




By Jeff Koke
and S. John Ross

Additional material by
William Barton,

Stephen Dedman,
Mike Hurst, 

Steve Jackson,
Thomas Kane, 

Scott Paul
Maykrantz,

David Pulver
and Steffan

O’Sullivan 

Edited by
Sean Punch
and Gene
Seabolt

Cover by
Gene Seabolt

Illustrated by
Dan Smith

Jeff Koke dedicates this book to the twin joys of his life – Angela, who loves him more than he could 
possibly deserve, and Alexandra, who simply loves. S. John Ross would like to dedicate his work on this book 
to Tim Driscoll and Clint Gaige, both of whom have inspired and fed his interest in the action-movie genres.

GURPS and the all-seeing pyramid are registered trademarks of Steve Jackson Games Incorporated. GURPS Black Ops, Pyramid,
Illuminati Online and the names of all products published by Steve Jackson Games Incorporated are registered trademarks 

or trademarks of Steve Jackson Games Incorporated, or used under license. 
GURPS Black Ops is copyright © 1997, 1999 by Steve Jackson Games Incorporated. All rights reserved. Printed in the U.S.A.

ISBN 1-55634-333-7 2 3 4 5 6 7 8 9 10

STEVE JACKSON GAMES

GURPS System Design by Steve Jackson
Scott Haring, Managing Editor

Sean Punch, GURPS Line Editor
Page Layout & Typography by

Olen Everett Cone
Title-Page Art and
Production by
Gene Seabolt

Print Buying by
Monica Stephens

Art Direction by 
Carol Burrell

Gene Seabolt,
Sales Manager

Playtesters: Bryan Adkins,
Sean Barrett, Michael Bowman, 

Ray Cochener, Mike DeSanto, 
James R. Dunson, John L. Freiler,

Richard Gilson, Robert Gilson, 
Paul D. Henrichsen, Bob Huss, 

Hunter Johnson, Don Juneau, John Karakash,
M.A. Lloyd, Peter Meilinger, Gary W. Roe, 

Scott Rutter, Curtis Shenton, Tim Soholt 
and Jonathan Woodward

S. John Ross would like to extend special
thanks to Sandra Earles, Shawn Fisher, Marty Franklin,

Dan Jasman and Bob Likins.

BB LL AA CC KK OO PP SSBLACK OPS



INTRODUCTION  . . . . . 4 
A Note From the Authors  . . . 4

Important Players’ Note . . . 4

So It Begins  . . . . . . . . . . . . . . . . . 4
About GURPS  . . . . . . . . . . . . . . . . . . . 4

Listen Close  . . . . . . . . . . . . . . . . . 5
About the Authors  . . . . . . . . . . . . . . . . . 5

1. THE SECRET
ELITE  . . . . . . . . . . 6

If You Only Knew
the Half of It  . . . . . . . . . . . . 7

Argus’ Eyes Only  . . . . . . . . . . . . . . . . . 7
About the Narrator  . . . . . . . . . . . . . . . . 7
Interview with General Davis Steele  . . 8
Backtracking . . . . . . . . . . . . . . . . . . . . . 9
The Birth of Argus  . . . . . . . . . . . . . . . . 9

The Company  . . . . . . . . . . . . . . . . 10
Combat  . . . . . . . . . . . . . . . . . . . . . . . . 11
Intelligence  . . . . . . . . . . . . . . . . . . . . . 11
Science  . . . . . . . . . . . . . . . . . . . . . . . . 11
Security . . . . . . . . . . . . . . . . . . . . . . . . 12
Technology  . . . . . . . . . . . . . . . . . . . . . 12

The Government 
Denies Knowledge  . . . . . . . 12

A Combat Op Speaks  . . . . . . . . . . . . . 12

The Shadow Brokers  . . . . . . . 13
An Intelligence Op Speaks  . . . . . . . . . 13
Argus: the Top of the Pyramid  . . . . . . 14
A Science Op Speaks  . . . . . . . . . . . . . 14
The Company: 

Middle Management  . . . . . . . . . . . 15
A Security Op Speaks  . . . . . . . . . . . . . 15
The Black Ops: Meat and Potatoes  . . 16
A Technology Op Speaks  . . . . . . . . . . 16
Blacknet  . . . . . . . . . . . . . . . . . . . . . . . 17
Taking Care of the Nosy  . . . . . . . . . . . 18

Maintaining 
the Conspiracy  . . . . . . . . . . 19

On the Street  . . . . . . . . . . . . . . . . . . . . 19
Getting In and Out  . . . . . . . . . . . . . . . 19
The Life of a Black Op  . . . . . . . . . . . . 19
Cleaning Up Loose Ends  . . . . . . . . . . 20
Black Ops and the Law . . . . . . . . . . . . 21
The Omicron Device . . . . . . . . . . . . . . 21
The Media . . . . . . . . . . . . . . . . . . . . . . 22
The Legitimate Government . . . . . . . . 22
Disavowal  . . . . . . . . . . . . . . . . . . . . . . 22

Worst-Case Scenarios . . . . . . 23
Renegades . . . . . . . . . . . . . . . . . . . . . . 23
Argus’ Eyes Only: Renegades  . . . . . . 24

Enemies Everywhere . . . . . . . 25
The Cadre  . . . . . . . . . . . . . . . . . . . . . . 25
Psi-Ops  . . . . . . . . . . . . . . . . . . . . . . . . 26
Argus’ Eyes Only: Psis  . . . . . . . . . . . . 27

2. THE ACADEMY  . . . 28
Academy Welcome Speech  . . 29

Welcome to Hell  . . . . . . . . . . . 30
The Spire  . . . . . . . . . . . . . . . . . . . . . . 30
The Commander  . . . . . . . . . . . . . . . . . 30
The First Few Days  . . . . . . . . . . . . . . 31

The Curriculum . . . . . . . . . . . . 31
Recruiting  . . . . . . . . . . . . . . . . . . . . . . 31
Book Learning  . . . . . . . . . . . . . . . . . . 32
A Recruit Speaks . . . . . . . . . . . . . . . . . 32
A Drill Sergeant Speaks  . . . . . . . . . . . 32
The Lay of the Land  . . . . . . . . . . . . . . 33
How They Make You Want to Die . . . 34
The Infirmary  . . . . . . . . . . . . . . . . . . . 34
Combat Department Curriculum  . . . . 34
Intelligence Department 

Curriculum  . . . . . . . . . . . . . . . . . . 35
Security Department Curriculum  . . . 35
Science Department Curriculum  . . . . 36
Technology Department 

Curriculum  . . . . . . . . . . . . . . . . . . 36
Weeding Drills  . . . . . . . . . . . . . . . . . . 37
Thoughts of Escape . . . . . . . . . . . . . . . 37
Argus’ Eyes Only: the Academy  . . . . . 38

