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try to stop their deeds. The public needs you.
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Creating campaigns for patrol officers,
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It’s a dangerous world out there . . .
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About GURPS

g 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 include:

Pyramid (www.sjgames.com/pyramid/). Our

| online magazine includes new GURPS rules and arti-

& cles. It also covers Dungeons and Dragons, Trav-
eller, World of Darkness, Call of Cthulhu, and many
more top games — and other Steve Jackson Games

‘ releases like In Nomine, INWO, Car Wars, Toon,
Ogre Miniatures, and more. Pyramid subscribers also
have access to playtest files online!

New supplements and adventures. GURPS con-
tinues to grow, and we’ll be happy to let you know

Bl what’s new. A current catalog is available for an
SASE. Or check out our website (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 available from SJ Games; be sure to include an
SASE. Or download them from the Web — see below.

Gamer input. We value your comments, for new
products as well as updated printings of existing titles!

Internet. Visit us on the World Wide Web at
www.sjgames.com for an online catalog, errata, |
updates, Q&A, and much more. GURPS has its own |
Usenet group, too: rec.games.frp.gurps. ‘

GURPSnet. This e-mail list hosts much of
the online discussion of GURPS. To join, e-mail
majordomo@io.com with “subscribe GURPSnet-L.”
in the body, or point your web browser to
gurpsnet.sjgames.com.

The GURPS Cops web page can be found at
www.sjgames.com/gurps/books/cops/.

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, Third Edition Revised, e.g., p. B144 refers
to page 144 of the GURPS Basic Set. Page references
that begin with BIO refer to BioTech, CI to Com-
pendium I, CII to Compendium II, OW to Old West,
Second Edition, SO to Special Ops, Second Edition,
STM to Steampunk, SU to Supers, Second Edition,
T:FT to Traveller: Far Trader, and VE to Vehicles,
Second Edition. The abbreviation for this book is
“CP.” See GURPS Compendium I, p. 181, for a full
list of abbreviations, or visit www.sjgames.com/
gurps/abbrevs.html for an up-to-date list.
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Introduction

It’s midnight on the streets of River City. A youth sidles
nervously past you on the sidewalk, going in the opposite direc-
tion. Looks like a gang-banger, with leather jacket and all, but
he doesn’t seem to be up to anything. You step around the cor-
ner. An elderly woman with a cane leans against the dirty brick
wall of the next building. Her face is pale, her breath coming in
gasps. Clutching at her chest, she starts yelling about her stolen
purse. The kid that went past — you spin around.

“Stop! Police officer!”

There he goes, jackrabbiting into the night . . .

What do you do?

Welcome to GURPS Cops, rookie. Let’s see if you can
make it in the station house. It’s not the movies. It’s not tele-
vision. It isn’t like the television news, either. It’s still the Job,
whether you’re in London in 1829, Paris in 1943, Chicago in
1968, or up on Marsopolis in 2050. Uniform changes, equip-
ment changes, the laws change. But here at the dirty end of
the muzzle, it all comes down to a cop, a crook, and a dark,
unlighted alley.

Cop movies and television programs stress excitement,
ignoring the dirty reality of police work. Officers flout the law
themselves, illegally searching and seizing contraband,
threatening and beating suspects, hiding and manipulating
evidence — all to fit an interesting story into two hours of
action-packed drama.

That’s one way to play Cops. The formula is familiar
enough: Take two mismatched partners. Stir with a horrendous
crime. Mix in a charismatic villain, diabolical henchmen, and
corrupt politicians. Top off with bumbling rules-bound superi-
ors. Don’t forget to add the love interest! Stir. A few gunfights,
chases, and explosions later . . . you’ve got an adventure.

