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Too much checking on the facts has ruined many a good news story.
– Newspaperman Roy Howard 

(Chief Justice Warren Burger used this quotation in a speech given in 1985. Despite a total
lack of evidence that Roy Howard ever said such a thing, most reporters never checked it, appar-
ently taking the advice to heart.)

Ghosts are REAL. Flying ssaauucceerrss are abducting
“us” for study. THE SAVIOR has been and gone; His
name “was” Elvis. The CIA has perfected the thought-
virus, and it’s using it in ATLANTIS, right now. If
“you’ve” ever HAD a flash of ppaarraannooiiaa,, or a nnaaggggiinngg
doubt about the “accepted” laws of “physics,” you
won’t be a STRANGER to Warehouse 23.

GURPS Warehouse 23 is a book of secrets: Weird Science, Magic, and
Lies. To some GMs, it is a book of treasures and plot hooks with which to tor-
ture, tease, and ultimately reward characters. To the light-hearted, it might be a
kind of giant, modern dungeon-crawl. Warehouse 23 runs the gamut from dead-
ly serious to shamelessly silly, and sometimes it’s hard to tell them apart.

“Warehouse 23” is a sinister fairy tale. The Warehouse is drawn from the
same pantheon as the Loch Ness Monster and the Kelly Creature. It occupies the
same spot in the heavens as the 100 mile-per-gallon carburetor and the Martian
Invasion of 1938. What decent, normal people call urban legends and tourist-
bait, the Secret Masters hide in their Warehouse.

Warehouse 23 is a place where the Truth is hidden. The answer to every
question ever asked and every prayer ever uttered is here, stacked 500 to a pallet
and rotting away, wasted. Those who believe in Warehouse 23 know that all
their fantasies can be indulged here, no matter how maniacal or mundane.

Come on in; here’s your security card. Don’t lose it.

(RREEPPRROODDUUCCTTIIOONN and DDIISSSSEEMMIINNAATTIIOONN of this
IIMMPPOORRTTAANNTT information is PPRROOHHIIBBIITTEEDD!!!!!!)

About the Author
S. John’s only personal run-in with the secrets of government warehouses

was a visit to one such “Facility” converted into a covert tennis court by the
Department of the Navy. One of the dusty catwalks above the courts contained a
dead sparrow, presumably of terrestrial origin. He has never visited the
Pentagon (much less the section occupied by the Joint Chiefs of Staff) and
knows nothing about the purple water fountain in its basement, or any crates of
canned pineapple in closets.

He sits quietly on his porch, watching the Fringe, drinking tea.

INTRODUCTION

INTRODUCTION

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 (www.sjgames.com/pyramid).
Our online magazine includes new rules and
articles for GURPS. It also covers all the
hobby’s top games – AD&D, Traveller,
World of Darkness, Call of Cthulhu,
Shadowrun, and many more – and other SJ
Games releases like In Nomine, INWO, Car
Wars, Toon, Ogre Miniatures, and more.
And Pyramid subscribers also have access to
playtest files online, to see (and comment
on) new books before they’re released.

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 comments.
We will consider them, not only for new
products, but also when we update this book
on later printings!

Internet. Visit us on the World Wide
Web at www.sjgames.com for an online cat-
alog, errata and updates, and hundreds of
pages of information. We also have confer-
ences on Compuserve and America Online.
GURPS has its own Usenet group, too:
rec.games.frp.gurps.

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

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 indi-
cate GURPS Compendium I. Other refer-
ences are CY for GURPS Cyberpunk, G
for GURPS Grimoire, I for GURPS
Illuminati, M for GURPS Magic, P for
GURPS Psionics, UT for GURPS Ultra-
Tech, and VE for GURPS Vehicles.
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ALTERNATE
ALTERNATE

WAREHOUSES
WAREHOUSES

The contents of Chapter One are rumors. This chapter is a guide to questioning those rumors, to build a
Warehouse different from the one described there. The exact nature of Warehouse 23 depends on the tastes of the
GM and the nature of his campaign.