Graduation  . . . . . . . . . . . . . . . . . 39

3. THE COMPANY  . . . 40
The Grey Alliance . . . . . . . . . . . . . . . . 41

History  . . . . . . . . . . . . . . . . . . . . . 42
The Directives  . . . . . . . . . . . . . . . . . . 42
Early Missions  . . . . . . . . . . . . . . . . . . 42
The Salad Days . . . . . . . . . . . . . . . . . . 43
The Directives . . . . . . . . . . . . . . . . . . . 43
Present Day . . . . . . . . . . . . . . . . . . . . . 44
Combat Directives  . . . . . . . . . . . . . . . 44

The Departments  . . . . . . . . . . . 45
Combat  . . . . . . . . . . . . . . . . . . . . . . . . 45
Intelligence Directives  . . . . . . . . . . . . 46
Intelligence  . . . . . . . . . . . . . . . . . . . . . 47
Science Directives  . . . . . . . . . . . . . . . 48
Science  . . . . . . . . . . . . . . . . . . . . . . . . 49
Security Directives  . . . . . . . . . . . . . . . 50
Security . . . . . . . . . . . . . . . . . . . . . . . . 51
Technology Directives  . . . . . . . . . . . . 51
Sponsoring Missions . . . . . . . . . . . . . . 52
Technology  . . . . . . . . . . . . . . . . . . . . . 53
The Agendas  . . . . . . . . . . . . . . . . . . . . 54

4. CAMPAIGNS . . . . . 56
Campaign Types  . . . . . . . . . . . . 57
The Everything-Squad Campaign  . . . 57
The Modular-Squad Campaign  . . . . . 57
Character-Oriented Adventures  . . . . . 57
The Cadet Campaign  . . . . . . . . . . . . . 58
The Single-Department Campaign  . . . 58
The Flip Side  . . . . . . . . . . . . . . . . . . . 58
The Historical Campaign  . . . . . . . . . . 58
The Shared World . . . . . . . . . . . . . . . . 59

Mission Types  . . . . . . . . . . . . . . 59
The Capture Mission  . . . . . . . . . . . . . 59
Protect and Serve  . . . . . . . . . . . . . . . . 59
The Clean-Up Mission  . . . . . . . . . . . . 60
The Containment Mission  . . . . . . . . . 60
The Cover-Up Mission  . . . . . . . . . . . . 60
Machines of War . . . . . . . . . . . . . . . . . 60
Theft: the B&E Mission  . . . . . . . . . . . 60
Keeping Fresh  . . . . . . . . . . . . . . . . . . 60
The Discovery Mission . . . . . . . . . . . . 61
The Reconnaissance Mission  . . . . . . . 61

Concepts and Reminders  . . . 62
Keep the Squad Informed . . . . . . . . . . 62
Keep the Departments Squabbling  . . . 62
Quick-and-Dirty Autofire  . . . . . . . . . . 62
Keep the Background Busy  . . . . . . . . 63
Keep the Competition Hot  . . . . . . . . . 63

2C O N T E N T SCONTENTS

C O N T E N T SCONTENTS



3 C O N T E N T SCONTENTS

Keep the Cameras Rolling  . . . . . . . . . 63
Let ’Em Show Off 

(The Spotlight Principle)  . . . . . . . . 65
Scare Them . . . . . . . . . . . . . . . . . . . . . 65
Torso Blow-Through: 

an Optional Rule  . . . . . . . . . . . . . . 65
Using These Cinematic Rules 

in Other Genres  . . . . . . . . . . . . . . . 65

5. CHARACTERS  . . . . 66
Background Story  . . . . . . . . . 67
Pre-Academy Life  . . . . . . . . . . . . . . . 67
Academy Experiences  . . . . . . . . . . . . 67

Basic and Departmental
Requirements  . . . . . . . . . . . . 68

Attribute Minima  . . . . . . . . . . . . . . . . 68
Basic Advantages 

and Disadvantages  . . . . . . . . . . . . . 68
Basic Cadet Skills . . . . . . . . . . . . . . . . 68
Departmental Curricula  . . . . . . . . . . . 69

Character Types  . . . . . . . . . . . 70

Advantages, Disadvantages
and Skills  . . . . . . . . . . . . . . . . 73

Advantages  . . . . . . . . . . . . . . . . . . . . . 73
Disadvantages . . . . . . . . . . . . . . . . . . . 73
New Disadvantages  . . . . . . . . . . . . . . 75
Skills  . . . . . . . . . . . . . . . . . . . . . . . . . . 75
New Skills  . . . . . . . . . . . . . . . . . . . . . 75

Martial Arts  . . . . . . . . . . . . . . . 75

Psychic Powers  . . . . . . . . . . . . . 76

Departmental Templates  . 76
Combat Op  . . . . . . . . . . . . . . . . . . . . . 77
Intelligence Op  . . . . . . . . . . . . . . . . . . 78
Science Op  . . . . . . . . . . . . . . . . . . . . . 79
Security Op . . . . . . . . . . . . . . . . . . . . . 80
Technology Op  . . . . . . . . . . . . . . . . . . 81

6. THINGS TO
HUNT & KILL  . . . . 82

Key to Descriptions  . . . . . . . . . . . . . . 83

Aliens . . . . . . . . . . . . . . . . . . . . . . . 83
The Greys  . . . . . . . . . . . . . . . . . . . . . . 84
Brainsuckers  . . . . . . . . . . . . . . . . . . . . 88
The Prima  . . . . . . . . . . . . . . . . . . . . . . 90

Wigglers  . . . . . . . . . . . . . . . . . . . . 91
Big Bugs  . . . . . . . . . . . . . . . . . . . . . . . 91
Brainsquid . . . . . . . . . . . . . . . . . . . . . . 93
Breederbugs  . . . . . . . . . . . . . . . . . . . . 94
Ice Weasel  . . . . . . . . . . . . . . . . . . . . . 95
Rockworm  . . . . . . . . . . . . . . . . . . . . . 96

Beasts  . . . . . . . . . . . . . . . . . . . . . . . 97
Demon  . . . . . . . . . . . . . . . . . . . . . . . . 97
Dinosaurs  . . . . . . . . . . . . . . . . . . . . . . 98
Dragons and Sea Serpents  . . . . . . . . . 98
Gargoyle  . . . . . . . . . . . . . . . . . . . . . . . 99
Ghost . . . . . . . . . . . . . . . . . . . . . . . . . 100
Gullet  . . . . . . . . . . . . . . . . . . . . . . . . 101
Soul Dog . . . . . . . . . . . . . . . . . . . . . . 102
Vampire  . . . . . . . . . . . . . . . . . . . . . . 104
Werewolf  . . . . . . . . . . . . . . . . . . . . . 105

Rogues  . . . . . . . . . . . . . . . . . . . . . 106
The Lodge . . . . . . . . . . . . . . . . . . . . . 106
Mind  . . . . . . . . . . . . . . . . . . . . . . . . . 106
Ramblers . . . . . . . . . . . . . . . . . . . . . . 107

7. DANGEROUS
TOYS  . . . . . . . . . 108

Weapons and Armor . . . . . . . . 110

Melee Weapons  . . . . . . . . . . . . 110
Grey Melee Weapons  . . . . . . . . . . . . 110

