mentality is an
individual personality which happens to inhabit many bodies).

Campaign Style
Once the GM decides to include extraterrestrial races in his campaign, the
question that follows immediately is ‘‘how many?’’ If man is not alone, how

many neighbors does he have, and what does he know about them? The answer
to-this question will determine the whole direction of the campaign.

First Contact ~

"The theme of countless science fiction stories, this is the ideal jumping-off
point for an alien campaign. Do we find them? Perhaps the PCs are an explor-
atory team or colonist party, unconcerned with anything but the new planet’s
mineral content and the nearest trade route, when suddenly they’re confronted
with evidence of . . . others.

Perhaps they ﬁnd us, and the characters are selected to find out who’s in the -
huge glowing object parked over Omaha. Where are the visitors from and what
do they want — our friendship? Our mineral wealth? Our brains? OQur women?
Will our first encounter involve imperialists looking for a new world to conquer,
xenophobic nihilists looking for a new world to fry, or superhuman philanthro-
pists delivering the secrets of the universe?

And just because they happened to get here first, they’re not necessarily the -
official envoys of an outer-space civilization. They could be distressed travelers,
or fugitives from interstellar tyranny . . . or interstellar justice. Maybe they’re
space con-beings, looking to make a killing selling cosmic snake oil to the
terrestrial rubes.

_4_



- Rare Extraterrestrials
Man has encountered -
‘other civilizations in the
" universe, but first con-
tacts are rare. Perhaps we
have only met one or two
or three other races in
years or centuries of ex-
ploration. This is ideal
for the GM who likes a
tight, orderly campaign, o
or for those who want to ey
probe the cultural and S WY
psychological similarities e . o
and differences between - ' Y
humanity and the others. i' p

' If only a few alien ) “I
races are in the campaign, l]ll “"
they must be selected : 4 ||l dl
with special care. Perhaps N -. X/ g
humanity has found one ‘

“deadly enemy. Maybe
he’s also found one stead-
fast friend to stand with
him. Perhaps the two or
three interstellar civilizations have formed an alliance to seek for others like
themselves. On the other hand, the aliens could be so very alien that cooperation
or even communication seems an impossible challenge — and exciting roleplay-
ing thrives on impossible challenges:

M

WY
N o AN

A )
-
U

1

They’re Everywhere! : :

The universe is fecund, and humanity can barely set foot on some barren,
drifting space rock without meeting some new intelligent life form. The novels
of E.E. “Doc’’ Smith are outstanding examples of how to make a plethora of
alien races work in a fictional universe. The various incarnations of Star Trek
‘also include a host of ‘‘new life and new civilizations.”’

This background is suited to ‘‘thrill a minute’> GMs who like to keep new
surprises coming fast and furious. A cinematic ‘‘space opera’’ campaign cries
out for dozens of non-human civilizations. »

Humans? What Humans?

Finally, GMs looking for a really different roleplaying challenge can decree
that the character party is made up entirely of members of one or many nonhu-
man races. This can make a neat variation on the ‘“First Contact’’ scenario, as
the PCs stumble on mankind for the first time somewhere in the interstellar
sticks, or are sent to Earth to invite mankind to join the galactic civilization —
an invitation humanity might not take in the spirit it was intended.

Finally, who says humans are necessary for good roleplaying? An even more
daring GM might set his campaign so long ago that Earthmen are still in the
trees, or in a galaxy so far, far away that humanity will never find it. The GM
defines one or several PC races, and the party boards the good ship Gloork and
blasts off as agents of the Interspecies Confederation of Braapdrool. This last
alternative is particularly attractive to GMs who may be interested in running a
scenario or campaign with very high point-value characters.

—5—

GURPS Crossovers

There’s no reason to confine extrater-
restrials to the GURPS Space campaign.
The races and race creation rules in'this
supplement can be used with many other
GURPS worldbooks.

The most obvious use. for this supple-
ment, next to the Space campaign, is in
GURPS Supers, where the meta-heroes
are constantly fighting off alien invasions
— when the heroes aren’t “‘strange visitors
from another planet’’ themselves.

Another use for extraterrestrials is with .

GURPS Special Ops. **The Martians -are
invading! Send in the Marines!’’ Even
more unfortunate, perhaps, are the would-
be alien conquerors who have the misfor-
tune to invade the near-future America of
GURPS Autoduel, where everyone on the
roads is and armed for bear.

GURPS Horror and space creatures go
surprisingly well together. Most of the
great monsters of H.P. Lovecraft were ac-
tually very powerful, very unhuman space
races. We also have the example of such
classic horror films as The Thing, Invasion
of the Body Snatchers, -and Alien. Old-
fashioned, lustful Bug-Eyed Monsters
were a staple of the pulp magazines and

- movie serials that inspired GURPS Cliff-

hangers.

Space aliens can really spice up-a his-
torical campaign like that offered by
GURPS Cliffhangers and GURPS Swash-
bucklers (for an excellent use of aliens in
an Old West setting, see the graphic novel
The Secret of San Saba by lack Jackson, =
published by Kitchen Sink Press).

