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About GURPS
Steve Jackson Games is committed to full support of GURPS players.

Our address is SJ Games, P.O. Box 18957, Austin, TX 78760. Please
include a self-addressed, stamped envelope (SASE) any time you write us!
We can also be reached by e-mail: info@sjgames.com. Resources include:

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

e23. Our e-publishing division offers GURPS adventures, play aids,
and support in PDF form . . . digital copies of our books, plus exclusive
material available only on e23! Just head over to e23.sjgames.com.

Pyramid (pyramid.sjgames.com). Our monthly PDF magazine
includes new rules and articles for GURPS, systemless locations, adven-
tures, and much more. Look for each themed issue from e23!

Internet. Visit us on the World Wide Web at www.sjgames.com for
errata, updates, Q&A, and much more. To discuss GURPS with our staff
and your fellow gamers, visit our forums at forums.sjgames.com. The
web page for GURPS Monster Hunters 1: Champions can be found at
gurps.sjgames.com/monsterhunters1.

Bibliographies. Many of our books have extensive bibliographies,
and we’re putting them online – with links to let you buy the resources
that interest you! Go to each book’s web page and look for the “Bibli-
ography” link.

Errata. Everyone makes mistakes, including us – but we do our best
to fix our errors. Up-to-date errata pages for all GURPS releases, includ-
ing this book, are available on our website – see above.

Rules and statistics in this book are specifically for the GURPS
Basic Set, Fourth Edition. Page references that begin with B refer to
that book, not this one.
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INTRODUCTION 4

Scott kicked open the double oak doors of the senator’s bed-
room. Senator Radnor – or rather, the thing wearing Senator
Radnor’s skin – looked up from his book.

“It’s over, skin-changer. You have three seconds to return to
Hell peacefully . . . or we send you there painfully.”

Danielle stepped to Scott’s left, her sword scabbarded as she
held a water balloon with a menacing grin. “Do me a favor –
choose pain.” Behind her, Everett silently guarded their rear.

The pseudo-senator didn’t break character for a moment, “I
don’t know who you people are, or what you think you’re doing,
but if you don’t leave, I will summon security.” He stood and
glared, with just a hint of . . . a smile?

Instinctively, Scott jerked his head toward the ceiling. From
the gloom above, a pair of tiny glowing eyes looked back down.
Then three pairs. Then seven. Then too many to count. Scott got
out, “Y’know, just once I wish . . .” before the ceiling turned into
a flutter of wings and he had to let the roar of his assault carbine
speak for him.

You are all that stands against the forces of darkness.
Humanity doesn’t believe in the wicked things that lurk in the

shadows. Demons, vampires, rogue psis, werewolves, chu-
pacabras? All real. And all very dangerous. A powerful demon
can make short work of an entire police department or a squad
of soldiers. Normal human beings simply cannot fight these
things – they lack the skills, the will, and the strength to do so.

That’s where you come in. Your team is better than the best,
with something setting each of you apart – making this mis-
sion possible. Some of you can channel divine power, psionic
energy, or the forces of magic. A few were born as monsters, or
from a chemical vat, but are fighting on our side now. And the
rest of you are just unbelievably well trained, from the techies
to the warriors.

You’ll need to be. The Enemy is always changing and never
rests. You’ll find yourself researching ancient burial sites one

week, belly-crawling through sewers the next, and trying to elim-
inate a rogue angel during the middle of a church service – with-
out attracting attention – the week after. Sometimes it’s hard to
keep the “norms” from stumbling across the truth, but letting it
happen just means more food (or recruits!) for the monsters.

Make no mistake – even the best can fall, and you may die.
But you’ll do so knowing that, at every step, you fought back
the wall of enemies who would tear out humanity’s collective
throat. You fight so people can walk down the street at night
without fearing anything worse than a mugging. You fight so
your home town stays a place to live, instead of a blighted
piece of Hell. You fight because you are one of the only people
in the world who can.

This is The Mission. The stakes are, quite literally, the fate
of the world.