Ranged Weapons  . . . . . . . . . . . 111
Guns  . . . . . . . . . . . . . . . . . . . . . . . . . 111
Grenade Launchers  . . . . . . . . . . . . . . 112
Flamethrower and Incendiaries  . . . . 113
Lasers  . . . . . . . . . . . . . . . . . . . . . . . . 113
Grey Ranged Weapons  . . . . . . . . . . . 114

Explosives, Grenades 
and Nukes  . . . . . . . . . . . . . . . 114

Explosives . . . . . . . . . . . . . . . . . . . . . 114
Grenades  . . . . . . . . . . . . . . . . . . . . . . 115
Nukes  . . . . . . . . . . . . . . . . . . . . . . . . 115

Body Armor and 
Protective Clothing  . . . 116

Grey Armor  . . . . . . . . . . . . . . . . . . . 117

Tools and Gadgets  . . . . . . . . . 117

Communications &
Information Tech  . . . . . . 117

Computers . . . . . . . . . . . . . . . . . . . . . 118

Medical Tech  . . . . . . . . . . . . . . 118

Psychotronics  . . . . . . . . . . . . . 119

Sensors & Measuring 
Devices  . . . . . . . . . . . . . . . . . . 120

Survival Gear  . . . . . . . . . . . . . 120

Thief/Spy Gear 
& Countermeasures  . . . . . 121

Tools and Personal Gear  . 121

Transportation  . . . . . . . . . . . 122
Weapon Tables  . . . . . . . . . . . . . . . . . 123
Ranged Weapon Table  . . . . . . . . . . . 124
Melee Weapon Table  . . . . . . . . . . . . 124

GLOSSARY . . . . . . . 125

INDEX . . . . . . . . . 127



4I N T R O D U C T I O NINTRODUCTION

A Note From the Authors
The first part of this book (up through Chapter 3) and the vignettes beginning

the chapters are adapted from a mysterious, partially burned document found in a
Dumpster behind a Seattle tractor plant. It was edited for clarity and to remove
repetitions; other than that, it’s presented in its entirety. The supposed author of
this document, one Ivan Decker, could not be located to verify its authenticity.

The remainder of this book provides GURPS rules and campaign sugges-
tions for playing in a world that seems ominously like our own.

Important Players’ Note
A conspiracy wouldn’t be much of a conspiracy if everyone knew every-

thing that was going on. Black Ops contains important yet secret information
meant for Game Masters to read and convey as warranted. This material is in
sidebars with titles beginning Argus’ Eyes Only and the entirety of Chapter 6,
Things to Hunt and Kill. Black ops displaying knowledge of such matters may
draw unwanted Security-department attention, at the GM’s discretion.

So It Begins . . .
“Oh God oh God oh God oh God oh God . . .”
She just won’t shut up. I realize that having the greater part of your arm

removed is painful, but she’s really starting to give me the willies.
“Oh God oh my God oh Jesus oh God oh God oh merciful Christ . . .”
She’s not that light, either. Big girl, thick, like a damn side of beef. A very

loud, freaked-out side of beef. I’m dragging her down the sewer tunnel which,
by the way, seems to be slowly filling with sewage, flashlight’s running low and
she’s squealing like a stuck pig about her friggin’ arm.

So I say, “Shut up, Illy, or I’m putting you in the bag.”
“Okay, okay,” she says. “Okay.” This is only marginally more comforting

than “oh God,” but at least it sounds somewhat positive and I know she doesn’t
want to get frozen. The thing that got her arm is somewhere back in the tunnel,
probably bleeding to death courtesy of my last shotgun shell. Nastiest wiggler I’ve
ever seen. Big as an alligator and segmented like a centipede, with short stubby
legs protruding in all directions and a mouth full of teeth that come out of
nowhere.

I push Illiana up onto a ledge and look at the arm. It’s bad – huge gashes run
vertically from shoulder to elbow, and both bones are snapped and protruding
from the skin below the joint. Her hand is a bloody mess, barely there. I pull off my
bandanna and tie a tourniquet just below the shoulder. She winces as I knot it and
starts mumbling her litany again to herself, “oh God oh God oh God oh Jesus . . .”

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-addressed, stamped envelope
(SASE) any time you write us!
Resources now available include:

Pyramid. Our bimonthly magazine
includes new rules and articles for
GURPS, as well as information on In
Nomine, Illuminati: New World
Order, Car Wars, Toon, Ogre
Miniatures and more. It also covers
top releases from other companies –
Castle Falkenstein, Traveller, Call of
Cthulhu, Shadowrun and many more.

New supplements and adventures.
GURPS continues to grow, and we’ll
be happy to let you know what’s new.
A current 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 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. Or download them
from the Web – see below.

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 in later printings!

Internet. Visit us on the World
Wide Web at www.sjgames.com for an
online catalog, errata and hundreds of
pages of information. Illuminati Online
supports SJ Games with discussion
areas for many games, including
GURPS. Here’s where we do a lot of
our playtesting! Dial 512-485-7440 at
up to 33.6K baud – or telnet to io.com.
We also have conferences on
Compuserve and America Online.
GURPS has its own Usenet group, too:
rec.games.frp.gurps.

GURPSnet. Much of the online dis-
cussion of GURPS happens on this e-
mail list. To join, send an e-mail to
majordomo@io.com with “subscribe
GURPSnet-L” in the body, or point
your World Wide Web browser to
www.io.com/~ftp/GURPSnet/www/.

I N T R O D U C T I O NINTRODUCTION



5

“Listen. We’re copacetic here. The squad is just up the way. The doc’s
gonna do wonders with your arm. Trust me, you’re fine.” It’s total b.s. and I
think she knows it. She’s just staring in a daze, refusing to look in my face.

I snap my fingers a couple of times. “Please, Illiana, stay with me, here.
You’ve got to keep it under control or we’re going to bite it for sure.”

“Oh God! Oh God! Oh God!” she starts screaming. She kicks me back-
ward with one foot and with her good hand draws the blood-soaked .45 from
her shoulder holster and points it straight at my head. “Jesus, Illy, put that
away. I’ll get us out of here, I promise.”

Crack! Crack! Crack! Crack! She unloads the entire clip. My eyes are
closed and burning with red light. But there’s no pain, no blackness – just the
sick collapse of the thing behind me and its fetid final groan. Then all I can hear
is the soft gurgling of sewage and the faint rumble of the subway.

The sewage reaches my waist now. I stare at Illiana.
“Reload that, and let’s get the hell out of here.”

Listen Close
Welcome to a messed-up world.
Of course, you already know that. You live here, too. But you haven’t seen

the half of it. Everything I’m going to tell you is true. If someone tells you differ-
ent, they’re lying to you. Or, like you, they have no idea what’s really going on.

Right now, you could have an electronic chip implanted behind your ear. Can
you feel it? It feels like a little pimple or lump on the bone. If you are one of the
ten million already chipped, the Grey aliens who are harvesting us can monitor
you and everything you hear. Removal is simple; unfortunately, only about 20
doctors on the planet even know the chip exists. Not all of them work for us.