And of course the primitives of GURPS
Ice Age can expect at any time to encoun-
ter big, black, singing rocks from space.
Alternately, the PCs could be the space’
gods, sent to sow the seeds of sentience
across primitive Earth. =

Finally, mention should be made of the
several licensed GURPS worldbooks based
on science fiction and science. fantasy,. in-
cluding (so far) GURPS Humanx, GURPS
Riverworld, GURPS Witch World,
GURPS Horseclans and GURPS Wild
Cards.

The Alien Campaign
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Hypnotism, 64, 124.

Ice.Clinging, 14.

Ice Skates, 14.

Dliteracy, 9, 124.

Musion, 18.

Inmortality, 14, 30.

Emmnity to Discase, 14, 108.

Inmmnity to Poison, 14, 122.

Impaling Weapons, 11. @

Impulsiveness, 9, 32, 88, 100, 112,

Increased Life Support, 6, 11, 19, 36, 52, 88, 92,
96.

Increased Speed, 14,

Increased Strength, 19, 24, 36, 52.

Independently Focusable Eyes, 13, 14, 21.

Infrared, 18.

Infravision, 14.

Insubstantiality, 14, 30, 100, 112.

Intelligence Analysis, 96.

Interrogation, 24, 64.

Intolerance, 9, 73, 76, 96, 108, 119, 122.

Intuition, 44, 60.

Invertebrate, 19, 24, 56.

Invisibility, 14, 30.

Involuntary Dampen, 19.

Irari, 31, 32, 38, 48, 49, 71, 118,

Jaril, 36, 40.

Jealousy, 9, 122.

Jumping, 84.

Judo, 45.

Kaa, 25, 31, 35, 40, 64, 75, 79, 83, 86, 96, 97,
105, 107, 111.

Karate, 11, 16, 68, 108.

Kick, 22,

Kleptonania, 9, 84.

Krotiin, 64, 67, 68, 79. 83,99, 107, 111,

Lame, 9.

Language Talent, 11, 104, 122,

Law, 85, 96, 97.

Laziness, 9, 52, 88, 108.

Lecherousness, 9, 24.

Legal Enforcement Powers, 8.

Legs, 22.

Lightning, 18.

Lightning Calculator, 122,

Liook Sujan, 30, 31, 111, 116, 122, 123,

Luck 52,

Magical Aptitude, 8.

Magic Resistarce, 8.

Mamal Dexterity, 14, 56.

Markamn, 3, 45, 53, 64, 72.

Mathematical Ability, 122,

Mathenmtics, 122.

Megalomania, 9, 24.

Memer and Saret, 60, 122.

Mental Blow, 55, 68, 76,

Mental Skills, 10.

Merchant, 96, 100.

Metabolism Control, 14, 76, 108, 124,

Metamorph, 64.

Microscopic Vision, 15, 56.

Military Rank, 8.

Mimicry, 15, 24, 126.

Mind Shield, 68, 76.

Mindwipe, 55, 76.

Miserliness, 9, 60, 96.

Missile Weapons, 11.

Mmm, 31, 112,

‘Mormonism, 38.

Morph, 15, 126.

Move, 6, 11, 14, 16, 17.

Musical Ability, 56.

Mute, 9, 122, 124,

Natural Attacks, 17.

Nictating Membrane, 15, 18, 52.

Night Vision, 15, 73, 84, 108.

No Fine Manipulators, 14, 19, 52, 76.

No Manipulators, 19, 76, 116, 122, 124,

No Sense of Smell/Taste, 100, 116, 122.

Odious Personal Habit, 11.

Odicus Racial Habits, 9, 11, 24, 64, 73, 76, 100.

One Fine Manipulator, 19.

Overconfidence, 9, 44, 73, 80, 108, 119.

Pachekli, 10, 92,99.

Pacifist, 44, 52, 112,

Paranoia, 9, 24, 80, 81,122, 126.

Parasite, 19, 119.

Passive Defense, 10, 11, 15, 76, 104.

Patrot, 40, 51, 63,765, 70, 87, 95, 99, 101, 103,
109, 110, 111, 115, 116, 118, 123, 127.

Patron, 8, 12, 30, 33, 44, 47, 65, 67,92, 96, 99,
110, 112, 116,

Perfect Balance, 14, 108.

Peripheral Vision, 73, 88.

Phobia, 9, 93.

Physical Skills, 10, 11.

Physics, 122,

Physiological Terdenicies, 24.

Piloting, 15, 73.

PK Shield, 55.

Planetbound, 19.

Player-Generated Races, 23.

Polatized Eyes, 15, 108.

Precognition, 31.

Precursors, 30, 31, 35. :

Pressure Suppon, 15.

Primitive, 56.

Psionics, 8, 13, 14, 22, 30, 53, 95, 110, 119, 124,
125.

Psychokinesis, 52, 53, 55.
Psychological Tendencies, 24.
Psychology, 48.