RECOMMENDED BOOKS
GURPS Monster Hunters 1: Champions requires only the

GURPS Basic Set. This is a standalone supplement, detailing
how to create and equip hunters. Future publications will
cover running a game, enemies, and so on.

Several books can add optional detail to a Monster
Hunters game. GURPS High-Tech can expand the shopping
list from Chapter 6. GURPS Horror offers additional advice
and enemies. Likewise, the GM can add extra complexity
with rules from GURPS Gun Fu (p. 10), GURPS Action 1:

Heroes (p. 19), GURPS Powers: Divine Favor (p. 42),
GURPS Psionic Powers and GURPS Psis (p. 45), and
GURPS Thaumatology (p. 33); recommendations are
included herein. GURPS Loadouts: Monster Hunters
deserves special mention: Not only is it useful for quickly
equipping your champions, it was one of the inspirations
for the creation of this very book!

ABOUT THE AUTHOR
Jason Levine, known by the minions of evil as “Rev. Pee

Kitty,” has faced down the forces of darkness with naught
but dice and a pencil since he was but a lad. He is the
Assistant GURPS Line Editor; co-author of GURPS
Dungeon Fantasy 10: Taverns and the GURPS Creatures
of the Night series; and the author of GURPS Dungeon
Fantasy 5: Allies, GURPS Psionic Powers, GURPS
Psionic Campaigns, GURPS Psis, and GURPS Powers:
Divine Favor. When not staking vampires and downing
rogue witches, he collects toys, spoils his cats and dogs, and
cooks for his beautiful wife.

INTRODUCTION

There are worse things out tonight
than vampires.

– Blade, in Blade

Hunter Terminology
champion: A powerful hero who uses extreme skill and/or

special abilities to pursue The Mission. Not necessarily a
paragon of virtue – just dedicated to the right side.

Enemy, The: Collective term for the monsters and rogues
who endanger humanity.

hero: See champion.
Mission, The: 1. The act of hunting The Enemy. 2. Putting

the safety of humanity before your own.
monster: Any inhuman creature that threatens mankind;

e.g., a demon or a vampire.
rogue: A human with access to magic or powers who uses

them to harm innocent people.
sidekick: An NPC Ally of a lower point total (usually 50%).
team: A group of champions.

See also Words of Magic (p. 32).



The Mission demands a certain level of fitness and compe-
tence from its champions; even an accidental hero wouldn’t
survive without being up to the challenge. Thus, any disadvan-
tage which would keep someone from fighting monsters is
inappropriate, whether due to crippling physical issues (e.g.,
Blindness) or mindset (e.g., Cowardice). Other excised traits
are either inappropriate for modern, semi-realistic humans or
simply don’t fit a fast-and-loose game of monster slaying!

The following disadvantages are those best suited to cham-
pions. The GM is always free to allow others! An asterisk (*)
next to cost means that a self-control number is required; see
pp. B120-121. The listed cost assumes a self-control number of
12. This list does not address quirks, which may be chosen
freely, as they exist primarily to aid roleplaying.
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SUITABLE DISADVANTAGES

Monster slayers often need a little “edge”; sometimes a
simple perk can make all the difference in a situation! Perks
with a † require specialization by skill or by item, as noted.
In the former case, you can specialize in a wildcard skill, in
which case the perk covers every applicable use of the skill;
e.g., Off-Hand Weapon Training (Gun!) would let you fire
and fast-draw any gun with no “off-hand” penalty.

Brave: A Fright Check usually fails on any roll of 14+,
regardless of modified Will. You only fail on a 15+. (Your
modified Will must total 14+ for this to be useful, of
course!) You may only take this perk once.

Equipment Bond†: You own a piece of gear or tool kit
(bought separately with cash or as Signature Gear) that’s
uniquely suited to you. You are at +1 to effective skill when
you use it, cumulative with any modifiers for its quality.
You must specialize in a specific item, which cannot be a
weapon; if you lose it, you also lose this perk (and the point
spent on it).