Right now, your closest friend may have, instead of his brain, a parasitic
creature buried in his cerebral cortex and controlling his body. Of course, the
body only lasts about a year after infestation, but by then the creature has lured
five or six victims to the undercity, new hosts for its children. Is someone you
know looking a little ill and acting strange? Maybe he’s been brainsucked.

Or maybe he’s a vampire. No, if he were a vampire, you’d be dead.
Vampires don’t have friends. They even hate each other. All they want to do is
feed. If you’re normal, the only time you’d see one is right before it killed you,
drank your blood and ate your internal organs, leaving you to steam like roadkill
in the moonlight until you died . . . or worse, became one of them.

Sounds like a load of crap, doesn’t it? I must be pulling your leg. I wish.
See, it’s my job to kill all of these creatures. I’m a black op. I work for an orga-
nization so secret that even the U.S. government has no idea that we exist. The
Company pays me to keep the world safe from all the bizarre terrors that the
powermongers are too afraid to let society know about. Aliens, bigfoot, Walt’s
frozen body – it’s all true, and worse. Things they couldn’t possibly print in the
tabloids. Things that look like they came from some lunatic’s sketchbook. You
pray that you’re hallucinating. You beg for the sweet release of death.

So come on. Join in the fun. There’s only two kinds of people in the world:
hunters and prey. If you don’t start hunting then you will be prey. Pick the right
side. Don’t worry; it’s not as bad as I make it sound.

You’ll get to kill a lot of things before they finally get you.

— Ivan Decker, August 1997

Page References
Rules and statistics in this book are

specifically for the GURPS Basic Set,
Third Edition. Any page reference that
begins with a B refers to the GURPS
Basic Set – e.g., p. B102 means p. 102
of the GURPS Basic Set, Third
Edition.

Page references that begin with CI
indicate GURPS Compendium I.
Other references are BE to Bestiary,
Second Edition, CII to Compendium II,
HT to High-Tech, Second Edition, P to
Psionics, UT to Ultra-Tech, Second
Edition Revised and VE to Vehicles,
Second Edition. See GURPS Compen-
dium I, p. 181, for a full list of abbrevi-
ations for GURPS titles.

About the 
Authors

Jeff Koke is a graphic designer,
writer and musician living in the Austin,
Texas, area with his lovely wife,
Angela, and their endearing cherub of a
daughter, Alexandra (recently certified
the smartest baby on Earth). He has two
strapping golden retrievers and a harried
half-Siamese cat. His previous writing
credits include GURPS Vampire: The
Masquerade and an adventure in each
of GURPS Supers Adventures and
GURPS Time Travel Adventures. He
plays bass and writes songs for a local
rock ‘n’ roll band, called Love Blender.
He honestly believes everything in this
book is true and is finally relieved that
someone will read his ravings.

S. John Ross lives in what was once
a Colonial-era tobacco town that grew
up to serve important roles in the
Revolutionary War, the Civil War and
now the War For Earth. He’s the author
of GURPS Warehouse 23, and the co-
author (with Daniel Thibault) of
GURPS Grimoire, but his most obscure
achievement is his role as a playtester
for GURPS Terradyne, for which he
received no credit in print. Justice is
now served. He has no cats, and his
neighbors seem to have fewer each
year, as the diabolical experiments con-
tinue. He is not sane, and must be
stopped.

I N T R O D U C T I O NINTRODUCTION



30T H E  A C A D E M YTHE ACADEMY

Welcome to Hell
A lot of black ops look back on their years at the Academy as the worst experi-

ence of their lives, as though it were five years of the most bizarre, intense fraterni-
ty hazing that the Devil himself could have thought up. Armed-forces basic training
times a million. And, to be honest, in many ways I’d have to agree. It is truly an
excruciating time, both mentally and physically. It sits like a black stain on the wall
in the dungeon of my memory. I wish I could block it out, but I never will.

The other side of that same truth is that not a single black op isn’t proud of
having graduated from it, as proud of it as he is of anything he’s ever accom-
plished. We know that the time in hell is necessary. We’d all be dead meat out
there in the field if we hadn’t been put through the Academy’s brutality. The fact
that I can come upon a demon gnawing the limbs off a little girl and not throw
up, wet myself or break down crying is testimony to the success of my training.
When we see the little glimpses of hell that punctuate our missions, we can
always say, “This isn’t so bad. I’ve been through worse.”

Only the elite make it into the Academy, and those who make it out . . . we
are something else, something beyond that, something almost godlike. Just as
importantly, we are literally Company men. Inside and out, we belong to Argus.

The Spire
The first place recruits are assembled is in the Academy’s central square,

under an imposing monument called the Spire. The Spire is a four-story needle
of the flattest black – what it’s made of isn’t common knowledge. All too often,
a special crew has to inscribe a new name on it. They break out state-of-the-art
laser cutting tools to do it.

Under a sweltering sun, the new cadets are told that those names – and there
are nearly 2,000 of them by now – are the real names of every cadet and black
op who’s died honorably in training or duty. “The last time you were that person
was when you stepped onto this campus,” shouts a drill sergeant. “The next time
you become that person is when that name is inscribed on the Spire.” Then he
stares ominously. “Some of you will be up there soon.”

Cadets soon find out that the Company takes the Spire very seriously. It’s as
public as a black op gets – and that’s only in death. Pretty soon, many cadets
start taking solace in the loss of their friends in training, because at least they’ve
entered the Company’s most exclusive circle – the names on the Spire. Pretty
soon, the cadets start taking the Spire just as seriously as the old-timers.

The
Commander

General Davis Francis Steele is
approaching his 80th birthday. A big
bear of a man, the general is immediate-
ly and immensely likable, yet terrifying
at the same time. He reminds me of an
aging football coach, respected and
feared, openly loved and secretly
cursed, a legend in his own time.

Born in December of 1917 to a
father who was a hero in the first World
War, Steele became a hero in the sec-
ond. Already a captain when the war
began, Steele was a bombardier over
Germany. His plane was shot down
behind enemy lines, and he rescued four
of his crewmates, killing an entire troop
of Nazis with only a knife and carrying
a wounded soldier 12 miles to safety.

He was soon promoted to colonel
and given command of an entire air
wing in the European theater. It was
there that he heard the story of Johnny
Franklin (see p. 9) and discovered the
first of the many threats to humanity he
would soon learn about. He has a pas-
sionate love for human society and a
hatred of the creatures that threaten it.

Once Argus had designed the
Company and started to put it together,
Steele asked to be in charge of the
agents’ training. The other members of
Argus couldn’t think of anyone more
qualified, and he was given carte
blanche to create the toughest training
institution in the world. He designed the
Academy to rectify everything that he
felt was wrong with the American
armed forces. Not bound by laws and
regulations, he designed the drills that
so casually take the lives of so many
cadets. He quickly points out to any
complaining recruit that he’s personally
completed every drill he designed. If
they’re good enough for him, they’re
good enough for some whiny grunt.

