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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, adventures, 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 2: The Mission can be found by going to
gurps.sjgames.com/monsterhunters2.

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



“Why are you bothering m– oof!” Pitt grunted as the muscu-
lar hunter slammed him into the alley wall.

“Four girls dead. Two kidnapped. And word is, you were at the
scene,” Scott growled. “If I were you, I’d start talking fast. What
were you doing in Antoine Colby’s house?” Behind him, the rest
of the team stayed alert for backup.

“Never heard that name in my life,” the thug wheezed.
“Save it,” Brad snapped, “I hacked your e-mail to be sure. You

told him to meet you there.”
Danielle moved closer. “Murder isn’t your style, Pitt. What’s

really going on?”
Too late, Scott realized that Pitt had been slowly

working a bracelet into his grasp. The charm
broke with a snap, in a brilliant flash of light that
stunned the champions. As the spots cleared, they
could barely make out his form leaving the far end
of the alley.

Danielle shook her head. “I hate it when
they run.”

“I don’t.” Everett grinned and sprinted after
his quarry.

The monster-hunting tradition goes back cen-
turies. Beowulf may be the archetypal example: a
warrior who stood apart from all other men, tak-
ing on impossibly dangerous creatures, risking
his life to save others. Today, “monster hunters”
remains a popular genre, with new films, books,
and TV shows coming out every year. There are
few things as viscerally satisfying as a larger-than-
life hero defeating a manifestation of pure evil!

GURPS Monster Hunters 2: The Mission
attempts to capture this feeling, building on the
rules and assumptions from GURPS Monster
Hunters 1: Champions. Such a game needs to
focus on the hunt – from the investigation to the final battle – and
this book provides streamlined rules allowing you to do just that!

HOW TO USE THIS BOOK
Players should read the first two chapters to be aware of what

kinds of things their characters are expected to do. Doing so
before making a character, if possible, may help in deciding which
advantages, disadvantages, and skills to take. For convenience,
all of the important traits for a champion to have in a given situ-
ation are listed in boldface. With a few specific exceptions, this
does not include wildcard skills, which are defined as much by
the situation as by the skill being replaced. Follow the description
of the wildcard skill – for example, any roll against Occultism can
be replaced with one against Lore!, even if the rules don’t men-
tion Lore! explicitly. See Wildcard Summary (p. 5) for more.

The Mission provides the GM with guidance for setting up
a challenging, fun hunt, from a simple system for handling

investigations to streamlined combat rules. He’ll also find a
wealth of advice for setting up an ongoing campaign, with dark
conspiracies and interesting bad guys. In short, everything
needed to run a great Monster Hunters game!

Many of the rules herein intentionally deviate from “offi-
cial” GURPS and are not recommended for anything other
than over-the-top, cinematic, supernatural action! The advice
herein assumes that you’re using the templates and rules from
Champions. For readers without that book, The Mission will
still provide plenty of useful information about running a high-
powered supernatural game.

PUBLICATION HISTORY
Some of the material in The Mission was adapted from

GURPS Dungeon Fantasy 2: Dungeons and GURPS Action 2:
Exploits, both by Sean “Dr. Kromm” Punch. GURPS Horror, by
Kenneth Hite, was a source of inspiration for this entire book.

ABOUT THE AUTHOR
Reverend Jason “PK” Levine became a monster hunter at a

very young age, when he first mastered the use of a flashlight as
a weapon against the closet creatures. He has since grown up
into the Assistant GURPS Line Editor and written a few books,
including GURPS Dungeon Fantasy 5: Allies , GURPS Psionic
Powers, GURPS Psionic Campaigns, GURPS Psis, and
GURPS Powers: Divine Favor. He lives in northern Georgia
with his adorable wife, a couple of in-laws, two attack dogs, four
attack cats, and several hundred (peaceful) Transformers.

INTRODUCTION

What Is a Monster Hunter?
Some horror fiction depicts ordinary people surviving a monster

attack, and sometimes even going on to defeat the attacker: a household
fends off zombies, bar patrons stop a group of vampires, etc. While these
“ordinary folks in extraordinary situations” are certainly heroes, they are
not the focus of this series. A monster hunter is a formidable foe with the
will and the strength to seek out and destroy The Enemy. It’s about being
proactive, but it’s also about being special.

The majority of cinematic hunters work alone – but this isn’t a genre
requirement. Most fiction, monster-hunting or otherwise, tends to focus
on a single hero known as the “viewpoint character.” This makes it eas-
ier for the audience to identify with him, but it doesn’t translate well to
an RPG. The Monster Hunters series assumes a typical three- to six-
gamer group, which is why the templates from Champions each cover
a distinct niche instead of being omni-competent. For good fictional
examples of monster-hunting teams (as opposed to lone wolves), see
Vampire$, Blade: Trinity, and the TV series Buffy the Vampire Slayer.