Improvised Weapons†: You’ve practiced using everyday
items with a specific weapon skill, and never suffer a penalty
when doing so. Specialize by any Melee Weapon or ranged
weapon skill. (See pp. 60 and 62-63 for some example
weapons, and GURPS Martial Arts, p. 224, for a longer list.)

Off-Hand Weapon Training†: You can ignore the -4 for
using your “off” hand with one particular skill. Specialize

by any one-handed Melee Weapon, ranged weapon, or
Fast-Draw skill. (This replaces the Off-Hand Weapon Train-
ing technique on p. B232.)

Quick Reload†: You can reload your gun in record time!
You must specialize in Magazine (for modern automatics)
or Revolver (which requires a speedloader). Reloading
takes you only one Ready maneuver; a successful Fast-
Draw (Ammo) roll makes this a free action! (Commandos
specialize in Gun!, which covers everything; for all other
loading methods, reloading takes two Ready maneuvers, or
one with a successful Gun! roll.)

Ritual Mastery†: You have +2 to all Path skill rolls when
casting a specific ritual (Defining Rituals, p. 39). You must
specialize by ritual.

Trademark Move†: You’ve got one particular attack down,
giving you +1 on all skill rolls made to use it. Write this down
as a full turn of action(s), specifying maneuver, combat
options, skills used, hit locations, effective skill and damage,
etc.; e.g., “All-Out Attack (Strong) with Broadsword as a
Rapid Strike, swinging at the neck (skill 15, 2d+3 cut) then
stabbing the vitals as a Deceptive Attack for -2 to defenses
(skill 13, 1d+4 imp).” It cannot be anything boring like, “Rifle
shot to the head.”

Weapon Bond†: As for Equipment Bond (above), but for
a specific weapon.

New Perks

Ritual Adept
40 points

Prerequisite: Magery.

This new advantage represents inherent magical power, and
is only available to dedicated spellcasters (e.g., witches). While
the spells cast by an average person (even a mage) are slow and
bound by several restrictions, yours are not. See Ritual Path
Magic (pp. 32-39) for details.

Talent
see p. B89

Talents never add to wildcard skills. For general rules gov-
erning Talents, see the Basic Set. New Talents germane to
Monster Hunters are:

Born War-Leader: Intelligence Analysis, Leadership, Savoir-
Faire (Military), Strategy, and Tactics. Reaction bonus: soldiers
or professional warriors. 5 points/level.

Close to Heaven: Exorcism, Meditation, Religious Ritual, and
Theology. Reaction bonus: members of the clergy. 5 points/level.

Craftiness: Acting, Camouflage, Disguise, Holdout, Shadow-
ing, and Stealth. Reaction bonus: none! 5 points/level.

Parapsychologist: Electronics Operation (Medical, Psy-
chotronics, or Scientific), Expert Skill (Psionics), Hypnotism,
Occultism, Physics (Paraphysics), and Psychology. Reaction
bonus: psis and true believers. 5 points/level.

Hunters often need a little edge.



Ghost Blaster. A backpack containing a stripped-down
nuclear accelerator connected to a rifle-sized particle thrower,
capable of projecting energy that disrupts a spirit’s ties to this
astral plane. It can only affect insubstantial foes, including
ghosts, certain demons, astral projectors, etc. If the “damage”
reduces the target to 0 FP, it immediately returns to wherever it
belongs – ghosts move on, demons go to Hell, projectors return
to their bodies, and so on. See the Firearms Table (p. 62) for stats.

Mental Shield. This resembles a small colander, form-fitted to
the head, with wires and resistors coming out of it. It must be
worn in contact with the scalp, precluding the use of a helmet.
Gives the wearer Mind Shield 4, cumulative with any natural
Mind Shield, but most people react to him at -2. It also provides
an extra DR 1 to the skull, but for every hit, the shield must roll
against its HT 11 or short out until repaired. $1,000, 1 lb.