The commander continued his mili-
tary career until he became a general at
age 53. He then retired to run the
Academy full time. He has gradually let
the administration slip into his assis-
tants’ hands, and is rumored to be
grooming a veteran Intelligence op to
take over. His main functions lately are
ceremonial, giving welcome speeches
and pep talks to cadets.
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Rogues
Note on Rogues: All of the rogues in this section use

psionic powers and skills found in GURPS Basic Set. For
a wider menu of psychic powers, see GURPS Psionics. 

The Lodge
The Lodge is a conspiracy of “mages.” These highly

psychic humans call their powers “magic” and use elabo-
rate rituals to concentrate their powers and warp society.
Stock market crashes, earthquakes, riots and full-scale
wars have all been perpetrated by Lodge members.

The Lodge is ancient and highly secret. Very little is
known about their exact methods, and access to their
cabals is very strictly regulated. They rely on layer upon
layer of deception to keep the true nature of their organi-
zation hidden from all but the highest initiates. Lower-
level members are helped to develop their abilities while
being slowly and carefully indoctrinated into the Lodge.

A few black ops have managed to infiltrate the
Lodge, but none to the highest levels. One of our
greatest fears is a renegade joining the Lodge; they
could reveal many of our secrets before the
Company could react.

The Company’s campaign against the Lodge is
designed to hinder them without revealing the con-
spiracy. Killing Lodge members is therefore discour-
aged, except in self defense. Squads dealing with
Lodge usually need weeks to discover its true
motives before secretly stopping the plan. This has
been a somewhat losing battle so far.

Most Lodge members are perfectly capable of
just cutting loose to defend themselves. A single,
clever Lodge wizard can keep a party of ops busy. A coor-
dinated group of Lodge members can utterly destroy a
squad, if the ops aren’t careful. When large concentrations
of Lodge activity are suspected, the Company likes to
send in groups of high-powered Antipsi “screamers” with
plenty of ammunition, but it usually takes several light-
stepping reconnaissance missions to ferret out their meet-
ing places.  

Sample Lodge Initiate
Ordinary, middle-aged man, 5’8”, 160 lbs. Possibly an

antique dealer, doctor or university professor. Dresses in
tasteful but bland clothing. Frequently, there is something
about his appearance that would tip off another member of
the Lodge to his rank within the cabal, but that won’t be
apparent to the casual observer.

ST 10, DX 12, IQ 17, HT 14.
Basic Speed 6.5, Move 6.
Dodge 6.

Advantages: Certain advantages are more common
than others among psychics. Typical initiates (and rogues
in general) will have one or more of Alertness, Animal

Empathy, Charisma, Danger Sense, Empathy, Intuition,
Luck (any level) or Sanctity (p. CI29). The non-psychic
advantage of Longevity is also common.

Disadvantages and Quirks: Most are at least eccen-
tric; some have multiple Delusions and other dangerous
mental disadvantages. In particular, those in the Lodge’s
“outer circles” often believe that they are sorcerers, carry-
ing on ancient traditions.

Psionic Powers: These tend toward variety rather than
sheer power. A mid-level initiate might have ESP, Psycho-
kinesis, Telepathy and Teleportation, all at Power 10.

Psionic Skills: A wide range, appropriate to their pow-
ers. Again, the focus is on breadth, not depth. The sample
power list above complements Autoteleport, Cryokinesis,
Emotion Sense, Exoteleport, Levitation, Mental Blow,
Mind Shield, Mindwipe, Precognition, Psi Sense, Psycho-
metry, Pyrokinesis, Sleep, Telecontrol, Telekinesis, Tele-
receive and Telesend, all at levels 15-18 (IQ-2 to IQ+1).

Skills: Mundane skills vary widely, but most Lodge
members involve themselves in intellectual pursuits. 

Mind
The members of Mind are the strongest psychics in

the world. They can simply will psychic energy to do their
bidding. Their main goal seems to be to generate wealth
and power for their members, little else. They don’t try to
overthrow the government, nor do they meddle much with
the overall economy. They prefer elaborate, untraceable
schemes that funnel funds from all over the world into
their shadow corporations and offshore bank accounts.

Some members are more troublesome. Psychic power
is a tremendous temptation, and few can resist using it for
more than financial gain. Often, Mind members begin to
think of themselves as demigods and “normal” humans as
their minions. Some set themselves up as cult leaders, gar-
nering large followings of mind-controlled lackeys. When
this happens, the Company generally has to step in.

Evidence is just now beginning to surface concerning
a new faction of Mind, a group of high-powered corporate
CEOs who are using their considerable resources to inves-
tigate paranormal activities around the world. If true, these
agents could seriously hinder Company efforts, especially
if they discover and make contact with the Greys.



10.1mm Sniper Rifle, 111, 124.
1908, Greys’ crash, 26, 84, 86.
A-list, 63.
Academy, the, 17, 20, 28-39, 125; char-

acter background and, 67-68; com-
mander, 30; curriculum, 31-39;
escape, 37-38; flunking out, 31; gradu-
ation, 39; location of, 33; placing out,
31, 34; Spire, 24, 30; Technology
Annex, 36, 55; year four, 38-39; year
two, 35; year one, 34-35; year three,
36-37; year four, 37-38; see also
Curriculum, Academy.

Acoustic foam sheets, 121.
Advantages, 73; required, 68.
Adventure seeds, 59-61.
Agendas, 41, 54, 125.
Air Force, 41, 84, 87.
Albino alligators, 92.
Aliens, 25-27, 83-90; see also Brain-

suckers, Greys and The Prima.
Ammunition, 112.
Antenn-eye, 121.
Antiparticle beams, 87.
Ants, 91.
Area 12, 41-42, 48, 125; see also

Intelligence Department.
Argus, 8, 13-15, 53, 125; Company and,

11; Grey alliance, 41, 84; history, 9-
10; the Wall and, 53; see also The
Company.

Armor, 116-117; Grey, 43, 117.
Armor-piercing saboted (APS) ammuni-

tion, 112.
Army, 24.
Articulated weapon harness, 112.
Artificial sentience, first, 36.
Assassinations, 60.
Attribute minima, 68.
Austin, Texas, 55; see also Dynatronics.
Autofire Accuracy (AAcc), 62.
Autofire Recoil (ARcl), 62.
Autofire rules, 62-64.
AWOL, 20, 37; see also Disavowal.
B&E missions, 60.
Basic cadet skills, 68-69.
Basic black ops package, 68.
Beasts, 8, 27, 97-105, 125.
Belt ratings for black ops, 76.
Big bugs, 27, 91-93, 125.
Bigfoot, 105; see also Werewolves.
Bionics, 17, 118.
Black helicopters, 19, 109.
Black Hole, 15.
Black market, 109.
Black ops, 16-19; basic character pack-

age, 68; creating, 66-81; families, 17-
18, 31; government agents and, 23;
law and, 21-22; lifestyle of, 19-20;
light duty, 17; number of, 44; pre-
Academy life, 67; reinstated, 22;
retired, 17; templates, 76-81; see also
Cadets and Characters.

Blacknet, 12, 15, 17, 32, 44, 48, 54, 118,
125.

