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The bourgeoisie, during its rule of scarce one hundred years, has created more massive
and more colossal productive forces than have all previous generations together. Subjection
of Nature’s forces to man, machinery, application of chemistry to industry and agriculture,
steam-navigation, railways, electric telegraphs, clearing of whole continents for cultivation,
canalisation of rivers, whole populations conjured out of the ground — what earlier century
had even a presentiment that such productive forces slumbered in the lap of social labor?

— Karl Marx and Friedrich Engels, The Communist Manifesto




ABOUT GURPS

Steve Jackson Games is committed to full support
of GURPS players. We can be reached by email:
info@sjgames.com. Our address is SJ Games, P.O.
Box 18957, Austin, TX 78760. Resources
include:

New supplements and adventures.
GURPS continues to grow — see
what’s new at gurps.sjgames.com.

Warehouse 23. Our online store
offers GURPS print items, plus
PDFs of our books, supplements,
adventures, play aids, and support

. including exclusive material
available only on Warehouse 23! Just
head over to warehouse23.com.

Pyramid (pyramid.sjgames.com).
Our monthly PDF magazine includes new
rules and articles for GURPS. It features system-
less locations, adventures, and much more. Look for
each themed issue from Warehouse 23!

Internet. To discuss GURPS with our staff
and your fellow gamers, visit our forums at
forums.sjgames.com. You can also join us at
facebook.com/sjgames or twitter.com/sjgames.
Share your brief campaign teasers with
#GURPShook on Twitter. Or explore that hashtag for
ideas to add to your own game! The web page

for GURPS Steam-Tech can be found at
sjgames.com/gurps/books/steamtech.
Gamer and Store Finder (gamerfinder.
sjgames.com): Connect with other peo-
ple and places playing our games. Add
yourself to our database so they can find
you as well!
Bibliographies. Bibliographies are a
great resource for finding more of what
you love! We’ve added them to many GURPS
book web pages, with links to help you find the next
perfect element for your game.

Errata. Everyone makes mistakes, including us —
but we do our best to fix our errors. Errata pages for
GURPS releases are at sjgames.com/errata/gurps.

Page References

Rules and statistics in this book are specifically for
the GURPS Basic Set, Third Edition Revised. Any
page reference that begins with a B refers to GURPS
Basic Set — e.g., p. B144 refers to page 144 of Basic
Set. AT refers to Atlantis, BE to Bestiary, CI to
Compendium I, CIl to Compendium II, HT to
High-Tech, LT to Low-Tech, P to Psionics, RO to
Robots, STM to Steampunk, TT to Time Travel, UT to
Ultra-Tech, VE to Vehicles. See GURPS Compendium
I, p. 181, or sjgames.com/gurps/abbrevs.html for a
full list of abbreviations for GURPS titles.

Marvelous inventions are one of the big attractions of
steampunk, and GURPS Steampunk provided a sample of
them. If those just whetted your appetite . . . here’s a feast.

GURPS Steam-Tech is a “tech” book, a catalog of gadg-
ets — but gadgets specific to the Age of Steam, in both its his-
torical and fictional versions. Its inspirations range from real

19th-century technology to the wildest visions of Mary
Shelley, Jules Verne, and H.G. Wells. Between
these pages is a Great Exhibition to rival the one
Prince Albert sponsored in 1851 at the Crys-
tal Palace, filled with weapons, vehicles,
analytical engines, miscellaneous equip-
ment, and even drugs, chemicals, and liv-
ing creatures.
GMs can use this book to help define
the technology of a steampunk campaign.
Players can look here for inventions to
work on, or to start the campaign with. And
several of the technologies presented here
offer springboards for further creations.
All these devices are designed for compatibil-
ity with other GURPS publications, especially GURPS
Robots and GURPS Vehicles. If you want to design airships
or mechanical men incorporating weapons, power systems,
or analytical engines from this book or GURPS Steam-
punk, go ahead! A good steampunk world can never have
too many gadgets.
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ABOUT THE COMPILER