But Cops adventures don’t have to play to the cinematic
beat. They can be very realistic. A cop discovers a crime scene

and radios in. The scene soon becomes a chaotic swirl of offi-
cers, evidence technicians, victims, witnesses, curious
bystanders, and nosy reporters. Detectives question the victim
and witnesses, decide what information is reliable, and broad-
cast a description of the suspects. The adventure is in the
chase. It becomes a poker game between cop and informant,
a ballet of hope and fear in the interrogation room, a quest for
reliable witnesses willing to testify in court. In the back-
ground is the demanding press of other cases piling up, paper-
work to be filed, bills to pay, and a family waiting at home. If
the investigators move quickly, they may catch the perpetra-
tors with vital evidence in hand. If not, the case winds up as
another cold, unsolved file.

GURPS Cops is a genre book: a collection of history, set-
tings, skills, equipment, characters, and campaign suggestions.
It concentrates on modern American police, laws, and equip-
ment because, thanks to Hollywood, 20th-century American
police procedure is the best known all over the world. Ameri-
can and foreign suspects in Europe, Asia, Africa, and else-
where often demand their Miranda rights — and are surprised
to find that laws are different outside the United States.

Be careful out there, rookie. It’s a dangerous world.

About the Author

Lisa J. Steele is a criminal defense attorney and author
based in Massachusetts. She represents clients accused of
crimes ranging from minor traffic offenses to capital murder.
Ms. Steele is the author of several legal articles about crimi-
nal defense, and two White Rose Publishing sourcebooks:
Fief and Medieval France. Her personal interests range from
science fiction to economics to medieval history to firearms.




Chapter 1:

Welcome to the Job
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Police Duties

What do police do? You’ve seen the images on the news.
A police cruiser speeds down the road, lights flashing and
siren wailing; a group of officers huddles in a stairway with
weapons drawn, preparing to break down a door; officers
struggle to get a drunken suspect into the back of the paddy
wagon. These are only a few visible bits of a huge responsi-
bility — to enforce order. Sir Robert Peel (p. 8), the father of
policing, maintained that the test of good police work is the
absence of crime and disorder, not the visible evidence of
police action in dealing with it.

Patrol

A car bolts through a red light in front of your cruiser,
tears the front end off a school bus, and speeds off down the
highway. You put on the blues and chase him down. You can’t
let that maniac go. When you step out of the cruiser, you’d
best have called the license plate into dispatch and have a
hand on your pistol. The driver could be a harried lawyer late
for court, who panicked and ran. He could be a pistol-toting
felon fleeing a convenience store robbery. One way to find
out — go up to the driver’s window and look.

Police patrol has been the cop’s basic job ever since
watchmen walked through medieval cities to deter burglars.
Modern patrol officers wear uniforms to deter criminals, reas-
sure the public, and identify themselves to those in need.
Patrol officers are frequently armed, because you never know
what you’re going to meet on the street. Officers patrol on
foot, bicycles, horses, and motorcycles. They can use auto-
mobiles or 30’ mechas. It depends on the budget, the tech
level, how much area they need to cover, and how nimble
their transport needs to be. In the modern United States,
police officers start as uniformed cops on a beat; many offi-
cers spend their entire careers there.

Crime Detection

It’s early morning and you’re on your beat. You notice a
parked car sitting in a usually vacant lot. The driver looks
asleep, but the window’s shattered around a small hole. Anoth-
er dark hole gapes where the driver’s temple used to be. A shiny
brass cartridge casing sits in plain sight on the pavement below
the car window. No one else is in sight. You call dispatch for
backup. Here come more officers, crime scene technicians, and
detectives to take over the case. You ask around the neighbor-
hood, learn about a little beef the victim was having, and get a
name. The detectives invite the suspect down to the station.

Now you’re the detective. Sitting in a tiny gray room across
from the suspect, you glance through your folder. The victim’s
wallet was in his pocket. You have his name and rap sheet in the
folder, and your suspect’s name and rap sheet, too. The lab
reports and autopsy reports will take a while. Right now, the
only thing you’ve got on this guy is the word of a 10-year-old
boy who says he saw your suspect shoot the victim after a loud
argument. And his mother doesn’t want him to testify.