20
SJ GAMES -- October 1996 GURPS Warehouse 23 (G-0000) 

When constructing Warehouse 23 – or any large, secret facility – many
issues must be addressed.

Location. The Warehouse must be accessible to its Masters, while remaining
inaccessible to those who would destroy or plunder it. Isolated stretches of
Alaska, on the surface of the Moon, inside Mount Shasta, under the sea, or any
number of distant locales would serve nicely. It might be hidden beneath stately
Wayne Manor . . .

Occupants. It might suit the campaign better if the Warehouse is deserted. It
then becomes a ruin to be explored, and a potentially deadly mystery . . . What
killed, or drove away, the owners and Caretakers? If it is still inside, the adven-
turers had best be careful. Alternately, the Warehouse could be “staffed” by
robots, or golems, or ghosts, or aliens.

The Real Owners. Those who control the Warehouse (the Masters) could be
nearly anybody, from the Vatican to the Food and Drug Administration. While
tradition connects it to the United States espionage and defense agencies, or
global conspiracies such as the Bavarian Illuminati, it could just as easily be the
property of the government of India, or of Great Britain. Maybe every govern-
ment has one, and the nation with the most toys wins.

Cosmology. Whether the campaign takes place in the “real” world, with lit-
tle or no magic, psi, and alien technology available, dramatically affects the
Warehouse. There are five principal “lenses” through which to view any illumi-
nated version of the world (see p. 25); the GM must decide which ones carry the
most weight.

CHOOSINGCHOOSING
A SITEA SITE

There are major issues to be considered when selecting the perfect location
for the Facility.

It’s Large. Either the Warehouse exists in an environment where nothing is
especially conspicuous (within the Hollow Earth, perhaps, or on the Dark Side
of the Moon), or it is designed to blend in with its surroundings. It must either
be subterranean, or disguised as some other large structure. The Warehouse
might even (from the outside) be a major urban skyscraper.

It Gets Lots of Traffic. Unless the Warehouse is abandoned, many regular
shipments should be expected, probably at all hours of the day. Placing the
Warehouse in an actual warehouse district of an urban area solves this problem;
so does placing it on a military base. Alternately, there could be an entire town
hiding the Facility.

It Needs Power. And plumbing, too, if living people work there. Usually,
this means that the Warehouse has its own generator, and a private water supply.
If the Warehouse is in a populated mundane area, it can use local utilities, but
the Masters need to cover up any excessive usage.

It Has Strange Emissions. It just might be impossible to keep an accurate
count of the types of energies that are contained or actually utilized in

Imperfect Masters
Depending on the GM’s view of the

Illuminati (and the Warehouse owners
in particular), it might seem “logical”
to assume that the Warehouse has
flawless automated defenses, a cun-
ningly designed and impregnable com-
puter network, and an infallible method
of inventory and study of its contents.
Certainly, the Secret Masters would
like to be thought of as perfect, but it’s
doubtful that they are.

The most obvious problem with
presenting a “perfect” Warehouse is
that it’s almost entirely unplayable. If
the defenses are really impenetrable,
then there isn’t much fun in trying to
break in! Besides, the strain on the GM
would be tremendous, and it would be
very difficult to seem fair, even if fair-
ness is the goal.

Fortunately, experience teaches that
no building has impregnable defenses,
and that it’s simply impractical to have
a motion-sensor at every corner, a reti-
na-scanner attached to every lock, and
a camera on every ceiling.

The building’s first line of defense
is that nobody knows it really exists.
This indicates that security in
Warehouse 23 is limited to that neces-
sary to keep the Caretakers in line,
with a lightly-armed security force and
a few automated defenses (state of the
art for the next Tech Level) just in
case.

As for the computer systems and
inventory, most real-world networks
are as eccentric as the people who
build and maintain them, and custom-
tailored to their needs and interests as
much as to the needs of the network’s
owners. And sometimes they just
crash. On a related note, the inventory
system is part of the computer system,
and very likely incompatible with the
system(s) that was in place before the
current network was installed. There
may be thousands of lots still waiting
to be catalogued, sealed off as “unsafe”
until each crate can be re-opened,
examined, and bar-coded.