William H. Stoddard is the author of the award-
winning GURPS Steampunk, a co-author of GURPS
Low-Tech, and a contributor to several other GURPS
volumes. He has been playing roleplaying games since
1975, when he attended his first science fiction conven-
tion and walked in on a session of Dungeons and Drag-
ons. He works as a developmental editor for a large
scientific publisher, where his job responsibilities
include researching obscure questions, a skill that helped
a lot with GURPS Steam-Tech. He lives in San Diego in
an apartment furnished mainly with bookshelves. In his
spare time, he edits the Libertarian Futurist Society’s
quarterly newsletter, Prometheus.
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This book offers a selection from the Age of Steam’s
technological advances. The discriminating scientist, inven-
tor, or adventurer will find devices to support a variety of proj-
ects, from probing the secrets of life to battling invasions from
other planets. Complete statistics are provided on every
device. In various cases, this includes some or all of the fol-
lowing:

Complexity: The functional sophistication of a clockwork
device, automaton, or analytical engine. Ranges between -2
(clocks and adding machines) and 6 (analytical engines capa-
ble of full sentience).

Holdout Modifier: An indication of the difficulty of con-
cealing a portable device on one’s person.

Legality Class (LC): For combat equipment, especially
weapons, an indication of how much the right to possess a
given item is restricted (see p. B249). Note that 19th-century
societies often have low control ratings for weapons.

Dimensions: Typically the height, width, and length of
the device, in that order; if different dimensions are given
they will be specified.

Power: The power consumed by the operation
of the device, if it is not self-powered.

Weight: The weight of the device in pounds.

Volume: The volume of the device in cubic
feet.

Cost: The cost of buying or making the device,
in 19th-century U.S. dollars (see p. B16 or pp. STM48-

50). This is a list price for a factory-built model.

Vehicles, weapons, and automata may have much more
detailed performance specifications, including speed, range,
damage, damage resistance, and special functions. Living
beings have animal statistics (see p. BE4) or racial templates;
mechanical men have design specifications equivalent to
racial templates.

Another important piece of information about these
devices and inventions is their fech level (or TL). This meas-
ures the level of knowledge that is needed to produce a device.
Nearly all the devices in this volume are from one of the fol-
lowing TLs:

4 Renaissance and Colonial: the era of the full-rigged sail-
ing ship, gunpowder, and the printing press.

(4+1) “Clockpunk’: Renaissance and Colonial anticipa-
tions of future technology comparable to that of the Age of
Steam, but differing both in detail and in basic assumptions.

5 Industrial Revolution: the real Age of Steam, with steam
engines, iron- or steel-framed buildings and vehicles, and the
telegraph and telephone.

(5+1) Steampunk: Technological extrapolations from the
Age of Steam’s achievements, such as Charles Babbage’s ana-
lytical engine or Nikola Tesla’s beamed electrical power. Early
science fictional devices based on improvements in existing
technology rather than radical new scientific theories, such as
Jules Verne’s aeronefs and submarines, also belong here.
Often comparable to TL6 (1900-1950) but unfamiliar in detail.

(5+n) Advanced steampunk: Technological speculations
of early science fiction writers, including their visions of the
remote future.

Such notations as “TL(5+1)” indicate a divergent path of
technological advance branching off from the Age of Steam.
TL(5+1) is equivalent to TL6 overall. Except in parahistorical
settings, it can just as well be called TL6. Similarly, TL(4+1)
can be considered a variant TL5, and TL(5+n) a variant TL7
or higher.

If the campaign setting is TLS, devices at TL4, TL(4+1),
or TL5 are 5-point Inventions (see p. STM44); devices at
TL(5+1) are 15-point Inventions; devices at TL(5+n) are 50-
point Inventions. If the campaign setting is TL(5+1), new
TL(5+1) devices become 5-point Inventions; other point val-
ues do not change.

REAL AND UNREAL INVENTIONS

From these definitions, devices labeled TL4 or TLS
should be real inventions; devices labeled TL(4+1), TL(5+1),
or TL(5+n) should be fanciful. But it’s not that simple. Real
inventions of the early 20th century that fit the 19th century’s
technological idiom, such as airships, are classified as
TL(5+1); devices that apply real 19th-century technology in
cinematic ways, such as the lunar shell (p. STMS83), are clas-
sified as TLS5.