GURPS System Design ! STEVE JACKSON
GURPS Line Editor ! SEAN PUNCH

Managing Editor ! PHILIP REED
e23 Manager ! STEVEN MARSH

Page Design ! PHIL REED and
JUSTIN DE WITT

Art Director ! WILL SCHOONOVER
Production Artist & Indexer ! NIKOLA VRTIS

Prepress Checker ! MONICA STEPHENS

Marketing Director ! PAUL CHAPMAN
Director of Sales ! ROSS JEPSON
GURPS FAQ Maintainer ! –––––––

VICKY “MOLOKH” KOLENKO
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Books and Records
Access to an occult library allows a roll to find infor-

mation pertinent to the monster. The GM will roll
against the higher of the champion’s Occultism,
Research or appropriate Hidden Lore. (This assumes
a monster; replace Hidden Lore with Expert Skill
(Psionics) for psis, Thaumatology for witches, Biol-
ogy for experiments, etc.) Since the best books are old,
add +1 for every three points the researcher has in
ancient written Languages, using the costs before any
discount for Language Talent.

A religious library (whether in a seminary or the
back room of a charms dealer) allows a roll against
Theology, though this will only turn up clues for cer-
tain monsters, depending on the specialty – see Know
Thy Enemy (Champions, p. 16).

Public libraries only allow rolls against Research (for
general information) or Current Affairs (for newspaper
and magazine headlines relevant to the specialty), and
do not contain answers to most supernatural queries (-4
to all such requests). Public records (e.g., the back room
of the DMV) are often harder to access – like crime
scenes (p. 6) – but you may use the higher of Adminis-
tration or Research, and the information obtained will
be more detailed.

High-quality libraries or records sources give a
bonus, from +1 for a large university’s stacks to +3 for
the Library of Congress. In all cases, multiple attempts
to find information from the same library or records
source are at a cumulative -2 instead of the usual -4
(Beating a Dead Horse, p. 6).

Computers
Web Search: Researchers may use the Internet as a broad

but shallow source of information. Use Computer Operation
(not Research!) to make the best use of a search engine. The
lack of depth only nets a minor clue (p. 6), however, and the
GM will not answer the question in detail unless the answer
was publicly available. A critical success obtains hard-to-find
information, giving the usual +2 clue. Multiple search attempts
are as for libraries (see above).

Hacking: A savvy computer geek may obtain better data by
hacking his way into an appropriate database. This requires a
Computer Hacking roll, at no penalty for a personal database,
-2 for a corporate one, -4 for a government one, or -8 for “black
ops” (whether government or private). The hacker chooses
what type of database to attack – there are millions of them out
there – though the GM is free to declare that certain pieces of
information are only available in databases with a minimum
level of security.

Success doesn’t net a clue, but gets him in, so he can use the
better of Computer Operation or Research to pull up specific
data, as for records (see above); since well-guarded databases
have more information, these rolls are at -2 for a personal data-
base, no modifier for a corporate one, +2 for a government
one, and +4 for a “black ops” database.

Failure may mean he made himself known; roll against the
system administrator’s Computer Operation skill (assume 10 if
unknown), at a bonus equal to the hacker’s margin of failure.
Success means the administrator is aware of the intrusion and
has a rough idea of what the hacker was looking for! Critical

success also nets him the hacker’s IP address, location, etc.,
which may mean a visit . . .

Self-Assistance: Before searching or hacking, the champion
(or his teammate) may use Computer Programming to create
a custom program to help mine relevant data. This takes 1d
hours but gives +1 to all web-search and hacking rolls for this
investigation – or +2 with a critical success! Only one such
attempt is allowed per adventure.

Magic 8-Ball
Some champions can simply ask the universe for clues!

Path of Chance makes divination (Champions, p. 34) possible
for casters, crusaders may have Blessed or use Prayer to seek
guidance, and psis can make active use of Precognition.
(Always use the stated time for these abilities instead of assum-
ing an hour.) This is a good way to get a clue, though multiple
uses are subject to Beating a Dead Horse (p. 6) – “information
flowing from the universe” counts as a single source, even if
different people use different abilities to ask the same question.