ALTERNATE
ALTERNATE
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The Secret Masters have a lot of toys to play with, and this is
a peek into their toy-box.

For the GM, this is a collection of possibilities to consider.
Each entry here can springboard an entire adventure, either
within the Warehouse or beyond it. What happens if even a
minor conspiracy – or just one clever villain – owns a Genetic
Interrogation Machine? Or the Spear of Destiny? Or the Green
Grimoire?

Better still, what happens if the player characters themselves
have access to something here? Temptation is a useful dramatic
device for any Game Master in the mood to be a little evil.
“Magic items” aren’t always “treasure.”

GMs running GURPS Atomic Horror, Cliffhangers, Illu-
minati, or IOU campaigns can dump this entire book into their
campaigns and oversee the ensuing chaos. GMs not quite so
crazy should carefully select entries to be “real,” depending on
campaign cosmology, but everything here makes juicy rumors.
Keep the players guessing.

Some entries are devoted to objects. Some are places or entire
technologies. Anything described here (or clues leading to them)
might be found in the Warehouse described in Chapter 1, or in a
Warehouse of the GM’s own devising. Notes relating each entry
directly to Warehouse 23 are included, but each stands on its
own, and most have origins beyond the walls of The Facility.
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It may be magic; it may be simply technology, “sufficiently
advanced” as per Arthur C. Clarke’s celebrated equation.
Whatever it is, the Conspiracy depends on it, for its secrecy, for
much of its power, and for its defiance of others. In a fully
Illuminated world, magic is everywhere.

The Ark of the Covenant
And they shall make an ark of shittim wood: two cubits and a

half shall be the length thereof, and a cubit and a half the
breadth thereof, and a cubit and a half the height thereof. And
thou shalt overlay it with pure gold, within and without shalt
thou overlay it, and shalt make upon it a crown of gold round
about. And thou shalt cast four rings of gold for it, and put them
in the four corners thereof; and two rings shall be in the one
side of it, and two rings in the other side of it. And thou shalt
make staves of shittim wood, and overlay them with gold. And
thou shalt put the staves into the rings by the sides of the ark,
that the ark may be borne with them. The staves shall be in the
rings of the ark: they shall not be taken from it.

– Exodus 25:10-15 (Authorized Version)

Built according to divine specifications by the followers of
Moses, the Ark of the Covenant was constructed to hold the “Sinai
Covenant,” the Mosaic contract between the Supreme Being and
the twelve tribes of Israel: the Ten Commandments. The origins
and earliest travels of the Ark are outlined in the Book of Exodus.

If scripture is accurate, the Ark is the holiest of all relics, the
earthly throne of God and the resting place of the original set of
laws that were to spell the eventual defeat of polytheism on
Earth. It was a hard fight; the ancient Hebrews were polytheists!
When times were good, they erected Asherah poles and built
temples to Baal and otherwise paid appropriate respect to all of
the gods that had normally been worshipped in Canaan. When
the Covenant was violated in this manner, the Bible records that
God withdrew His protection and the Hebrews suffered for it.

The Covenant didn’t deny the existence of other deities –
quite the opposite. It was a contract that stated if the Hebrews
worshipped God exclusively, that God would protect the
Hebrews exclusively, and provide for them. It was a revolution-
ary idea – one that would take a long time to take permanent
root. There were both “practical” considerations (Baal had been
bringing rain for as long as everybody could remember – could
YHWH do just as well at fertility and war at the same time?),
and aesthetic ones – the Hebrews had grown up with idols, and
were comfortable worshipping them.

The Ark was a symbol essential to the survival of the new
monotheism. While idolatry of any sort was strictly forbidden,
the Ark answered the Hebrew’s need for idols. It was a golden
object to be venerated; God’s presence was said to be with it. It
was, after all, His throne, providing a physical reminder of His
presence and power. The cover was where blood was cast on the
Day of Atonement to seek forgiveness for sin (in the Christian
cult of centuries later, Jesus Christ would assume the symbolism
of the atonement cover).