Blackout gas, 115.
Blow-through, optional rule, 65.
Body armor, 116.
Book learning, 31-33; basic science, 32;

history, 33; languages, 33; literature
and the arts, 33; parascience, 32; phi-
losophy and logic, 33; social sciences,
33; technology, 32; testing out, 32.

Brainchildren, 94.
Brainiac character type, 70.
Brainsquid, 27, 90, 93-94, 125; brainchil-

dren, 94; brainsuckers and, 93; Prima
and, 90, 93; removal of, 93-94.

Brainsuckers, 5, 8, 25-26, 88-90, 125;
biology, 88; control of, 88; history, 88;
nests, 89; removal of, 89-90; zombies,
89; see also Zombies.

Breederbugs, 27, 94-95, 125.
Briefing, mission, 62, 83.
Bruce Lee character type, 70.
Bruiser character type, 70.

Bryce Canyon, 84.
Bugs, big, 27, 91-93, 125.
Bugs, surveillance, 121.
Cadet campaign, 58.
Cadets, Cadet campaign, 58; furlough,

31, 35, 39; new, 30; rankings, 35-36;
see also Academy and Recruiting.

Cadre, the, 25, 44, 46, 125.
Campaigns, 56-65; types 57-59.
Capture missions, 59-60, 125.
Career soldier character type, 71.
Carrington, Samuel, 9-10.
Castor ’94 Caseless Assault Carbine, 111,

124.
Castor ’97 Caseless MG, 111, 124.
Cedarville Shadow, 97-98.
Characters, 66-81; background story, 67-

68; point levels, 58, 67; templates, 76-
81; types, 70-73; see also Advantages,
Disadvantages and Skills.

Character-oriented adventures, 57.
Chemical grenades, 115.
Chemical test strips, 120.
Chess, 35.
Chip, the, 5, 87-88, 125.
CIA, 22, 44.
Cinematic rules, 62-65; in other genres,

65.
Cistrons, 12, 54, 118, 125.
Civilians, 16, 18, 45, 116.
Clean-up missions, 60, 125.
Cleaning up after a mission, 20-21.
Cockroaches, 27, 91-92.
Cocktail, the, 16, 18, 31, 46.
Com scrambler, 117.
Combat department, 11, 45-47; an op

speaks, 12; Cadre, 25, 44, 46, 125;
capsule review, 11; character tem-
plate, 77; characters, 69; curriculum,
34; directives, 44-45; facilities, 46;
goals and methods, 45-46; missions,
46; other departments and, 47;
Steelhead, 41, 46, 126; subgroups, 46.

Combat infantry dress, 116.
Combat training, 36-37.
Commander, the, 30; mansion, 33; see

also Steele, Davis.
Committee, the, 31, 47-49, 125; recruit-

ing, 31; see also Recruiting.
Communications equipment, 117.
Communicator, 117.
Company man character type, 71
Company, the, 5, 8, 10-19, 40-55, 125;

direction, 15; history, 9-11, 30, 42-44;
leaving, 17-18; nationality, 13; as
Patron, 68; as Secret, 68; takeover, 25;
see also Argus and Departments.

Competition at the Academy, 35-36, 63.
Computers, 118.
Concentrated rations, 120.
Concussion grenades, 115.
Conspiracy, the, 21, 44; maintaining, 18-

23; unveiling, 23-24; see also Argus
and The Company.

Containment missions, 60, 125.
Contests at the Academy, 35.
Cover-up missions, 22, 60-61, 125.
CPR, 114.
Cryobags, 50, 118, 125.
Curriculum, Academy, 31-39; book

learning, 31-33; Combat department,
34; combat training, 36-37; drills, 31,
34-39; Intelligence department, 35;
mental contests, 35; physical contests,
35; Science department, 36; Security
department, 35; society training, 37-
38; teamwork training, 38-39;
Technology department, 36; see also
Book Learning, Drills and Combat,
Intelligence, Science, Security and
Technology Departments.

Decker, Ivan, 4-5, 7, 83.
Deep Cover, 48, 125.
Demons, 27, 97-98, 125.
Departments, 11-12, 16, 18, 41, 45-55,

125; agendas, 41, 54, 125; Combat,
45-47; directives, 42-43, 125;
Intelligence, 47-49; required skills, 69-
70; rivalry, 62-63; Science, 49-51;
Security, 51-53; Technology, 53-55;
templates, 76-81; see also Combat,
Intelligence, Science, Security and
Technology Departments.

Depth gauge, 120.
Det cord, 114.
Dinosaurs, 27, 98.
Directives, 42-43, 125; Combat, 44-45;

Intelligence, 46-47; Science, 48-49;
Security, 50; Technology, 51.

Disadvantages, 73-74; forbidden, 73-74;
limit, 67; new, 75; required, 68.

Disavowal, 22, 125.
Discovery missions, 61, 125.
Disposable respirator, 116.
Diving light, 121.
Doc, the, 51, 125.
Draft, the, 35-36, 125.
Dragons, 98.
Drill sergeant speaks, 32.
Drills, 31, 34-35, 37-39, 125; combat, 36-

37; endurance, 34-35; excuses from,
34; Hell’s Kitchen, 39; Log, 39; mental
strain, 34-35; Sacrifice, 39; severe
exposure, 34; Six-Day Maze, 38; sta-
mina, 34; teamwork, 38-39; weeding,
34, 37.

Dynamite, 114.
Dynatronics, 7, 41, 43, 54-55, 125; see

also Technology Department.
Education, see Book Learning.
Einstein, Albert, 10, 42.
Electric eel, giant, 98-99.
Electrolasers, 114, 124.
Electromag GL, 112-113, 124.
Emergency medkit, 118.
Equipment, 108-124; budget, 18, 52, 62,

109; prices, 109.
Escape, from the Academy, 37-38.

Everything-squad campaign, 57.
Excuses from drills, 34.
Experimental bug table, 109-110.
Explosives, 114-116.
Face shield, 116.
Familiarity rules, cinematic, 64.
Families, 17-18, 31.
Fanaticism disadvantage, 74.
Farstein, Andrew, 14, 44, 49.
Faster-than-light (FTL) travel, 41, 87.
FBI, 13, 22-24, 44, 61.
Filtration canteen, 120.
Flamethrower, 113, 124.
Flip-side campaign, 58-59.
Flunking out, 31, 37; see also Escape.
Flying saucers, 87; see also Foo Fighters

and UFOs.
Foo fighters, 9, 84; see also Flying

Saucers and UFOs.
Forbidden disadvantage list, 74.
Force rods, 114, 124.
Fragmentation grenades, 115.
Franek, Dana, 41.
Franklin, Johnny, 9, 87.
Front companies, 13-14, 43.
Gadgeteer advantage, 69, 73.
Gadgets, 54, 117-123; see also Equipment.
Gargoyles, 27, 99-100, 125.
Geeks, 36, 51, 125; see also Science