Mind Disruptor. This weapon is useful for humans you don’t
want to hurt, and resembles a cross
between a rifle and a “beach-combing”
metal detector. When hit, the target must
roll against Will-2, with a bonus equal to
any Mind Shield, or be mentally stunned;
he may roll again each turn to recover. On
a critical failure, he falls unconscious! The
effect disrupts short-term memory; victims
who succumb never remember what hap-
pened to them during the second they were
shot, or the second before that. See the
Firearms Table (p. 62) for stats.

Neutralizer. This bulky rifle, attached to a
hip-pack battery, is useful when going up
against rogue psis. When hit, the target must
roll against Will-4, with a bonus equal to any
Mind Shield, or lose access to all of his
psionic abilities for seconds equal to the
margin of failure (minutes on a critical fail-
ure). See the Firearms Table (p. 62) for stats.

Spiricom. A system of frequency-tone
generators that can isolate a spiritual “car-
rier wave” so everyone can hear it. Look up
the operator’s margin of success on the
“Size” column of the Size and Speed/Range
Table (p. B550). Within this range, if any psi
uses Telesend, or any ghost attempts to com-
municate, the spiricom converts it to sound.
Runs on external power. $3,200, 80 lbs.

Psi Drugs
These pills take two seconds to ready and

swallow; they take effect within a minute.
They are also available as injections, which
require 15 seconds to administer but then
work immediately. Injecting a drug quickly
(two seconds) requires a First Aid-4 or
Physician+2 roll, with failure resulting in a
wasted drug.

Psi-Block. Alters the user’s morphic
field: For 1d¥10 minutes, psis are at -4 to
use their abilities (whether mental, physi-
cal, or even divination) on him. If given to
a psi, he is also at -8 to use any of his own
abilities! $30/dose, neg.

Psi-Boost. Adds +1 to the user’s psi rolls
for 1d¥10 minutes. User must roll HT; on a
failure, he is also at -2 to DX and all DX-
based rolls for hours equal to the margin of
failure. Multiple doses within 24 hours are
at a cumulative -1 to this roll. Potentially
addictive (-15 points); users are at -5 to all
psi use while going through withdrawal.
$50/dose, neg.
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To Gear or Not to Gear
The assumptions discussed at the beginning of this chapter can be tailored

to fit the group – but be sure everyone’s aware of it before the game starts!

Rejecting Materialism
If the GM wants less of a focus on equipment, he has a few options. He can

reduce the starting funds significantly (anywhere from -10% to -90%), which
forces the group to pick up only the essentials. Or he can make a list of which
gear is available, removing anything he sees as a crutch. He can even do both!

More radically, the GM may simply assign whatever gear he feels is
appropriate to each PC – the warrior may get an axe and a smile, while the
techie gets a small collection of expensive gadgets. If so, no PC can take
Wealth, and all Patrons should be Modest Budget.

Shop Your Heart Out
For a much larger shopping list, break out GURPS High-Tech. Be warned

that by itself, this will add considerable time to game prep, as players comb
through 256 pages of nifty toys. To avoid this, consider also using GURPS
Loadouts: Monster Hunters, which offers sensible equipment suggestions for
most flavors of champion and mission.

In theory, using High-Tech means you can keep detailed track of things
like batteries, but doing so is not recommended. It can slow down play and
shift the focus off of the monster hunting.

Track Nothing!
Monster Hunters, though a cinematic game, assumes that ammunition

will be tracked. This preserves the balance between melee weapons (which
put you close to your foe) and ranged weapons (which are safer, but require
ammo); it doesn’t hurt the commando (pp. 9-10), because each of his per-
fectly targeted bullets is still more valuable than those of an average shooter
(who misses more often).

That said, it won’t drastically unbalance the game to assume that every-
one has enough ammo to deal with any situation. To do so, tally up the
cost and weight of five reloads for everyone. (Five per weapon, not per per-
son!) If someone uses multiple types of ammo for a weapon, tally up five
reloads for each type.

Each champion has to pay the cost for his reloads before every mission.
(With a Patron, this is one of the primary uses for the replacement budget.)
Next, each person has to add the total weight to his encumbrance. Then,
ignore detailed ammo tracking until one of the following happens:

• The team is cut off from resupplying; e.g., trapped in a cave or a build-
ing. At that point, everyone has five reloads left, and has to count bullets.