For the curious, here’s a list of real, historical inventions
and devices:

Camera Obscura

Anas Mechanica Arcana  ............... 1739
Condenser ..................o.... 1745/1746
Vodera™en. . . . ... ... P 1779
Charcoal il S T = before 1800
Compressed Gas Tank ........... before 1800
Racing and Pleasure Yacht ........ before 1800
Nautilus ......... ... .. ... ... 1801
Punched Cards ....................... 1805
Safety Lamp .................... 1815/1897
Limelight .......... ... ... .. ... ... 1816
Colonial Train  ....................... 1825
Induction Coil Lamp .................. 1851
Tempest Prognosticator ................ 1851
Pneumatic Dispatch Terminal ........... 1853
Steam Launch ....................... 1858
Aereon Airship .............. ... ...... 1863
Anti-garrote Collar .................... 1863
Listerian Antiseptic Aerator ............. 1865
Water-Drop Electrostatic Generator ... ... 1867
Vegetable Compound . ................. 1875
Resurgam . .......................... 1880
PhotographicGun .................... 1881
Artificial Silk ........ ... ..ol 1884
Collapsible Bustle .................... 1888
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Dewar Flask .......... oo ... 1892

Formaldehyde ....................... 1893
Cinematograph ....................... 1895
Portable Fire Escape  .................. 1895
Military Bicycle ............ late 19th century
Bakelite ............. . .. ... . 1907
PiltdownMan ........................ 1911
Howitzer ......... ... ... .. ... ... 1914
Long Range Cannon  .................. 1918
XeNON ...ttt 1951

FAMILIARITY PENALTIES

Because TL(5+1) diverges from standard TL6, scientists
and engineers from standard TL6 receive unfamiliarity penal-
ties (-2; see p. B43) in working with it, and vice versa. But use
common sense in applying these. Sulfanilamide is classified
as TL(5+1), but it was also a TL6 medication; no penalty
should apply to the skills of Chemistry/TL6 or Physician/TL6
for working with it.

Under certain circumstances, devices may be purchased
at other than list price.

A limited-production device (one with extensive cus-
tomization, or so large that it is normally produced one at a
time) costs twice list price.

A home-built device costs 20% of list price for parts and
materials. The builder must also supply labor and workshop
facilities.

Building a device from salvaged parts calls for a
Scrounging roll; reduce the price of the parts by 10% per point
of success, maximum 50%.

A used device in good condition typical-
ly costs 50% of list price. Buyers willing to
repair a device may find lower prices,
down as far as 10% of list.

Uhrwerkmagie of Ingolstadt is the corporate presence
of an eccentric Bavarian mastermind devoted to unusual
technologies, especially those of the TL(5+n) variety. It is
through Uhrwerkmagie that the mysterious Herr Doktor
unleashes Infernal Devices and Weird Discoveries on an
unsuspecting world. It has a single office and research
facility, located unobstrusively on the Gundekarstrasse in
Ingolstadt. Despite this, it deals with factors, import/
exporters, scientists, and academic institutions worldwide.
| (Exception: Uhrwekmagie will not deal with Prussian
nationals or organizations. No exceptions.)

It also employs freelance investigators (read “industri-
al spies”), provides corporate grants to needy academics,
and donates impressive — if outré — technological products
to charities, in lieu of cash. Uhrwerkmagie will offer
]| employment, money, or patent royalties ( good source of

" Independent Income) to any practitioner of Weird Science
) that it finds out about. However, if rebuffed, it can become
hostile — to the point of theft, assault, arson, or exuberant
demolitions.

UHRWERKMAGIE OF INGOLSTADT

Speculation on the nature of Uhrwerkmagie rages: Is it
a shell company, used to launder alchemically created
heavy metals? Or a holding corporation with extensive
interests in the steam, calculation engine, etheric, and mate-
rials science industries? Or simply a source of income to
underwrite the Herr Doktor’s experiments?

Uhrwekmagie can serve as either Patron or Enemy for
adventurers. As a Patron, it can provide wondrous toys for
field testing and will pay well for captured strange tech-
nology or weird materials. As an Enemy, it will provide
the same devices to zealous R&D agents, verifying their
utility outside the laboratory.

ADVENTURE SEED: ORPHANNAHRUNG

The Herr Doktor is studying the long-term effects of
feeding a new synthetic formulation of €lan vital to
human beings. This could spark outbreaks of malnutri-
tion, mutations, disease, Magery, psionic powers, or even
super powers!
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ULCAN GUN TLS

The Scientific Method of Crowd Control:
The Vulcan Gun!
Safe — Fast — Precise — and Affordable!

When truncheons are too little force — and bullets are too
much — the Vulcan Gun is the
answer you need! Its vulcan-
ized rubber bullets will take
the fight out of rioters, with-
out causing permanent injury,
and without risking the lives
of police officers or private
guards.

Testimonials available
on request from police forces
across the United States and
Europe!