Can you convince this guy to talk? Can you keep him from
demanding a lawyer? Can you bluff and intimidate him into

confessing? Can you get a signed statement? Interview him
right, and a murderer goes to prison. Do it wrong, and he walks.

Crime detection is an integral part of police work at all
levels. Most crimes are easy to solve. The victim and assailant
know each other, or the assailant is already well known to
police from previous encounters. In many cases, victim and
suspect are both right there when the police arrive. Patrol cops
have to run from call to call. They don’t have the luxury of
time to work on a case. When they can’t handle it, they give
it to the specialists.

Detectives work on those tough crimes that take time,
persistence, and experience to solve. They gather evidence,
take statements, and interrogate suspects. They interview wit-
nesses and search for corroborating evidence. They investi-
gate continuing crimes and crime organizations: gangs, drug
rings, contraband smuggling, and gambling operations. They
conduct surveillance and undercover operations.

Public Order

It’s a hot summer day and your hair is soaked with sweat
under your helmet. An angry crowd stands a few feet away from
the police line, chanting slogans and waving protest signs. Some
call you names, and others shout threats at that building behind
you. Maybe you agree with the protesters. Maybe you don’t. It
doesn’t matter. Your job is to stand still, not react to provocative
acts, and keep the peace . . . until and unless violence breaks out
or you get the order to disperse the crowd. You have your baton,
your riot shield, and your OC spray. Somewhere back behind
you are the water cannon and the SWAT team with tear gas.

Police keep the peace. Uniformed officers prevent legal
demonstrations from turning into riots, and suppress riots when
they happen. Police officers provide traffic control and crowd
control for public events, parades, demonstrations, and festivals.

Police deal with terrorist incidents, mass disasters, and
hostage takers. Bomb squads and SWAT teams search build-
ings before dignitaries visit or after a bomb threat. They also
handle incidents like barking dogs, loud music, cars blocking
driveways, and other frictions within families and neighbor-
hoods. Officers are increasingly involved in family problems
like abuse, neglect, and runaway children.

Welcome to the Job 7



Public Safety

Snowflakes find their way between your hat and collar as
you crunch through the brush. Your search and rescue dog
strains at his harness, and pulls you deeper into the woods. An
elderly man wandered away from his home this afternoon.
Now the temperature is dropping fast, and snow is obscuring
what faint traces he might have left behind. Your job is to find
him before he dies of exposure.

Police protect the public. When children or elderly peo-
ple go missing, the police help find them. Police are the first
responders when someone on the street has a seizure, starts
acting strangely, or becomes drunk and disorderly. They han-
dle addicts, alcoholics, the mentally ill, and the homeless.
Uniformed officers respond to dozens of public welfare calls
like these every week. Most are routine. But the cop never
knows what’s behind a silent door.

- ' N
Police and the People

Sir Robert Peel held that police work depends on the pub-
lic’s willingness to cooperate and obey laws without an offi-
cer at the citizen’s elbow. Police require the public’s
acceptance, respect, and favor. They win public trust by work-
ing hard at being fair, impartial, and incorruptible. To Sir
Robert, police are the public, and the public is the police.

In totalitarian nations, police use a different method: they
depend on fear and force. Police ally with the strongest polit-
ical groups and use force to coerce subservience, if not obe-
dience. Such police may be part of the military, or unofficial
paramilitary groups that intimidate or kill inquisitive
reporters, political rivals, union organizers, and other poten-
tial threats to the regime.

8 Welcome to the Job

A Short History
of Policing

Modern police forces were created in the 19th century, but
police, or at least watchmen, have been around since the first
cities and the first rulers. Monarchs appointed men to keep
order and protect the crown’s property. Cities created town
watches to patrol, look for fires, and try to deter burglars and
muggers. Cities, guilds, and village councils appointed officials
to enforce boundaries, check weights and measures, monitor
ingredients in foods and other goods, and collect taxes.