Moses was either a shrewd political thinker, or truly in con-
tact with a vast intelligence of some sort, or both. The nature of
the intelligence (divine, alien, human, or something entirely
other) is left to the GM.

Physically, the Ark is as Exodus describes it (see above) with
one exception: the atonement cover, like Egyptian arks, has a
wooden cover plated with gold, rather than a cover fashioned of
solid gold (fortunately for the Levites carrying it across the
desert). The poles are each about 150 inches long (between
eight and nine cubits) and an inch thick, which is consistent
with the descriptions of the temple layout in I Kings and II
Chronicles. The entire Ark, empty, weighs 250 lbs., including
the weight of gold trimmings such as the cherubs and rings. The
gold plating is only 1/100th of an inch thick, but the weight of
the gold is still more than half of the total weight of the Ark.

OCCULTOCCULT
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point, these organs (along with the blood of the Gall pig) are
compatible with the bodies of humans. Gall pigs are raised and
slaughtered not only for food, but for organ transplants and
blood.

Unlike many animals in this section, Gall pigs aren’t just hid-
den away in Warehouse 23 and secret biotech facilities. They
can be found on farms all over the world, secretly inserted into
the livestock population over ten years ago. A combination of
genetic manipulation and breeding programs is aimed toward
the goal of every pig, someday, being a Gall pig – preferably
with nobody noticing. So far, it’s worked.

Gall pigs are rarely a threat in combat, although they are
intelligent enough and strong enough to be trained to fight, if
the GM is feeling especially perverse (they could also be engi-
neered with sharp teeth, allowing them to do 1d-1 cutting dam-
age with a Close attack). They can effectively Slam, in any case
(give them +3 to ST for knockdown contests).

Gojira
ST: 1,200 Move/Dodge: 100/0 Size: 100 hexes
DX: 12 PD/DR: 0/200 Weight: 50,000 tons
IQ: 5 Damage: 6d×10 cutting, or Breath
HT: 15/1,000 Reach: C,1-50
“Gojira” is compressed Japanese slang (pronounced

“Godzilla” by English-speakers) meaning “Gorilla-Whale.” It is
the nickname of the world’s most terrible Atomic Monster,
awakened as an unexpected by-product of nuclear testing on a
remote Pacific island. Gojira is a bipedal lizard-creature 60 sto-
ries tall, capable of absorbing radiation into its body safely and
expelling destructive jets of radioactive force from its mouth.

If the monster is stored in Warehouse 23, the GM must
decide if it is in a state of suspended animation, or dead. More
likely, the Facility keeps a stock of “Gojira cells” and other
flesh samples that can be cloned or exploited for their radiation-
spawned regenerative qualities.

Gojira’s scaly, blubbery skin provides no Passive Defense,
but it ignores rounds (and energies) that easily penetrate normal
armor; its DR is never divided for any reason. The monster’s
DR is multiplied by 10 against any explosion not directly in con-
tact with its skin. In addition, nuclear explosions do one one-
hundredth normal damage, and cannot kill Gojira, or knock it
unconscious. The creature draws its life-energy directly from
radioactivity (a reversal of the orgone concept, suggesting that
Gojira may in some way be from outer space).

Gojira has High Pain Threshold for combat purposes; it can
feel pain, but its DX rolls are not reduced by injury. Gojira
rarely experiences knockback from any attack smaller than

naval cannon (1 hex of knockback per 500 points of basic dam-
age). The monster rolls at DX+4 to keep its feet if knocked
back.

Gojira regenerates almost instantly. Every turn that it is
injured, it regains hit points equal to its current hit points. The
monster’s minimum regeneration rate is 100 hits per turn!

The monster can spend ST for additional regeneration; every
point of fatigue Gojira willingly takes heals 10 hit points. This
requires a single turn of concentration on the part of the monster
(no limit on how much ST can be spent in a turn in this manner).
Gojira heals fatigue at normal rates unless it has a large amount
of local radiation to draw upon, so this is a last-ditch measure.