The Vulcan gun resem-
bles a rifle, but has a compar-
atively short, heavy barrel:
79 caliber and 157 long. It
fires vulcanized rubber bul-
lets, the source of its name.
These inflict normal damage
for the purposes of knock-
back but halve actual damage after DR is subtracted. Because
of their low speed and high surface area, DR protects at dou-
ble value (indicated by the armor divisor of 0.5) with a mini-
mum DR of 1 for ordinary flesh. The usual wound channel
modifier for large caliber ammunition does not apply. A drum
magazine holds 12 rounds of ammunition.

Malf 16, Damage cr. 3d (0.5), SS 14, Acc 6, 1/2D 22,
Max 190, RoF 3~, Shots 12, ST 10, Rcl. -1, Holdout -4, LC 5.
13 Ibs., $41; 0.048 1b./round, $0.005/round.

CARBIDE RIFLE TL(5+1)

... We have been testing these calcium carbide powered
rifles. They are a little slow to bring into action, since they
have to be loaded with powdered carbide and water. Once the
pressure of the acetylene gas builds up, however, they keep fir-
ing magazine after magazine of lead slugs without apprecia-
ble fouling. They have proven quite reliable. I recommend that
we issue a contract with Flanheim Arms to produce as many
more of these for us as they can before the launch date of the
Mars expedition. The savings in cargo space and weight make
them well worth the price . . .

— Excerpt from a memorandum to the War Office

The Flanheim Arms Carbide Rifle is a 45 caliber pump
action repeating rifle that fires lead slugs propelled at high
speed by an acetylene and air mixture. The acetylene is pro-
duced by the reaction of water with calcium carbide. A fixed
box magazine contains 14 cast lead slugs. Cycling the pump
handgrip loads a slug into the barrel. Pulling the trigger injects
acetylene behind the slug and then releases the hammer. The

hammer strikes a quartz crystal, producing the electric spark
that fires the round.

Malf 16, Damage Cr. 7d-1+, SS 14, Acc 10, 1/2D 650,
Max 4,400, RoF 3~, Shots 14, ST 12, Rcl. -2, Holdout -5, LC
2. 13 1bs., $120; 0.048 1b./round, $0.01/round.

Note: The + indicates that wounding damage, after DR is
subtracted, is multiplied by 1.5.

CLOCKWORK CARBINE  TL(5+1)

Agents’ reports indicate that the most unexpected victo-
ries by the Austrian Army in Italy against its Piedmontese foes
were attained due to the employment of the new Skoda .38-40
Clockwork Carbine. This appears to be a variety of portable
Gatling gun, useful especially at close quarters. To our knowl-
edge, the Admiralty has directed its attaché to purchase a con-
signment for testing on behalf of the Royal Marines.

Like most steampunk variations of the submachine gun,
the Skoda clockwork carbine uses external power to drive the
loading mechanism — in this case, clockwork. Thick and stub-
by, the gun has the appearance of a Drilling, but what look like
the top twin barrels are in fact tube magazines feeding it its 20
rounds. Because of the time required to load the rounds singly,
soldiers carry preloaded 14” metal tubes much like modern
clips. The Skoda can also take a 50-round gravity-fed hopper
magazine (2 lbs., $2), but this setup is wildly unreliable (lower
Malf to 13). Export versions of the weapon also take .32-20
(2d) and .40-44 (3d+, Shots change to 16+1) rounds. A box
mounted forward of the trigger contains the clockwork, with
the detachable wind-up crank stored in the stock. It needs to be
wound for 30 seconds every 100 rounds. Drilling a hole
through the clockwork casing and inserting a pin causes the
weapon to fire 3-round bursts, but the pin needs to be manual-
ly removed and reinserted after every burst. This modification
is not standard and not recommended by the manufacturer.

Malf 15, Damage Cr. 3d-2, SS 13, Acc 6, 1/2D 300, Max
2,200, RoF 6, Shots 20+1, ST 12, Rcl. -2, Holdout -5, LC 1.
10 Ibs., $60; 0.22 1b./round, $0.1/round.

PERSONAL WEAPONS



Absolute Time Sense advantage, 33.

Acceleration Weakness
disadvantage, 31.

Acrobatics skill, 89.

Acute Taste and Smell advantage, 123.

Addiction disadvantage, 106.

Administration skill, 64, 126.

Advanced mechanical brain, 76.

Alcoholism disadvantage, 106.