Department.
General’s Ball, 38, 125.
Ghostly movement, 64.
Ghosts, 27, 100-101, 120, 125; psychoki-

netic energy, 100; see also Soul Dogs.
Giant octopoid, 99.
Gizmos, 73.
Glossary, 125-126.
Government (U.S.), 22-23, 41; alliance

with Greys, 41; Company and, 12-13.
Graduation, 39.
Grapnel launcher, 121.
Gravity damper, 87.
Gremlins, 100, 125.
Grenade launchers, 112-113.
Grenades, 115.
Grey Attunement disadvantage, 75.
Grey Code, 85, 126; skill, 75; training in,

32.
Grey-readers, 26, 85.
Greys, 5, 8, 10-11, 25-26, 42-43, 84-88,

125; alliance with Argus, 41, 84;
armor, 43, 117; bases, 86; biology, 84-
85; Chip, the, 5, 87-88, 125; Code, 75,
85, 126; communicating with, 85; cul-
ture, 86; experimentation, 86; females,
86; Grey Attunement disadvantage,
75; history, 84; home planet, 86;
motives, 86; pheromones, 85; readers,
26, 85; rescue ship, 86-87; ships, 87;
takeover attempt, 25; technology, 87-
88; telepathy, 85; weapons, 110, 114;
see also Flying saucers, Foo Fighters
and UFOs.

Grunts, 47, 126; see also Combat
Department.

Gullet, 27, 101-102.
Guns, 111-112.
Hacker character type, 71.
Hackers, 55; see also Technology

Department.
HAFLA, 113, 124.
Hammer Man-Portable Railgun (MPR),

111-112, 124.
Haz-mat suit, 116.
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Heater, the, 114, 124; skill, 114.
Hell’s Kitchen, 39.
Heroic death, 65.
Historical campaign, 58.
History of the world, real, 33.
Hoaxes, 22, 84.
Hospitals, 49; see also Infirmary.
Hughes, Howard, 10.
Hummers, 110.
Hunter squads, 23.
Hypercoagulin, 118-119.
Hyperdrive, 41, 87.
Ice weasels, 27, 95-96, 126.
Immunity to the common cold, 64.
Implant communicator, 117.
Incendiaries, 113.
Inertial compass, 120.
Infirmary, 34, 37; see also Doc and

Medical Technology.
Intelligence department, 11, 47-49; an op

speaks, 13; Area 12, 41-42, 48, 125;
capsule review, 11; character tem-
plate, 78; characters, 69; Committee,
the, 31, 47-49, 125; curriculum, 35;
Deep Cover, 48, 125; directives, 46-
47; facilities, 48; goals and methods,
47-48; missions, 48; other departments
and, 49; subgroups, 48-49; Workshop,
the, 48, 126.

Interpol, 13.
Invisible ops, 25, 49; see also Intelligence

Department.
Iron Hand advantage, 73.
Jarheads, 47; see also Combat Department.
Juice, the, 50, 119, 126.
Jumper rambler, 106.
Kevlar, 116.
KGB, 22.
Lab, the, 41, 50, 59, 126; see also Science

Department.
Laser microphone, 121.
Laser weapons, 113-114.
Law, black ops and, 21-22.
Leadership, of squads, 62.
Light duty, 17, 20.
Liquid lobotomy, 88-90, 126.
Lodge, the, 27, 106-107, 126.
Log, the, 39.
Long-range microphone, 121.
M203 Under-Barrel GL, 112, 124.
M4 E-T, 111, 124.
M79 40mm GL, 112, 124.
Machines of war missions, 60.
Mages, 27, 106; see also Lodge.
Maneuvers, 75-76.
Manhandling, 36-37, 76, 126.
Martial Arts, 36-37, 73, 75-76; belt sys-

tem, 76; cinematic, 76; see also
Manhandling and Skullcracking.

Media, the, 7, 22.
Medical pouch, 119.
Medical technology, 118-119.
Melee weapon table, 124.
Men in Black, 7, 52; see also Security

Department.
MI6, 22.
Mickey, the, 18; see also Cocktail.
Military laser rifle, 114.
Military Rank advantage, 73.
Mind, 27, 106, 126; discovering Greys,

106; renegades and, 23.
Miss Multiple (MM), 63.
Missions, 59-61; briefing, 62, 83; clean-

ing up after, 20-21; number of, 7, 17;
sponsoring, 52-53, 62.

Modular-squad campaign, 57-58.
Money, 13-14, 43; equipment budget, 18,

52, 62, 109; equipment prices, 109.
Monocrys, 116.
Monsters, 82-107; aliens, 83-90; beasts,

97-105; key to descriptions, 83;
rogues, 106-107; wigglers, 91-97; see
also names of individual creatures.

Mop squads, 18, 52, 126.
Morgan, Alexandra, 25; see also The

Cadre.

Mouse character type, 71.
Mr. Cool character type, 71-72.
Nervecrackers, 110, 124.
No-spark tools, 122.
NSA, 23.
Nuclear weapons, 37, 115-116.
Objectives, secret, 54; see also Agendas.
Octopoid, giant, 99.
Omicron Device, 18, 20-21, 24-25, 38-

39, 52, 126; disavowal, 22; renegades,
23; see also Poison Sacs.

Omni-squad, 57, 126.
Oppenheimer, Robert, 10, 41, 84.
PCs, see Characters.
Peeper rambler, 106.
Personal gear, 121-122.
Personal kit, 122.
Peterson, Brian “the Giant,” 42.
PETN, 114.
Pheromone communication, 85.
Phreaks, 55, 126.
Piñata stick, 111, 124.
Placing out, 31, 34.
PLASTEX, 114-115.
Plastic-cased ammunition, 112.
Plastiskin, 119.
Pneumospray hypo, 119.
Poindexter, 51, 126; see also Science

Department.
Point levels, 67; cadets, 58.
Poison sacs, 22-23; see also Omicron

Device.
Police, 21.
Poltergeist rambler, 106.
Poltergeists, 100; see also Ghosts.
Precognition, see Psychic Abilities.
Prima, the, 26, 90, 126; brainsquid and,

90, 93; brainsuckers and, 26, 88, 90;
breederbugs and, 95; electric eels and,
99; zombie control, 90.

Prism gas, 115.
Protect and serve missions, 59.
Protective clothing and eyewear, 116-117.
Psi-ops, 26-27, 126; burnout, 26; charac-

ters, 70; Code, 54, 70; Grey-readers,
26, 85; secret agendas and, 54; train-
ing, 32; see also Psychic Abilities.

Psi-ops’ Code, 54, 70.
Psionics, see Psychic Abilities.
Psychic abilities, 26-27, 76; brainchildren

and, 94; ghosts and, 100-101; Grey,
85; Grey Attunement disadvantage,
75; Grey Code skill, 75; latent, 26;
parascience, 32; psychotronics, 54,
119-120; rogues and, 27, 106-107;
soul dogs and, 103-104; training, 32;
Unusual Background (Psionic) advan-
tage, 70, 73, 76.