If the creature’s ST is ever reduced to 500 or less, or if it ever
takes more than 2,000 points of damage in a single turn, it
moves away from any threats as quickly as possible, heading for
isolated wilderness or (preferably) open sea, where it makes its
home (possibly among others of its kind in Mu and Lemuria).

The speed given is in water (the creature’s natural element);
on land, Gojira walks at a speed of 25, usually crushing build-
ings underfoot as if they were made of cardboard, amid sparks
of electricity from torn power cables. Rolling for damage in
cases like this is pointless; houses and vehicles are smashed flat
under the foot of the monster; the only defense is to leave.

Gojira’s principal attack when threatened by real firepower is
its “breath weapon,” a jet of focused atomic energy doing as
much damage as Gojira wants. For every point of damage done,
the jet has a range of 1 hex. For every 10 points of damage
done, Gojira takes 1 point of damage. This damage regenerates
normally! Roll against DX to hit, applying normal penalties for
size and range (SS and Accuracy rules are ignored, and Gojira
gets no benefit from the Aim maneuver). The creature can
divide the damage among multiple opponents, provided they are
within a 60° (one-hexside) arc. Roll to hit each target separately.

In addition to its claw attack (listed above), Gojira can smash
with its tail for 6d×20 crushing damage. This can only be direct-
ed to the rear and side of the monster, and only used against
ground or water targets. Its claws, when used, are reserved for
batting airborne targets and other Atomic Monsters. Gojira
never uses its claws against ground targets.

Incidental radiation from the monster’s attacks has no linger-
ing effect; it “evaporates” almost immediately. This alone is suf-
ficient mystery to interest the Secret Masters.
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- A -- A -
Aaron’s Rod, 35.
Affa, 71.
Albemarle Dictionary, 87.
Alien, black “helicopter,” 56; Greys, 7, 47,

67, 114; Schoolteachers, 60.
Amazing Stories, 86.
Anaphrodisiac, 81.
Aphrodisiac, 81.
Angel hair, 93, 114.
Animals, see Creatures.
Apollo missions, 109.
Aristokles, see Plato.
Ark of the Covenant, 32.
Armor, 79.
Arnold, Kenneth, 11, 66.
Astro Globs!, 50.
Atlantis, 82; Nazi, 84.

- B -- B -
Bacteria, engineered, 112.
Barb needler, 63.
Barker, Gray, 60.
Basking shark, 101.
Bender, Albert K., 60; amulet of, 61.
Bigfoot, 99.
Birmingham, Frederick William, 71.
Blood rifle, 89.
Bombs, telekinetic, 90.
Books, Albemarle Dictionary, 87; Book of

Love, 89; Conspiracy Theory Library, 18;
Critias, 82; Emerald Codex, 43; Green
Grimoire, 43; GURPS Cyberpunk, 18;
Library of Extracted Works, 18;
Mechanical Textbook, 59; The Republic,
82; Timaios, 82; Warghetz Papers, 62.

Brain encryption, 117.
Brain Hacking skill, 114-117.
Brainwashing, 113.
Bush, Vannevar, 68.

- C -- C -
Caretakers, 7; Charlie, 9; Dora, 10, 118.
Cat-men, 93.
Cattle mutilation, 54-57.
CIA, 11.
CIG/NIA, 11.
Cigar Angels, 93.
Computers, genius machine, 75; hunter soft-

ware, 51; soulmate database, 88;
Waterbug, 14-15; see also SINNER.

Conspiracy Theory, Library, 18; skill, 103.
Creatures, 25-26, 46, 92-100, 115, 118;

“universal translator,” 109.
Critias, 82.
Chrysolite Sphinx, 35.
Crystal, bell, 47; romance, 89; skull, 46.

- D -- D -
Deadwave, 81.
Deskeleton, 81.
Deros, 85.
Devolvo ray, 64.
Dissolving weapons, 79.
Division 19 (OSS), 8.
Doolittle Device, 109.
Dream stage, 65.
Drugs, anaphrodisiac, 81; aphrodisiac, 81;

Deadwave, 81; Deskeleton, 81; Fnord, 81;
Happy Worker, 80; Love Potion, 76;
Neophobia, 80; Popcorn, 81; Race Drug,
80.