Alertness advantage, 123.

Amazonian watercress, 119.

Analytical engines, 63-66, 126;
auxiliary devices for, 67-68; control
systems based on, 18; new options
for, 61-62.

Anthropometric chairs, 55, 63.

Anti-garrote collars, 22, 38.

Appearance advantage, 118.

Apportator monorails, 48.

Architecture skill, 114.

Area Knowledge skill, 64-65.

Argentine, 127.

Armor, 22-23; articulated, 22.

Armoury skill, 114.

Artillery, 97-98; railway, 82.

Artist skill, 33.

Astral Projection power, 53, 105, 110.

Astrogation skill, 95.

Astronomy skill, 12, 54, 93.

Auto-chef, see Jido-shefu.

Babbage, Charles, 57, 126-127.

Bad Back disadvantage, 31.

Bad Grip disadvantage, 123.

Bad Sight disadvantage, 73.

Bad Smell disadvantage, 111.

Bakelite, 115.

Battle ketchup, 112.

Beam Weapons skill, 20, 35.

Bear-men, 123.

Black Powder Weapons skill, 13.

Blindness disadvantage, 73.

Bombs, low explosive, 71.

Brawling skill, 19.

Broadsword skill, 10, 13, 19.

Capacitative electric disks (CEDs), 62.

Capacitor, see Condenser.

Catapult, magnetic space launch, 95.

CED readers, 62.

CEDs, see Capacitative Electric Disks.

Channeling power, 107.

Cheirometers, 58, 63.

Chemistry skill, 7, 112, 114.

Climbing skill, 29-30, 80.

Clothing, 23-24; concealing other
items, 25.

Colonial trains, see Trains.

Color Blindness disadvantage, 73.

Complexity, explanation of, 6.
Computer Programming skill, 126.
Condenser, 30.
Constructed Woman template, 125.
Craikie’s root tea, 119.
Criminology skill, 65.
Data disks, 62.
Dead Broke disadvantage, 72.
Death-wind top, 103.
Delusion disadvantage, 40, 120.
Diagnosis skill, 118.
Diana’s Silverthorn, 119.
Discriminatory Smell advantage, 123.
Disease-Resistant advantage, 56.
Disturbing Voice disadvantage, 123.
Domiciliary trolleys, 48.
Economics skill, 64.
Eisensoldat, 75.
Eka-uranium, 66.
Elan vital, 66, 111, 113.
Elan vital accumulators (EVAs), 56.
Electric shock, effects of, 18.
Elephants, steam, see Steam Elephants.
Enemy disadvantage, 7.
Engineer skill, 35, 95.
Epilepsy disadvantage, 31.
ESP power, 105.
Ether sails, 91-92.
Eurydice, 124-125.
EVAs, see Elan Vital Accumulators.
Explosives, 16-17; higher, 16;

devices, 98-99.
Exposure, to cold, 24.
Extra Encumbrance advantage, 127.
Extra Fatigue advantage, 108.
Familiarity penalties, 7.
Fares, interplanetary, 95.
Fast-Draw skill, 13.
Fencing skill, 10, 19.
Fire escape, portable, 29.
Fishing skill, 32.
Flight harnesses, personal, 89.
Flora, exotic; see Plants.
Forensics skill, 55, 58, 65, 74.
Freight cars, 80; armored, 81-82.
Fujita scale, 102.
Fulton, Robert, 84.
Gazebos, touring, 84.
Gizmos advantage, 10.
Gunner skill, 63,71, 90, 100.
Guns skill, 10, 13.
GURPS Atlantis, 85-86.
GURPS Old West, 121.
GURPS Robots, 5,76.
GURPS Steampunk, 5,44, 61,76.
GURPS Vehicles, 5,70, 87.
High Pain Threshold advantage, 18.
Holdout modifier, explanation of, 6.
Hypnotism skill, 18, 109.
Immunity to Disease

advantage, 56, 119.
Immunity to Poison advantage, 56.
Independent Income advantage, 7.
Infrared Vision advantage, 73.
Interplanetary fares, 95.
Interrogation skill, 109.
Iron soldier, see Eisensoldat.
Jido-shefu, 75.
K-screens, 68.
Kinetomatic screens, see K-screens.
Legality Class (LC), explanation of, 6.

Lifebane disadvantage, 56.
Linguistics skill, 68.

Locomotives, 79; armored, 81.
Lord Kelvin, 52, 65.