These early police served their patrons; they did not inves-
tigate crimes. If someone robbed or attacked a citizen, the vic-
tim or his family brought charges in the ruler’s court. If
someone attacked the ruler, his family, or his property, his
guard or officers would pursue the criminal and punish him, or
bring him before the ruler or the ruler’s proxy for punishment.

Detectives were unknown. If a criminal was caught in the
act, in possession of poached venison or stolen goods, or sim-
ply known to be a thief, he was punished. Rulers used spies
and informers to prevent public uprisings and coups, not to
solve crimes.

Peelers — The First
Modern Police

Uniformed police forces appeared nearly simultaneously
in London and Paris in 1829. The old guard and watch system
was not adequate to keep the peace in large cities created by
the Industrial Revolution. A mobile and anonymous urban
population, combined with cheap distilled liquor and portable
wealth, resulted in waves of thefts, riots, and murder that ter-
rified the British and French aristocracy. Existing guards and
patrols were combined into municipal police forces. The pub-
lic nicknamed the new U.K. officers Bobbies or peelers, after
Sir Robert Peel, the creator of the force.

U.K. police strove for an impersonal image of a force
controlled by regulation and procedure. The new police were
paid regular salaries; their predecessors had relied on fees and
rewards. The new police were given distinctive uniforms.
They wore the uniform at all times, at first, so that the public
would not feel spied upon. The new police had a formal com-
mand structure based on that of the military. Each officer was
armed with a wooden truncheon hidden in the tail of his coat.
He carried a wooden rattle or whistle to summon other offi-
cers to his aid.

The tools of a 19th-century patrol officer were patience
and persistence. He walked his beat on foot and lived in a bar-
racks or section house. If he were attacked, no one would
notice his disappearance until his replacement arrived at the
beat hours later. Sixty years after the Bobbies first started to
patrol, a call-box system was created to let officers signal their
stations and vice-versa. Later in the century, police stations
were linked by telegraph, which let officers post descriptions
of a criminal or crime to a wide area. Rural officers patrolled
by horse and were isolated from aid.
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Drug Enforcement Agency, 20.
Drug smugglers, 86.
Dubois, Louis-Nicolas, 18.

Duty (Legal Ethics)
disadvantage, 56.

Duty (Parole or Probation) disad-
vantage, 56.

East Germany, 32-33.

Enemies disadvantage, 57.

England, 28.

Entry teams, 37.

Equal Opportunities Act, 16.

Equipment, 60.

Escapes, 115.

European Drug Unit, 28.

Evidence, 39, 97-98.

Explosive Ordinance Disposal
skill, 58.

Extradition, 116.

Extremely Hazardous Duty
disadvantage, 57.

False Confessions, 102.

FBI Crime Lab, 28, 41.

FBI, 10-11, 16, 20, 26-28.

Federal Agent character
concept, 47.

Federal agents, 37.

Felonies, 78.

Fielding, Henry, 18.

Fingerprint identification, 19

Fingerprints, 9, 97.

Firearms license, 90.

Firearms table, 65.

Firearms, 62.

First responder, 95.

Flash bangs, 69.

Flashlights, 67.

Foot patrol, 18.

Forensic Technician character
concept, 47-48.

Forensics skill, 58.

Forgery, 83.

France police services, 30.

France’s Algerian colony, 13.

Freemasons, 29.

French Connection case, 20, 42.

French judicial investigations, 104.

Froelich, Assistant United States
Attorney General William, 11.

Furloughs, 118.

Gambling, 80.

Garrett, Patrick Floyd Jarvis, 9-10.

Gendarmerie Nationale, 13, 30.

Genovese, Kitty, 20.

Goodwin, Isabella, 19.

Grand Jury, 111.

Great Depression, 10.

Guns skill, 58.

GURPS Atomic Horror, 15.

GURPS Basic Set, 62-84.

GURPS Bio-Tech, 17.

GURPS Espionage, 35.

GURPS High-Tech, 62.

GURPS Old West, 10.

GURPS Special-Ops, 62.

GURPS Steampunk, 10.

GURPS Undead, 98.

GURPS Vehicles, 34.