- E -- E -
Edwards AFB, 71.
Eggs, big, 106.
Eisenhower, Dwight D., 71.
Eel, giant electric, 94.
Electrical system, field-based, 72.

Elixir, of binding, 89; of life, 111.
Ellison, Harlan, 86.
Emerald Codex, 43.
Emeralds of Hermes Trismegistus, 42.
Energy-phasing surface, 73.
Esoteric History skill, 105.
Explosive flour, 66.
Extradimensional space, 56, 74.

- F -- F -
Fat Farm, 57-58.
Fish, Immortality, 97.
Flying saucers, see UFOs.
Fnord, 81.
Food and Drug Administration, 107.
Forteanism specialization, 104.
Freeze ray, 74.

- G -- G -
Gems, Crystal Bell, 47; Crystal Skull, 46;

Emeralds of Hermes Trismegistus, 42;
Oracle Gem, 48; Romance Crystal, 89.

Genetic Interrogation Device, 40.
Genius machine, 75.
Goatmen, 93.
Gojira, 95.
Green Grimoire, 43.
Gremlins, 96.
GURPS Cyberpunk, 18.

- H -- H -
Happy Worker, 80.
Hat, magic, 45; telepathy, 106.
Healer symbiont, 107.
Heart of Reason, 107.
Helicopters, black, 54-56.
Hermes Trismegistus, 42.
Hill, Betty and Barney, 72, 110.
Hippocrates, tablets of, 112.
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Hitler, belief in astrology, 7; and Greys, 7;
suicide (alleged), 10.

Holy Grail, 36-38.
Hynek, J. Allen, 67.
Hypnotism, 109-111.

- I -- I -
Inertial brakes, 73.

- J -- J -
Joan of Arc, 107.

- K -- K -
Krasivium, 79.

- L -- L -
Larsen, Julius, CMDR, 71.
Lemuria, 84-85; Gojira from, 95.
Levelland, Texas, 71.
Library of Extracted Works, 18.
Loch Ness Monster, 97.
Love Oracle, 88.
Love Potion, 76.

- M -- M -
Magical items, Book of Love, 89; Crystal

Bell, 47; Crystal Skull, 46; elixir of
binding, 89; elixir of life, 111; Emerald
Codex, 43; Emeralds of Hermes
Trismegistus, 42; Green Grimoire, 43;
Heart of Reason, 107; magic hippie hat,
45; Love Oracle, 88; memories of Michael
Perry, 45; Oracle Gem, 48; Philosopher’s
Stone, 111; Romance Crystal, 89; Ticket to
Hell, 108.

Magnetic planetary drive, 56, 73.
Majestic Twelve (MJ-12), 68-71.
Manna, 34.
Mantell, Thomas F., Jr., CAPT, 71.
Martians, 98; invasion, 51; heat ray, 53,

poison smoke, 53; war machine, 53.
Mechanical textbook, 59.
MELCAM-5, 79.
Men In Black (MIBs), 11, 60-61, 82.
Mesmerism, see Hypnotism.
“Messee garscet,” 115.
Mind control, 111-114, Project Artichoke,

111; Project Bluebird, 111; skill(s), 105.
Mitchell-Hedges, Frederick and Anna, 46-47.
MKULTRA, 111-114.
Monster, Loch Ness, 97; sea, 100.
Moroni, gold plates of, 116.
Mu, 84; Gojira from, 95.

- N -- N -
Nanogun, 106.
Nazi, Atlantis, 84; UFOs, 11.

Neo-giants, 99.
Neophobia, 80.
Neosom, Prince, 71.

- O -- O -
Office of Strategic Services (OSS), 8;

Division 19, 8; foreign offices, 7; R&D
division, 8; Special Funds division, 8.