Low Pain Threshold disadvantage, 18.
Low-Res Vision disadvantage, 73.
Lumiere cinematographs, 33.
Lycanthropy, 119.

Machine guns, /7/mm rotary, 82.
Magnesium, 116.

Magnetic drums, 62.

Magnetic space launch catapult, 95.
Makeup skill, 64.

Marcury, 116.

Martian Museum, the, 101.
Masonry skill, 114.

Mathematics skill, 64.

Mechanic skill, 61, 67, 69, 95, 102.
Medium power, 107.

Mental Blow power, 107.

Mentor, 126-127.

Metabolism Control advantage, 110.
Meteorology skill, 51.

Migraine disadvantage, 31, 40.
Military trains, see Trains.

Miner skill, 35.

Mister Underfoot, 127.
Mutoscopes, 58.

N-rays, 35, 50.

Nautilus, 84-85.

Naval guns, 76mm short, 82.
Naval mine, 85.

Navigation skill, 12, 32, 54, 66, 94.
Nereid, 127.

Net skill, 13.

Nickel, 116.

Night Blindness disadvantage, 73.

No Depth Perception disadvantage, 73.

Open-Dress Diving skill, 26.
Oxygena jamesii, 121.
Papageno, 127.

Paper tapes, 61.

Parabolic Hearing advantage, 38.
Parachuting skill, 89.

Passenger cars, 80; armored, 81-82.
Patent medicines, 106.

Patron advantage, 7.

Penetrating Vision advantage, 36.
Phenakistiscopes, 57.

Phrenology skill, 39-40.
Physician skill, 7, 18, 108-110, 118.
Piloting skill, 88-90.

Pinkham, Lydia, 106.

Plants, exotic, 119-121.
Pneumatic servitor systems, 48.
Pocket watch, sportsman’s, 30.
Prices, variant, 7.

Primitive disadvantage, 122.
Psychic Vampirism power, 107.
Punched cards, 61.

Radiometers, 73.

Rapid Healing advantage, 119.
Rayon, 115.

Regeneration advantage, 56.
Regrowth advantage, 56.
René, 127.
Research skill, 64, 126.
Resistant to Poison advantage, 56.
Resurgam, 86.
Resurrection, advantage, 56;
and ecstatin, 110.
Rosslare stick, 9-10; gadgets for, 11-12.
Russian top, 103.

Scrounging skill, 7.
Sessile disadvantage, 76.
Shamble, 127.
Shield skill, 9.
Silk, artificial, 115.
Sleep power, 107.
Social Stigma
disadvantage, 72, 122, 126.
Spear skill, 9.
Speech Synthesizer
Operation skill, 67-68.
Speed-Load skill, 20.
Staff skill, 10.
Steam elephants, 83-84.
Strong Will advantage, 120.
Surgery skill, 54, 111, 123.
Tech Levels (TLs), explanation of, 6.
Telepathy power, 105, 107.
Telereceive power, 107.
Telesend power, 107.
Telharmonium, the, 66.
Temperature Tolerance advantage, 108.
Tenders, 80; armored, 81.
Terminal, the, 126-127.
Tesla, Nikola, 90.
Thermos GmbH, 42.
Thick Fur advantage, 108.
Tin, 116.
TLs, see Tech Levels.
Trains, armored, 81-82; colonial,
79-80; military, 80-82.
Triceratops, 121-122; goad, 122.
U.S. Pure Food and Drug Act, 106.
Uhrwerkmagie of
Ingolstadt, 7, 28, 59, 116.
Unaging advantage, 119.
Unfit disadvantage, 31, 118.
Unusual Background advantage, 109.
Upright advantage, 123.
Vacuum flasks, 42.
Vehicles, air, 87-91; ground, 78-84;
space and time, 91-95; water, 84-97.
Very Unfit disadvantage, 118.
Viridian, 112-113; spray tank, 113.
Viridiana gigantis, 119-120;
ambulatoria, 120.
Vivaldehyde, 66, 113.
Watson, JH., M.D., 55.
Weapons, energy, 18-20; hand, 9-13.
Wireless power transmission, 45, 90.
Zoology skill, 127.



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 and In Nomine!

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

e PDFs from Atlas Games, Amarillo Design
Bureau, 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 boardgames and roleplaying PDFs in 2
the same order! Download digital purchases
again whenever you need to.

STEVE JACKSON GAME

warehouse23.com



http://warehouse23.com
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