Even a non-powered quester can use Meditation to focus
his mind in an attempt to understand the big picture. If suc-
cessful, he achieves a new perspective on the hunt, which
counts as a clue in itself. (The GM decides which type of clue,
and is not obligated to provide actual spiritual insight; fortune-
cookie wisdom is fine!) Hunters without Meditation may use
their Will-6 default, but if so, success only nets a minor clue
(p. 6), while critical success grants a normal one. Only one clue
per adventure can be derived in this manner, no matter how
many hunters end up sharing the same point of view.

Grimoire Sales
Dealers in grimoires (Champions, pp. 39 and 56-57) are part

of a niche market, which makes it almost impossible to guaran-
tee privacy. When someone buys a +7 compilation of destructive
spells, the magical underworld keep their heads down for the
next few weeks. Thus, champions can try to research recent gri-
moire sales if they suspect a situation involves magic.

There are a few different approaches: asking a magical Con-
tact (p. 8), finding the word on the street (p. 8), hacking (see
Computers) a dealer’s database, or using social engineering
(pp. 8-9) on a grimoire merchant that a teammate already buys
from. In all cases, the roll to obtain the information is at -5 with
only a vague idea of what kind of grimoire may be involved, -3
with a detailed description, or no penalty if the exact ritual(s) are
known. If the GM has decided that a grimoire of that type was
sold recently, he secretly adds (its ritual bonus - 2) to this roll –
but also applies penalties equal in size to any Reputation the
seller has for discretion and/or the buyer has for being scary
(“You talk – you die!”), which may give a net penalty!

If the modified roll succeeds, the champion learns whether
someone bought such a grimoire, and when. Success by 5+ or
a critical success also reveals a fair amount of detail about who
bought it.

Casters should note that their enemies can use this technique
against them! If a sage or witch obtains a powerful grimoire,
some people in the local magic scene will eventually find out
about it. Some paranoid casters avoid grimoires for this very
reason . . . or work hard to develop a scary Reputation!
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LOCAL GUARDIANS
Most of the students, staff, and professors at the University

are blissfully ignorant of the creatures and people who prey
upon them. Fortunately, a small group is aware of the truth,
and its members take it upon themselves to keep the populace
safe – between classes, of course.

Movers and Shakers
The Rightful Masters, a mixed group of nearly 100 mem-

bers, is an odd collection of psis and casters. Using telepathic
abilities and spells, they have worked their way deep into the
system. They regularly capture monsters and normal humans
for experimentation, with the goal of creating their own super-
natural army. The mummy Menkheperre (known locally as
August Timms) has made a tentative alliance with the Khaimov
vampire clan against them. Meanwhile, researchers for the
military’s Project 273 are doing their own super-soldier experi-
ments; the Masters are attempting to co-opt this.

Dark Places
The school’s small chapel is Abrahamic holy ground (p. 23),

with an effective ward skill of 14. The extensive drainage tunnels
under the campus (leading to the nearby river) contain many
local vampires and a small group of demons; it could be con-
sidered a mixed underworld (p. 33). Project 273 is run from
the top of the photonics lab, under heavy security. The Masters
live throughout the campus and town, but as one particular
dormitory houses many of the more powerful members, it has
become an unofficial base. Timms resides in a small town-
house just southwest of the campus.

Adventure Seeds
• Some of the Masters test out mass-hypnosis at a cam-

pus arena event; the next step is to try it at the nearby base-
ball stadium.

• Project 273’s experiments turn psychotic and escape;
the real threat is that of the military coming in and “cleaning
up” if they’re not contained quickly.

• One vampire clan decides to move into the river, and
begins attacking victims on the shore by dragging them
underwater.

RESEARCH GRANT
When a small town has a zombie or gargoyle infestation,

but they’re willing to cowboy up and deal with it, where do
they turn for advice? If they’re smart, they call Hyperfortean
Studies Group, whose research information and over-the-
phone consultation are made available for all sponsors. HSG
studies The Enemy to determine how best to defeat them –
using a combination of discrete observation, direct confronta-
tion, and vivisection (they always attempt live capture when pos-
sible). They choose targets based on their own research needs,
but must also accommodate their sponsors’ occasional requests.

Movers and Shakers
An odd mix of outcast angels and demons, known simply as

the Order, takes issue with HSG’s “casual murder” of monsters.

When not opposing HSG’s actions, the Order encourages the
creation of new inhumans. The researchers have run across
Maxwell Gulth on multiple occasions; this vampire spawns
packs of destructive progeny in highly religious towns (he has
a particular hatred for the faithful). M-Branch a military pro-
gram that seeks to weaponize the supernatural, is HSG’s
research rival.

Dark Places
HSG’s operations are usually in-state, but they visit many

locations. M-Branch is based a few counties to the north. The
Order has followers embedded in the nearby college, keeping
an eye on the researchers. A large swamp to the west
(bisected by the interstate) has spawned many zombies,
apparently through inherent magic.