• A PC objects to the encumbrance and decides to ditch some ammo.
From that point on, he has just the 0-4 reloads that he didn’t drop.

• A PC is captured and stripped of his gear. He has nothing!

This applies to ammo – including things like arrows and crossbow bolts –
but not to holy water balloons, grenades (p. 63), or anything else that weighs
more than an ounce per use.
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Accidental hero lens, 6.
Acquire Knowledge advantage

variant, 24.
Adamic language, 24.
Adrenal-Muscular Trigger

ability, 41.
Advantages, heroic, 23-25;

suitable, 22-25; list, 23.
Adventures, see Campaigns.
Ammunition, options, 63;

reloading presses, 56; special,
63; tracking, 53, 58; see also
Firearms.

Ancient Writings Language, 24.
Angels, racial template, 51;

language, 24; information
skills, 16.

Anti-psi, 46.
Armor of Faith ability, 43.
Arrows, 60.
Artifacts, as energy source, 36,

39; holy, 51, 57.
Atoner lens, 6-7.
Attacks, perks, 10, 25; see also

Holy Attacks.
Aura Reading ability, 45.
Autoteleport ability, 48.
Avenger lens, 6-7.
Backpacks, 54.
Balloons, 54.
Bandages, 54.
Batteries, 52-53.
Bayonets, 55.
Bear were-form, 50.
Binah skill, 33; see also Ritual

Path Magic.
Binoculars, 56.
Bioenhancement power, 40-42;

abilities, 41-42; power
modifier, 41; skills, 42;
Talent, 42.

Blade! wildcard skill, 29.
Blessed, ability, 43; advantage,

23.
Body bags, 56.
Bolt cutters, 55.
Bolts, crossbow, 60.
Bonus points, wildcard, 28, 31.
Born War-Leader Talent, 25.
Bottles, 54.
Bows, 60.
Brave perk, 25.
Breath-Holding ability, 41.
Budgeting, 53.
Camcorders, 54.
Cameras, 54.
Campaigns, player guidance, 31;

types, 5-6.
Cell phones, 54.
Cellular Restoration ability, 1.
Cerebral-Motor Multitasking

ability, 41.

Chainsaws, 60.
Chalk, 54.
Champions, 4; see also Character

Creation.
Character creation, lenses, 6-9;

points, 5; sidekicks, 19;
templates, 9-21, 48-51.

Character points, other uses for,
31.

Charms, magical, 38-39; see also
Ritual Path Magic.

Chesed skill, 33; see also Ritual
Path Magic.

Chokmah skill, 33; see also
Ritual Path Magic.

Chosen one lens, 7.
Chupacabras, information

skills, 16.
Cigarette lighters, 54.
Circadian Rhythm Control

ability, 41.
Cleansers, 56.
Clergy lens, 7-8.
Climbing kits, 56.
Close to Heaven Talent, 25.
Clothing, protective, 59.
Collections, grimoire, 56-57.
Combat Teleport ability, 48.
Commando template, 9-10.
Communication gear, 54.
Compulsive Thrill Seeking

disadvantage, 7.
Computers, 54.
Containers, 54.
Cost factor, determining, 54.
Cost of living, 53.
Craftiness Talent, 25.
Crash kits, 56.
Criminal lens, 8.
Crossbows, 60.
Crusader template, 10-11.
Cryokinesis ability, 46.
Cryptids, information skills,

16.
Damage, reducing, 31; see also

Holy Attacks.
Death, coming back from, 31.
Defend the Faith advantage

variant, 24.
Demolition gear, 55.
Demons, information skills, 16;

language, 24; racial template,
49-50.

Demonspawn racial template,
50.

Desecration, 36.
Destiny, advantage, 23-24;

disadvantage, 24; points,
23-24, 31.

Detective! wildcard skill, 29.
Detonators, 55.
Dhampir racial template, 51.