Habeas, 114.
Handcuffing maneuver, 59.
Handcuffs, 67-68.
Handguns, 63.
Hearsay, 113.
Hendon Training College, 29.
Highwayman Act, 18.
Holding cells, 39.
Homicide, 80, 81, 83.
Hoover, J. Edgar, 11, 20, 27-28.
Horse patrol, 18.
Hours, 34.
Hulks, 9, 18.
Illegal aliens, 87.
Immigrants, 87; smugglers, 86.
Incapacitating weapons, 69.
Independent Income advantage, 59.
Industrial Revolution, 8.
Informant character
concept, 48-49.
Informants, 35; Federal, 36.
Intermediate weapons, 24.
Internal affairs, 33, 37-38.
Interpol, 28, 33.
Interrogation skill, 58.
Interrogations, 101; British, 104;
French, 104; Japanese, 105.
Interviews, 99-100.
Investigator’s Checklist, 107.
Investigators, 113.
Jack the Ripper, 9, 19.
Jailbreaks, 116.
Japanese police services, 31.
Kemmler, William, 19.
Keystone Cops, 11.
Kidnapping, 83.
King, Rodney, 21.
Knapp Commission, 15.
Knapp, Whitman, 14.
Kouban, 31-32.
Lambroso, 19.
Landsteiner, 19.
Law skill, 58.
Legal Enforcement Powers
advantage, 54.
Levels of Force, 24.
Lie detectors, 103.
Lockup, 39.
London Metropolitan
Police, 19-20.
Los Angeles Police
Department, 27.
Louis X1V, 9, 18.
Mafia, 16-17.
Martial Law, 90.
Means, motive, opportunity, 96.
Medical Examiner character
concept, 49.
Meiji; restoration, 31.
Memory, 99, 102.
Metropolitan Police of London, 18.
Micro air vehicles, 74.
Milice, 12.
Military law, 90.
Miranda, 15, 38, 101-103, 106.



Miranda, Ernesto, 103.

Misdemeanors, 78.

Motor vehicle accidents, 77.

Muckrakers, 10.

Mullis, Kary, 21.

Murderers, 80-81.

Muster room, see Squad Room.

Narcotics, 80.

National Crime Information
Center, 20.

National Criminal Intelligence
Service, 21, 28.

National Police Chiefs’ Union, 19.

Negro police station, 17, 27.

Ness, Eliot, 11.

New advantages, 59.

New maneuvers, 59.

New skills, 59.

New York City Medical Examiners
Office, 12.

New York City Police
Department, 18, 26.

Night Watch, 18.

Nightstick; see Baton.

Nixon, President, 15.

Obstruction of justice, 85.

Ochoa, Juan David, 20.

Office of Naval Intelligence, 16.

Oklahoma City bombing, 21.

Organized crime, 85-86.

Outmoded crimes, 85.

Pacing the game, 42.

Paramilitary death squads, 13.

Passive millimeter weapons
detection systems, 74.

Pathology skill, 59.

Patrol officers, 34.

Patrol uniform, 60.

Patrol, 7, 34.

Patron advantage, 55.

Peel, Sir Robert, 7-8, 17.

Peelers, 8.

Personal health status, 74.

Photographing, 9.

Pinkerton Agency, 9, 18.

Pistone, Joseph, 16-17.

Playing fair with the fantastic, 42.

Plea agreements, 111.

Police and Criminal Evidence
Act, 21.

Police and the people, 8.

Police cruiser statistics, 75.

Police in the United States, 26.

Police Nationale, 30.
Police perjury, 113.

Police Rank advantage, 54.
Police unions, 40.

Polices Municipales, 30.
Polygraph evidence, 20.
Posse Comitatus Act, 19, 23.
Prefecture of Police, 13.
President Johnson, 20.
President Nixon, 20.
Pre-Trial, 110-111.

Prison gangs; see Street gangs, 82.