Adventure Seeds
• After eliminating a parasite infestation, evidence shows

that it was manufactured . . . possibly by M-Branch.
• A “simple” zombie outbreak in a small, isolated town

turns out to be a setup by Gulth.
• M-Branch loses a team in the swamp, who come back

animated and intelligent enough to use their weapons and gear.

ROAD TRIP
Intelligence agencies, who gather a lot of information, out-

source much of the non-sensitive stuff to small sorting-and-
filing businesses. One of these, DataSifters, has realized that
many of the “impossible” reports are actually true. Since the
government won’t listen, the employees take it upon them-
selves to follow up on these incidents.

CHALLENGING CHAMPIONS 36



Acrobatic attack, 20, 27.
Acrobatics skill, in combat, 20.
Acting skill, playing dead, 22.
Adventures, atmosphere, 29; combat, 29-

31; discovery of The Enemy, 4; fear in,
28-29; formula, 4; in media res, 17;
increasing scope, 34; introduction, 4;
investigation, 5-11, 31-32; making
everybody useful, 32; roleplaying
investigations, 10; seeds, 35-37;
time constraints, 10, 28; unwelcome
attention, 18, 29, 32; see also
Campaigns.

Ambushes, by monsters, 17.
Antidotes, 23-24.
Arm-twisting, 9.
Authorities, attracting attention of, 18;

body disposal and, 18; defining
powerful, 34.

Battle plans, 22.
Big bads, 34.
Blade! wildcard skill, 5.
Blustering, 22.
Bonus points, uses for, 27.
Books, research with, 7.
Breaking and entering, 12-13.
Bribery, 8, 15.
Camouflage skill, 13.
Campaigns, big bads, 34; defining

monsters, 33; establishing the setting,
33; mundane organizations in, 34;
player guidance, 27; plot diagrams, 35;
sample, 35-37; sample locations, 35-37;
sample organizations, 35-37; secrets, 33;
supernatural organizations in, 34; see
also Adventures.

Champions, see Monster Hunters.
Character points, other uses for, 27.
Characters, see Monster Hunters.
Chasing, 11.
Clues, adventure tips, 31; defined, 5-6;

finding, 6-9; using in deductions,
9-11.

Combat, 17, 19-22; acrobatic, 20;
aftermath, 17-18; description bonus, 19;
environment, 30-31; healing during, 17;
jumping in, 20; losing, 31; optional
rules used, 19-20; simplified, 20-21;
situational awareness, 21-22; starting in
middle of, 17; surprise in, 22; tips for
smart, 21-22; warrior attacks, 20.

Commandos, challenging, 32; Gizmos and,
25.

Communication, problems with, 32; silent,
14.

Computers, research with, 7.
Confrontation, physical, 16-17; verbal,

14-16.
Conspiracies, 34.

Contacts advantage, 8.
Crime scenes, 6.
Crusaders, challenging, 32; getting clues, 7,

8; plagues and, 24.
Current Affairs skill, 7-9.
Curses, 23.
Darkness, 30-31.
Death, 17; feigning, 22; of monsters, 18;

recovery from, 20.
Deduction rolls, 5, 9-11.
Demolitions, 13.
Destiny points, uses for, 27.
Detective! wildcard skill, 5.
Dismemberment, 17.
Duty disadvantage, 4.
Ectocognitive wave detectors (EWDs),

25-26.
Enemy, The, see Monsters.
Equipment, caught without, 17; for

detecting phenomena, 25-26; from
monsters, 18; making new, 24-25;
problems with, 32; stocking up, 11;
see also Weapons.

Experiment characters, challenging, 32;
see also Monsters.

Explosives skill, 13.
“Extermination for Sale” campaign, 35.
Fast-Talk skill, 8, 15, 16.
Fatigue Points, uses for, 27.
Fear, adding, 28-29.
Feverish Defense, 19, 27.
Fighting, see Combat.
First aid, 17; see also Death, Injuries.
Flurry of Blow, 19, 27.
Flying attack, 20, 27.
Following, 11-12.
Forced Entry skill, 12.
Fright Checks, 28-29.
Gadgeteering, 24-25.
Ghosts, detecting, 26.
Gizmos advantage, 25.
Grimoire sales, researching, 7.
Guards, overcoming, 14.
Gun! wildcard skill, 5.

Gunplay, simplified, 20-21.
Guns, as melee weapons, 21.
GURPS, 20, 31; Action 2: Exploits, 3;

Basic Set, 19; Dungeon Fantasy 2:
Dungeons, 3; Horror, 3; Monsters
Hunters 1: Champions, 3, 5, 7-9, 13,
14, 16-20, 23-27, 31, 32, 35.