One-liners, 103.
Oracle Gem, 48.
Orgone, 106-109; accumulator, 107; engine,

56, 72; scope, 73.

-P --P -
Palmer, Ray, 86.
Paratronic key, 77.
Peanuts, styrofoam, 107.
Perry, Michael, 45.
Philosopher’s Stone, 111.
Pig, Gallitz, 94.
Plato, 82.
Pocket silence machine, 78.
Popcorn, 81.
Preservation gel, 107.
Project Artichoke, 111.
Project Bluebird, 111.
Project Blue Book, 70.
Project Grudge, 69.
Project Paperclip, 7.
Project Sign, 69.
Psionic items, Albemarle Dictionary, 87;

telekinetic bombs, 90.
Purotron, 108.

- R -- R -
Race Drug, 80.
Rats, 26.
Reaching-Into-A-Box Table, 103.
“Red Metal,” 79.
Reich, Wilhelm, 107-109.
Religious items, Aaron’s Rod, 35; Ark of the

Covenant, 32; Chrysolite Sphinx, 35; Gold
Plates of Moroni, 116; Holy Grail, 36;
manna, 34; Spear of Longinus, 10, 38.

Republic, The, 82.
Romance Crystal, 89.
Roswell, New Mexico, 68.

- S -- S -
Sasquatch, 99.
Shaver, Richard, 85.
SINNER, 12-14, 103; logging on, 14; net-

work administration, 13. 
Skatebugs, 25.
Skills, brain hacking, 114-117; conspiracy

theory, 103;  esoteric history, 105;
Forteanism, 104; mind control, 105.

Slipspray, 78.
Slithers, 25.
Software, hunter, 51.
Soulmate database, 88.

Spear of Longinus, 10, 38.
Special Funds division (OSS), 8.
Special Research Office (SRO), 7.
Storehouse 715, 8, 117.
Super-fruit, 113.
Swashbucklers, 111.

- T -- T -
Telekinetic bombs, 90.
Telepathy helmet, 106.
Teros, 85.
Ticket to Hell, 108.
Timaios, 82.
Time machine, 106.
Truman, Harry S, 11.
21-Stone Club, 57.

- U -- U -
UFOs, 66; Angel Hair, 93, 114; CIA, 11;

Cigar Angels, 93; close encounters of the
Nth kind, 67; International Flying Saucer
Bureau (IFSB), 60; Nazi, 11.

Ultra-tech items, Astro Globs!, 50; bacteria
(engineered), 112; Doolittle Device, 109;
dream stage, 65; energy-phasing surface,
73; extradimensional space, 56, 74; field-
based electrical system, 72; Genetic
Interrogation Device, 40; genius machine,
75; healer symbiont, 107; Hippocrates
(tablets of), 112; hunter software, 51;
inertial brakes, 73; krasivium, 79;
magnetic planetary drive, 56, 73;
MELCAM-5, 79; orgone engine, 56, 72;
orgone scope, 73; paratronic key, 77;
pocket silence machine, 78; preservation
gel, 107; Purotron, 108; “Red Metal,” 79;
slipspray, 78; soulmate database, 88;
super-fruit, 113; swashbucklers, 111;
telepathy helmet (primitive), 106; time
machine (primitive), 106.

- V -- V -
Vapors, 26.
Venus Braintrap, 115.
Vermin, 25-26, 46, 92, 118; rats, 26;

skatebugs, 25; slithers, 25; Vapors, 26.

- W -- W -
Warghetz, Jamie, 62.
Waterbug, 12-13.
Weapons, barb needler, 63; blood rifle, 89;

devolvo ray, 64; dissolving, 79; explosive
flour, 66; freeze ray, 74; Martian heat ray,
53; Martian poison smoke, 53; nanogun,
106; telekinetic bombs, 90.

Weldon, Dr. Gerry, 76; Pharmacy, 80.

- Y -- Y -
Yeti, 99-100.
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STEVE JACKSON GAMES

STUCK FOR AN ADVENTURE? 

NO PROBLEM.
Warehouse 23 sells high-quality 

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. 

warehouse23.com

®