Disadvantages, 25; limit, 26; list,
26; motivational, 7; suitable,
25-26.

Discriminatory Hearing ability,
41.

Discriminatory Smell ability, 41.
Disguise kits, 56.
Divinations, 34.
Divine Curse disadvantage, 7.
Drills, 60.
Drugs, psi, 58.
Dual Shooting advantage, 23.
Duct tape, 54.
Duty disadvantage, 7.
Dynamite, 55.
Eagle Eyes ability, 41.
Eagle were-form, 50.
Ectocognitive wave detectors

(EWDs), 57.
Enemies disadvantage, 7.
Enemy, The, defined, 4; Lore!

and, 30; see also Monsters.
Enhanced Ground Move ability,

42.
Enhanced Speed ability, 42.
Epidermal Resilience ability, 42.
Equilibrium Enhancement

ability, 42.
Equipment Bond perk, 25.
ESP power, abilities, 45-46;

Talent, 48; see also Psionics.
Ethereal barrier cords, 57.
Exoteleport ability, 48.
Experiment template, 11.
Extra Life ability, 31, 43.
Eyes of the Dead ability, 43.
Fae, information skills, 16.
Fanaticism disadvantage, 7.
Film, 54.
Firearms, 61-62; accessories, 55;

hearing shots, 61; improvised,
62-63; see also Ammunition.

First aid kits, 56.
Flamethrowers, see Liquid

Projectors.
Flares, 54, 60; ammunition

option, 63; guns, 62.
Flashlights, 54, 56.
Food, 53.
Footwear, 59.
Fuel, 53.
Gasoline, 53.
Gear, basic, 54; budgets, 53;

common, 54-56; esoteric, 56;
modifiers, 54, 55, 59;
mystical, 56-57; protective,
59; psi, 57-58; replacing, 53;
selling used, 53; tech level, 52;
tracking, 52-53, 58; see also
Firearms, Weapons.

Geburah skill, 32; see also Ritual
Path Magic.

Ghost blasters, 58, 62.
Ghost Weapon, ability, 43;

advantage variant, 23.
Ghosts, information skills, 16.
Glow sticks, 56.
Go-bars, 55.
Goggles, 56.
Grapnels, 56.
Greater Sense Chance, 34.
Greed disadvantage, 7.
Grenades, 63.
Grimoires, 39, 56-57; defining

rituals in, 39.
Gun Fu perks, 10.
Gun skill, reasons for, 12.
Gun! wildcard skill, 10, 29.
Guns, see Firearms.
Gunslinger advantage, 24.
GURPS, 5, 15, 32; Action 1:

Heroes, 4, 19; Basic Set, 4, 5,
22, 24, 25, 40, 61; Gun Fu, 4,
10; High-Tech, 4, 58, 59, 61,
63; Horror, 4; Loadouts:
Monster Hunters, 4, 58;
Powers, 40, 44; Powers:
Divine Favor, 4, 42; Psionic
Powers, 4, 45; Psis, 4, 45;
Thaumatology, 4, 33.

Headgear, protective, 58, 59.
Headsets, 54.
Healing, points and, 31.
Hearing shots, 61.
Heroic Feats ability, 43.
Higher Purpose advantage, 24.
Hired Gun lens, 8.
Hod skill, 32; see also Ritual

Path Magic.
Holsters, 55.
Holy attacks, 51; items used in,

57, 59, 63.
Holy symbol, 57; damage from,

51.
Holy water, 57, 63; damage

from, 51.
Improvised Weapon perk, 25; see

also Weapons (Improvised).
Inhuman template, 13-14.
Inhuman Tongue Language, 24.
Injury Tolerance (Unliving)

ability, 42.
Injury, reducing, 31; see also

Holy Attacks.
Intrusion gear, 55.
Inventor! wildcard skill, 29-30.
Kits, magical, 57; medical, 56;

tool, 55-56.
Labs, 55-56.
Languages advantage, 24.
Lanterns, 56.
Law Enforcement lens, 8.
Lay on Hands ability, 43.
Lenses, motivational, 6-9.
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Libraries, 56.
Light sources, 56; gun, 55.
Lighters, 54; spray cans and, 63.
Liquid projectors, 62; modifiers,

61.
Lockpicks, 55.
Lore! wildcard skill, 30.
Luck advantage, skills and, 15.
Lycanthropes, information skills,

16; racial template, 50-51.
Magery advantage, 24.
Magic, supplies, 57; workspace

kits, 57; see also Ritual Path
Magic.