Probable cause, 106.
Probation, 119.
Professional skill (Law
Enforcement), 58.
Progressive Social Movement, 10.
Prohibition Bureau, 11.
Prohibition, 11.
Property room, 39.
Prosecutor character
concept, 49-50.
Prostitution, 80.
Public defenders, 109.
Public order, 7.
Public safety, 8.
Purity Squads, 11.
Quantico, Virginia, 28.
Quick and dirty rules, 84.
Radio codes, 43.
Reagan, President Ronald, 15.
Realistic campaigns, 23.
Red squads, 11.
Regional crime squads, 28.
Reporting delays, 95.
Reputation advantage, 55.
Reputation disadvantage, 57.
Retain Weapon maneuver, 60.
RICO, 89.
Rifles and submachine
guns, 64.
Riot, 79; gun, 63; gases, 69-70.
Robbery, 83.
Roll call, 41.
Rogues’ Gallery, 9.
Royal North-West Mounted
Police, 18.
Russia, 32.
Scotland Yard, 29.
Search and seizure, 93-94.
Secret disadvantage, 57.
Secret police, 13.
Secret Service raid, 98.

Security Clearance advantage, 55.

Sentencing, 114.

Serial killers, 81.

Serious crimes, 77.

Serpico, Frank, 14-15.

Sexual assault, 83.

Sexual Discrimination Act, 16.

Short history of policing, 8.

Shortsword skill, 58.

Shotguns, 63.

Simpson, O.J., 21, 96.

Skills, 57.

Skip-firing, 66.

Social Stigma disadvantage, 57.

Society control ratings, 78.

Soldiers, 23.

Soviet model, 32.

Speed-Load skill, 59.

Spray maneuver, 60.

Squad room, 41.

Stakeouts, 100.

Stasi, 32-33.

Station house, 38.

Sting operations, 105.

Street gangs, 82.

Suppression Hearings, 111.

Sireté Nationale, 13, 18.

SWAT, 37; equipment, 73; Officer
character concept, 50.

Taser, 70.

Ten Most Wanted Fugitives
program, 20.

Terrorists, 86.

Texas Rangers, 18.

Theft, 79.

Thomas, Timothy, 21.

Through the wall imaging
radar, 74.

Time of death, 98.

Tokkou, 19.

Tokyo Metropolitan Police
Department, 31-32.

Tonfa skill, 59.

Traffic accidents, 77.

Traffic equipment, 71-72.

Transfers, 118.
Trial, 112-113.
U.K. police services, 28-29.
U.S. Border Patrol, 86.

U.S. Customs Service, 18, 26.

U.S. Marshals Service, 18.

U.S. Marshals, 118.

Unarmed techniques, 24.

Undercover agents, 105; character
concept, 51.

Undercover equipment, 74.

Uniform Crime Statistics, 20.

Uniforms and clothing, 60.

United States National Crime
Bureau, 33.

Untouchables, 11.

Vedic, Eugene-Francois, 18.

Verdict, 113.

Vietnam, 12, 13.

Violence at the cinema, 25.

Violent crimes, 81.

Virginia, Quantico, 16.

Visitors, 117.

Vollmer, August, 11-12.

Volstead Act, 11.

Vopo, 32.

Wales, 28.

War on Drugs, 15.

Warne, Kate, 18.

Watson, Elizabeth, 21.

Watts riots, 20.

Wealth advantage, 55.

Weapons offenses, 8§9-90.

Wells, Alice Stebbins, 19.

Wensley, Constable Frederick
Porter, 9.

Wensley, Constable, 24.

‘White Collar Crime, 81.

White Slavery, 10.

Whitechapel, 9, 19.

Wild, Jonathan, 18.

Wilson, O.W., 12.

Witness Protection Program, 20.

‘Women, 29.

Women'’s Precinct, 29.

Women’s Suffrage, 10.

‘World Trade Center, 21.

World War 11, 12, 15.

Yorkshire Ripper, 20-21.
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

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

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

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

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

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

e Fully searchable files of GURPS Fourth
Edition supplements.

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

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