Psychic energy, 54.
Psychic Enhancer, 54, 101, 119.
Psycho character type, 72.
Psychokinesis, see Psychic Abilities.
Psychokinetic energy, 119-120.
Psychotronics, 54, 119-120; see also

Psychic Abilities.
Quick-and-dirty autofire rules, 62-64.
Ramblers, 27, 107, 126.
Ranged weapon table, 124.
Realism, 63. 
Reconnaissance missions, 61, 126.
Recruit speaks, 32.
Recruiting, 23, 31-32, 48-49, 67; see also

The Committee.
Reinstatement, 22.
Renegades, 21, 23-24, 126; Lodge and,

106; Mind and, 23; see also
Disavowal.

Respirator mask, 116.
Retired ops, 17.
Revive capsules, 119.
Roaches, 27, 91-92.
Rockworms, 27, 96-97, 126.
Rogers, Dalton, 37, 42, 45.
Rogues, 8, 27, 45, 106-107, 126; see also

The Lodge, Mind and Ramblers.
Romeo character type, 72.

Roswell, New Mexico, 84.
Rugby, 35; skill, 69.
Sacrifice, 39.
Safe houses, 53; see also Universal

Underwriters.
San Diego, California, 41, 46; see also

Steelhead.
San Jose, California, 55; see also

Dynatronics.
Sangre de Cristo mountains, 33, 37.
Sasquatch, 105; see also Werewolves.
Satan’s Playroom, 33, 126.
Scaring the players, 65.
Schneckler, Gustav, 42.
Science department, 11, 49-51; an op

speaks, 14; capsule review, 11-12;
character template, 79; characters, 69;
curriculum, 36; directives, 48-49;
facilities, 50-51; goals and methods,
49-50; Lab, the, 41, 50, 126; missions,
50; other departments and, 51; sub-
groups, 51.

Scorcher, 87, 126.
Scrubs, 64.
SCUBA gear, 117.
Sea serpents, 27, 98.
Seattle, Washington, 55; see also

Dynatronics.
Secops, 53, 126; see also Security

Department.
Security department, 11, 51-53; an op

speaks, 15; capsule review, 12; char-
acter template, 80; characters, 69;
curriculum, 35; directives, 50; facili-
ties, 52-53; goals and methods, 52;
missions, 52; other departments and,
53; subgroups, 53; undercover at
Academy, 38; Universal Underwriters,
53, 126; Wall, the, 14, 53, 126;
Whitehall, 52, 126.

Sensors, 120.
Sewer flukes, 27, 92, 126.
Shades, 100; see also Ghosts.
Shadow character type, 72.
Shadows, 49; see also Intelligence

Department.
Shaped-charge grenades, 115.
Shared world campaign, 59.
Shock clubs, 110.
Shoulder light, 122.
Siberia, Greys’ crash in, 26, 84, 86.
Single-department campaign, 58.
Six-Day Maze, 38.
Six-in-one axe, 122, 124.
Skills, 75; listing format, 76; new, 75;

required, 68-70.
Skullcracking, 36-37, 76, 126.
Sleep gas, 115.
Smoke grenades, 115.
Solidifier, 54, 100, 119-120, 126.
Soul dogs, 27, 102-104.
Sound-block earmuffs, 117.
Spiders, 92-93.
Spies, 49; see also Intelligence

Department.
Spire, 24, 30.
Spirits, 100; see also Ghosts.
Spooks, 47, 49, 126; see also Intelligence

Department.
Spotlight Principle, 65. 
Springfield, Missouri, 48; see also

Workshop.
Spy equipment, 121.
Squealers, 53, 126; see also Security

Department.
Steele, Davis, 9-10, 14, 30, 35, 39; inter-

view with, 8-10; mansion, 33; welcome
speech, 29.

Steelhead, 41, 46, 126; see also Combat
Department.

Stone Mountain, Georgia, 41, 52; see also
Whitehall.

Stonelightner, Karen, 42.
Stun wands, 110.
Submarines, 46.
Summer Camp, 34, 126.

Supercomputers, 36.
Survival gear, 120-121.
Survival knife, 121, 124.
Swimming, 35.
Tables, experimental bugs, 109-110; for-

bidden disadvantages, 73-74; habitats,
83; light’s effect on vampires, 105;
weapons, 124.

Tabloids, 8, 25.
Taxidermites, 94; see also Breederbugs.
Tech levels, 109.
Techies, 55, 126; see also Technology

Department.
Technology department, 11, 15, 53-55;

an op speaks, 16; capsule review, 12;
character template, 81; characters,
69-70; curriculum, 36; directives, 51;
Dynatronics, 7, 41, 43, 54-55, 125;
facilities, 55; goals and methods, 54;
missions, 54-55; other departments
and, 55; Phreaks, 55, 126; subgroups,
55; Technology Annex, 36, 55.

Telepathy, see Psychic Abilities.
Teleporter, 122-123.
TEMPEST gear, 121.
Templates, 76-81.
Testing out, 32.
Texas, coast of, 41, 50, 126; see also Lab.
Thermographic film, 121.
Thief equipment, 121.
Tinker character type, 72.
Tools, 64, 121-122.
Torso blow-through, optional rule, 65.
Tracking bug, 121.
Trained By A Master advantage, 76.
Training, 19, refresher courses, 60; see

also The Academy and Curriculum,
Academy.

Transportation, 19, 122-123.
Triceratops, 98.
Truman, Harry, 9-10.
Tyrannosaurus rex, 98.
UFOs, 9, 87; see also Flying Saucers and

Foo Fighters.
Universal Underwriters, 53, 126.
Unusual Background (Psionic) advan-

tage, 70, 73, 76.
Unveiling, 23-25.
Utah desert, 48; see also Area 12.
Utility belt, 122.
Vampires, 5, 27, 59, 104-105, 126; conta-

gion, 105.
Vampirism, 105.
Vibroknives, 110, 124.
Voice of God, 21; see also Omicron

Device.
Wall, the, 14, 53, 126; Black Hole, 15.
Warrior character type, 72-73.
Washington, D.C., 55; see also

Dynatronics.
Wealth, see Money.
Weapons, 110-116; ammunition, 112;

explanation of statistics, 123; explo-
sives, 114-116; Grey, 110, 114; melee,
110, 124; quality of, 109; ranged, 111-
114, 124; table, 123-124; training, 37;
see also entries under weapon names.

Weeding drills, 34, 37, 126.
Werewolves, 27, 105, 126.
Whitehall, 52, 126; see also Security

Department.
Wigglers, 8, 27, 91-97, 126.
Workshop, the, 48, 126; see also

Intelligence Department.
Wristwatch rad counter, 120.
Xavier, Julia, 42, 47.
Year Five, 38-39, 68.
Year Four, 37-38, 68.
Year One, 34-35, 67.
Year Three, 36-37, 68.
Year Two, 35, 67-68.
Yeti, 105; see also Werewolves.
Z, Madame, 10.
Zombies, 26, 88, 126; control, 90; see

also Brainsuckers.
Zoo, the, 126; see also The Lab.
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NO PROBLEM.
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game adventures and supplements 
in print and PDF formats.

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

� Fun gaming accessories – shot glasses, 
shirts, specialty six-siders, and more!

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

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

� Fully searchable files of GURPS Fourth
Edition supplements.

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

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