Healing, see Death, Injuries.
Holy ground, 23.
Information sources, 6-9.
Inhuman PCs, challenging, 32; see also

Monsters.
Injuries, 17-18; crippling, 17; miraculous

recovery, 20, 27; recovery, 18, 27.
Interactions, social, 8-9, 15-16; social

modifiers, 15.
Interrogation skill, 8, 9, 16.
Interviews, 8.
Intimidation skill, 9, 14, 15, 22.
Invention, 24-25.
Inventor! wildcard skill, 5.
Jumping, in combat, 20.
Kirlian film, 26.
Lairs, approaching, 13-14; entering, 12-13;

finding, 10-12; looting, 18; moving
through, 14; overcoming sentries, 14.

Leadership skill, 22.
Light, 14.
“Local Guardians” campaign, 36.
Lockpicking skill, 12.
Loot, 18.
Lore! wildcard skill, 5.
Magic, places, 26; seeking clues with, 7, 32;

using abilities, 31.
Manipulation, people, 8-9.
Medic! wildcard skill, 5.
Mighty Blows, 19, 27.
Military, see Authorities.
Mob panic, 18.
Monster hunters, ambushing, 17;

challenging specific, 32; definition, 3;
skill-description bonus, 19; team
formation, 13; using points, 27; see also
specific types of monster hunters.
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Monsters, attracting attention of, 18;
becoming, 18; big bads, 34; boss, 30;
choosing, 29-30; defining, 33; disposing
of the bodies, 18; exploiting weaknesses,
16-17; extracting information from, 16;
fodder, 30; foiling plans, 16; gaining
trust of, 16; goals, 14-15; identity clues,
10; in campaigns, 33; keeping dead, 18;
looting, 18; motivations, 10, 34;
motivations, 10; organizations, 33-34;
timeline of plans, 10; tips for dealing
with, 15; underworlds, 9, 33; worthy,
30; see also Lairs.

Negotiation, 15.
Neighbors, attracting attention of, 18.
Noise, excessive, 18.
Occultism skill, 8, 10, 16, 23, 31.
Parries, unbalanced, 22.
Patron advantage, influence, 26-27.
Plagues, 23-24.
Police, see Authorities.
Posturing, 22.
Psi PCs, challenging, 32; getting clues, 7, 8;

Gizmos and, 25; plagues and, 24; see
also Monsters.

Psychic phenomena, detecting, 25.
Pursuit, 11-14.
Quick Gadgeteer advantage, 24, 25.
Range, simplified, 21; table, 21.

Rapid fire, simplified, 21.
Rapid Recovery, 22, 27.
Reaction rolls, 15-16.
Records, research with, 7.
Research, 6-7.
“Research Grant” campaign, 36.
“Road Trip” campaign, 36-37.
Rogues, see Monsters.
Sacred places, 26.
Sages, challenging, 32; grimoires and, 7;

magic and, 31.
Science! wildcard skill, 5.
Sentries, overcoming, 14.
“Shadow Wars” campaign, 37.
Shadowing skill, 11; failed, 12.
Skills, buying successes, 27; description

bonus, 19.
Sleuths, challenging, 32.
Sneaking, 13-14.
Social engineering, 8-9.
Spinning attack, 20, 27.
Stealth skill, 11-14, 22.
Streetwise skill, 8, 9.
“Strike Team” campaign, 37.
Supernatural, afflictions, 17-18; detecting

phenomena, 25-26; insight, 7; snooping,
32.

Suppressants, 23-24.

Tables, bars, wedges, grates, and
portcullises, 13; doors and attached
hardware, 13; gadgeteering, 24; range
band, 21.

Talker! wildcard skill, 5.
Taunting, 22.
Techies, challenging, 32; inventions by,

24-25; plagues and, 23-24.
Ten-Hut! wildcard skill, 5.
Threats, to gain information, 15-16.
Tracking skill, 11.
Treasure, 18.
Underworlds, monster, 9, 33.
Vaccines, 23-24.
Villains, see Monsters.
Warriors, attacks, 27; challenging, 32;

special attacks, 20.
Weapons, concealed, 13, 22; improvised,

21; simplified gunplay, 20-21.
Weird Science skill, 25.
“What” clues, 10.
“When” clues, 10.
“Where” clues, 10-11.
“Who” clues, 9.
“Why” clues, 11.
Wildcard skills, 5.
Witch PCs, challenging, 32; grimoires and,

7; magic and, 31; see also Monsters.
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