Malkuth skill, 33; see also Ritual
Path Magic.

Mana reserves, 36.
Media players, 56.
Medic! wildcard skill, 30.
Medical supplies, 56.
Melee weapons, 59-60.
Mental Blow ability, 47.
Mental shields, 58.
Mind Control ability, 47.
Mind disruptors, 58, 62.
Mind Probe ability, 47.
Mind Reading ability, 47.
Mind Shield ability, 43, 47.
Mindwipe ability, 47.
Miraculous recoveries, 31.
Mirrors, 54.
Mission, The, defined, 4.
Monster hunters, see Character

Creation.
Monsters, information skills

and, 16, 30; racial templates,
49-51; see also Holy Attacks.

Multi-tools, 54.
Mummies, information skills, 16.
Muscle-Powered Ranged

Weapons, 60.
Mystic Coincidence ability, 43.
Mystical, supplies, 57;

workspace kits, 57.
Mysticism power, 42-43; abilities,

43-45; power modifier, 43;
skills, 45; Talent, 45.

Nail guns, 62.
Netzach skill, 33; see also Ritual

Path Magic.
Neural Computational Matrix

ability, 42.
Neutralizers, 58, 62.
Notebooks, 54.
Obsession disadvantage, 7.
Occult knowledge, 16.
Ocular Adaptability ability, 42.
Off-Hand Weapon Training

perk, 25.
Operative lens, 8.
Optics, 56.
Parapsychologist Talent, 25.
Parasites, information skills, 16.
Path skills, 32-33; see also Ritual

Path Magic.
Patrons advantage, 24, 53.
PDAs, 54.
Pencils, 54.
Perks, gun, 10; new, 25.

Philanthropist lens, 8-9.
Phones, 54.
PK Shield ability, 46.
Plastique, 55.
Points, see Bonus Points,

Character Points, Destiny
Points.

Pool cues, 60.
Power modifiers, 41, 43, 45.
Powers, magic and, 42; see also

Bioenhancement Power,
Mysticism Power, Psionics
Power.

Prayer ability, 44.
Precognition ability, 45.
Prophetic Dreams advantage, 23.
Protective clothing, 59.
Psi Sense ability, 45.
Psi template, 14-15.
Psi-block drug, 58.
Psi-boost drug, 58.
Psi-tech, 57-58, 62.
Psionic, abilities, 45-48; power

modifier, 45; powers, 45-48;
skills, 48; Talents, 48.

Psychic Healing ability, 46.
Psychokinesis power, abilities,

46; Talent, 48; see also
Psionics.

Psychometry ability, 45.
Psychotronics, 57-58, 62.
Pyrokinesis ability, 46.
Quality modifiers, 54, 55, 59-61.
Quick Reload perk, 25.
Radios, 54.
Reflex sights, 55.
Reloading presses, 56.
Remote Senses ability, 45.
Resistant advantage, 24.
Resistant to Evil Supernatural

Powers ability, 44.
Ritual Adept advantage, 25, 33.
Ritual Mastery perk, 25;

defining rituals for, 39.
Ritual Path magic, adding

complexity, 33; blocking spells,
37; casting spells, 36-37;
charms, 38-39; conditional
rituals, 38-39; defensive
rituals, 37; defining rituals,
33-35, 39; effects table, 33;
energy accumulation, 35-36;
examples, 37-38; Greater-effect
examples, 32-33; Greater
effects multiplier, 35; learning,
32-33; Lesser-effect examples,
32-33; modifiers, 34-35;

multiple effects, 34; non-
adepts and, 36; performing,
33; powers and, 42; skills, 32-
33, 35; wards, 35; working
together, 39; see also
Grimoires.