Puruly, 96,

Pyronania, 9. .

Quirks, 7, 9, 23, 24, 26, 36, 44, 55.

Races, PC, 7, 13, 23, NPC, 7,23,

Racially Leamed Skills, 10.

Racial Menory, 15, 119, Dispersed Conscious-
ness, 12, 76.

Racial Skill Borus, 10.

Radar Sense, 15.

Radio Hearing, 11, 15:

Rapid Healing, 16, 88.

Recovery, 16, 76, 104.

Reduced Hit Points, 19.

Reduced Move, 14, 20, 88, 92.

Regeneration, 16, 24, 88.

— 128 —

Regrowth, 16.

Reputation, 8, 9, 60, 64, 73, 76, 80, 96, 124.

Riders, 64, 119, 125.

The Rule of 12, 8,

Rumning, 13.

Sadism, 9, 24, 73.

Savoir Faire, 44, 48,

Scout Service, 34, 35, 38, 39, 43, 44,46, 47, 49,
51, 55, 65, 70, 87,91, 95, 99, 111, 113, 115,
118.

Sculpting, 56.

Secret Connmmcatm 11, 16, 24, 56, 76, 122.

See lnvisible, 16.

Sense of Duty, 36, 37, 48, 68, 76.

Sensitive Tauch, 16, 56.

Sessile, 20, 21, 76, 116, 122.

Singing, 56.

Short Lifespan, 20, 56,60 76, 84, 124.

Shyness, 9, 52, 56.

Silence, 16, 76, 124.

Silicon-Based Metabolisms, 8.

Skills, 7, 10, 21, 23, 24, 34.

Skinny, 10.

Slave Menality, 20, 104.

Sleep Psionic, 24, 55.

Sleepy, 20, 52. .

Slow Metabolism, 11, 20, 116.

Smoke, 18.

Social Status, 8, 27, 28, 29, 34, 37, 41, 46, 49,
63, 64, 66, 67, 69, 81, 85, 89,93, 97, 103,
104, 107, 108, 109, 123.

Social Stigma, 65, 122.

Sonar, 14, 89.

Sonar Vision, 16.

Sonic Attacks, 11.

Sonic Blast, 18, 76.

Space Men, 6.

Space Monsters, 4.

Sparrials, 84

Special Effect, 6.

Specialization, 10:

Spectrum Vision, 16, 30, 112,

Speed, 20.

Split Personality, 10, 88, 126.

" Spot Rider, 120.

Stealth, 10, 11, 14, 16, 73, 76, 124, 125, 126,

Strategy, 64.

Strength, 6, 10, 13, 14, 21.

Stretching, 16, 56, 124, 126.

Strikers, 23, 76.

Strong Will, 116.

Stubbormness, 9, 32, 84,, 96.

Stuttering, 9, 10, 60.

Subjugation, 20.

Sub-Races, 9, 21.

Suffocation, 14.

Super Men, 6.

Surge, 18.

Survival, 10.

Swinming, 10, 13, 88.

Taboo Traits, 21.

Tamile, $6, 97.

Telecontrol, 24, 76, 78.

Telekinesis, 52, 76.

Telepathy, 8, 9, 12, 16, 24, 52, 53, 54 55,76, 71,
78, 116, 120, 122.

Teleportation, 53, 54, 55.

Telereceive, 52, 68, 76, 122.

Teleserd, 24, 52, 68, 122.

Telescopic Vision, 16.

Tempenature Tolerance, 16, 60, 73, 84, 116, 124.

Terataphobia, 60.

360-Degree Vision, 16, 92 96.

Toughness, 9, 11.

. Tracking, 14.

Traders, 100.
Transference, 119.
Treefolk, 92, 99.
Truthfulness, 36, 52, 100, 112.-
Trul, 45, 104.

Tunnel, 17. .
Ultrasonic Hearing, 17.
Ultrasonic Speech, 92.
Unaging, 17, 108, 112.
Universal Digestion, 17, 60.
Unluckiness, 9.

Umisual Background, 9, 22.
Vacuum Support, 17, 60, 116.
Venom, 17, 24, 64.

Vemy, 25, 64, 67, 76, 107, 118, 124, 125,
Vibratory Attacks, 11.

Voice, 8, 30, 64, 108.

Vulnerability, 20.

Walk on Liquid, 17, 108.

Warm, 18.

Weakness, 20, 24, 100.

Weak Will, 9.

will, 20.

Winged Flight, 13, 17, 32, 112

Writing, 44.

Xenomorphs, 126




STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS, In Nomine, and Traveller!

e Fun gaming accessories — shot glasses,
shirts, specialty six-siders, and more!

e PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games,
and many others - plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e Digital editions of out-of-print classics,
from Orcslayer and the complete run of ADQ -
to GURPS China and GURPS Ice Age. I >

@ Buy board games and roleplaying PDFs in 2
the same order! Download digital purchases
again whenever you need to.
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