Rogues, defined, 4; information
skills and, 16, 30; see also
Monsters.

Ropes, 56; ethereal barrier cord,
57.

Sacrifices, as energy source, 36.
Sage template, 15-17.
Salaries, 53.
Saws, 60.
Science! wildcard skill, 30.
Scissors, 60.
Scopes, 55.
Screwdrivers, 60.
Seekersense ability, 46.
Sense of Duty disadvantage, 7.
Shock and Awe ability, 44.
Shovels, 60.
Sidekicks, 4; creating, 19.
Sights, gun, 55.
Signature Gear advantage, 53.
Silencers, 55.
Silver, ammunition option, 63;

lycanthropes and, 50; weapon
option, 59, 60

Skills, buying successes, 31;
Luck and, 15; monster
knowledge, 16; Path, 32-33;
power, 42, 45, 48; suitable,
27-28; wildcard, 28-91.

Sleuth template, 17-18.
Slings, gun, 55.
Smite ability, 44.
Soldier lens, 9.
Spells, see Ritual Path Magic.
Spiricoms, 58.
Spirit Channeling ability, 44, 46.
Spirit Communication ability,

44, 46.
Spirit Empathy ability, 44.
Spirits, information skills, 16.
Spray cans, 63.
Stacking Spells, 37.
Super Jump ability, 42.
Supernatural Sense ability, 44.
Surgical kits, 56.
Tables, advantages, 23;

disadvantages, 26; firearms,
62; grimoire, 57; patron
budget, 53; protective
clothing, 59; ritual effect, 35;
skills, 27-28; spell effects, 33.

Tactical lights, 55.
Talent advantage, 25.
Talents, power, 42, 45, 48.
Talker! wildcard skill, 30-31.
Tape, duct, 54.
Targeting lasers, 55.
Tech level, gear, 52.
Techie template, 18-19.
Telecontrol ability, 47.
Telekinesis ability, 46-47.
Telepathy power, abilities, 47-48;

Talent, 48; see also Psionics.
Teleportation power, abilities,

48; Talent, 48; see also
Psionics.

Telescan ability, 48.
Telesend ability, 48.
Temperature Control ability, 47.
Templates, 9-21; racial, 49-51.
Ten-Hut! wildcard skill, 31.
Terminology, 4; magic, 32.
Thermite, 55; ammunition

option, 63.
Thrown weapons, 61.
Tier irons, 60.
Tiger were-form, 50.
Tiphareth skill, 32; see also

Ritual Path Magic.
Tonfas, 60.
Tool kits, 55-56; magical, 57.
Trademark Move perk, 25.
Turn Evil ability, 44.
Undead, information skills, 16.
UV bulbs, 56.
Vampires, information skills, 16;

racial template, 51.
Vehicles, 53, 55.
Vests, load-bearing, 54;

protective, 59.
Visualization ability, 45.
Warding, magical, 35; see also

Ritual Path Magic.
Warrior template, 19-20.
Watches, wrist, 54.
Wealth advantage, 53.
Weapon Bond perk, 25.
Weapons, accessories, 55;

firearms, 61-62; hearing
shots, 61; grenades, 63;
improvised, 60, 62-63; melee,
59-60; modifiers, 59, 60, 61;
perks, 10, 25; psi, 57-58, 62;
ranged, 60-63; thrown, 61;
see also Ammunition.

Were-forms, 50.
Wildcard skills, 28-31; bonus

points, 28-29, 31.
Wire cutters, 55.
Witches, information skills, 16;

template, 20-21.
Wolf were-form, 50.
Wood, ammunition option, 63;

stakes, 55.
Workspace kits, magical, 57.
Yesod skill, 32; see also Ritual

Path Magic.
Yeti, information skills, 16.
Zombies, information skills, 16.
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So, dangerous mission tomorrow.
Guess it’s time to eat, drink and, you
know, make merry.

– Dean Winchester,
in Supernatural #5.10


