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ABoutr 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.

Warehouse 23. Our online store offers GURPS adventures, play
aids, and support in PDF form . . . digital copies of our books, plus
exclusive material available only on Warehouse 23! Just head over to
warehouse23.com.

Pyramid (pyramid.sjgames.com). Our monthly PDF magazine
includes new rules and articles for GURPS, systemless locations,
adventures, and much more. Look for each themed issue from Ware-
house 23!

Internet. Visit us on the World Wide Web at 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
GURPS Dungeon Fantasy Denizens: Swashbucklers web page is
gurps.sjgames.com/dungeonfantasy/swashbucklers.

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,
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.
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INTRODUCTION

Swashbuckling heroes can defeat dozens of foes because the
story calls for it.
- GURPS Basic Set

Battling monsters while clad in steel and swinging a mas-
sive axe? That’s just a matter of throwing enough money and
muscle at a problem. Counting on skill and speed instead of
armor and brute force? That takes daring, and explains why
many gamers regard the swift, stylish swashbuckler as the
ultimate fantasy warrior! Filling this fashionable footwear
calls for more than a flashing blade and a floppy hat or an
eye-patch, though - you need sick combat moves for starters,
plus enough dash and audacity in one place to bend reality to
favor the bold.

GURPS Dungeon Fantasy has all that. The catch is that
it's stashed in bits and pieces throughout the series, espe-
cially in GURPS Dungeon Fantasy 1, 3, and 11 (and GURPS
Dungeon Fantasy 8, for the floppy hats). Then there are the
swashbuckler variants and power-ups in various Pyramid
issues. And then there are all the swords scattered across the
GURPS Basic Set, GURPS Low-Tech, and GURPS Martial
Arts. That spells a lot of digging and page-flipping for play-
ers, which is why we've pulled everything together in GURPS
Dungeon Fantasy Denizens: Swashbucklers.

But wait, there’s more! Swashbucklers also adds piles of
previously unseen goodies. New lenses let you play an aging,
not-so-slim fencing master — or even a hero who favors the
quarterstaff over the sword. New power-ups further emphasize
skill, speed, and luck. New combat moves let the oldest dog try
new tricks. And there’s also tons of advice on how to make
your swashbuckler unique, the hero of his personal legend.

Adventure awaits!

RECOMMENDED BOOKS

This supplement and the GURPS Basic Set give
you everything you need to create a swashbuckler for a
GURPS Dungeon Fantasy campaign. Be sure to check out

GURPS Dungeon Fantasy 1: Adventurers, GURPS
Dungeon Fantasy 8: Treasure Tables, and GURPS Dungeon
Fantasy 13: Loadouts for equipment, though - and GURPS
Dungeon Fantasy 5: Allies or GURPS Dungeon Fantasy 15:
Henchmen if your hero has Allies. For brevity’s sake, general
power-ups from GURPS Dungeon Fantasy 11: Power-Ups
aren’t reiterated here, but you only require that volume if you
want to do things any old warrior could do!

PuBLICATION HISTORY

GURPS Dungeon Fantasy Denizens: Swashbucklers
incorporates the swashbuckler templates from GURPS
Dungeon Fantasy 1: Adventurers and Pyramid #3/64: Pirates
and Swashbucklers; the cross-profession lenses for swash-
bucklers from GURPS Dungeon Fantasy 3: The Next Level
and GURPS Dungeon Fantasy 7: Clerics; and all of the swash-
buckler-specific power-ups from GURPS Dungeon Fantasy
11: Power-Ups and Pyramid #3/61: Way of the Warrior. A few
elements were adapted from GURPS Low-Tech and GURPS
Martial Arts. Many aspects of the above have been tweaked
to work together more smoothly.

ABOUT THE AUTHOR

Sean “Dr. Kromm” Punch set out to become a particle
physicist in 1985 and ended up as GURPS Line Editor in 1995.
In 2004, he and coauthor David Pulver redesigned GURPS
into its Fourth Edition. Since 2008, Sean has served as lead
creator of the GURPS Dungeon Fantasy series. He has also
developed, edited, or written some 60 other GURPS releases,
contributed to many more, and published regular support in
Pyramid magazine.

Sean has been a gamer since 1979. He spends his spare
time learning and dancing Argentine tango. He occasionally
moonlights a bartender - the sort who loves mixology and
takes forever to make your cocktail. He lives in Montréal,
Québec with his wife, Bonnie, and their cat, Zephyra.

swashbuckler: A swashbuckling person. Mid 16th century: from swash +

buckler.

swashbuckling: Engage in daring and romantic adventures with bravado or

flamboyance.

swash: Flamboyantly swagger about or wield a sword.

buckler: A small round shield held by a handle or worn on the forearm.

— Oxford English Dictionary
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PORTLY

+0 points
“What! to dinner?” said D’Artagnan. “What time is it, then?”
“Eh! why, it is after one o’clock.”
“Your home is a paradise, Porthos; one takes no note of time.
I follow you, though I am not hungry.”
“Come, if one can't always eat, one can always drink.”
— Alexandre Dumas, Twenty Years After

Not all swashbucklers are sleek action heroes straight out
of bodice-rippers. Some prefer to hold court in an inn during
their downtime, partaking of fine food and drink. The result-
ing girth slows them down - a little, to merely “fast” - but
has no effect on their precision. And being big comes with
being strong.

SWASHBUCKLER SKILLS

Swashbuckler templates and lenses mention several new skill

specialties and variants.

Fast-Draw (Staff)

see pp. B194-195

This Fast-Draw specialty covers quarterstaffs carried in back
sheaths, slings, and other rigs rarely seen outside of fantasy. It
requires two empty hands to use. It replaces sword-oriented spe-
cialties of Fast-Draw for swashbucklers with the staff-swinging lens
(pp. 1 4-15), enabling them to learn the Dazzling Draw, Flawless
Fast-Draw, and Quick-Sheathe perks (see Perks, pp. 21-24).

Mental Strength

see p. B209
Works as usual, but swashbucklers substitute the prerequisites
Diestro 1+ (p. 26), Weapon Master (any), and Philosophy (Martial).

Parry Missile Weapons (Staff)

see p. B212

In Dungeon Fantasy, Parry Missile Weapons is usually reserved
for delvers with Chi Mastery (Adventurers, pp. 21-22). Staff-swing-
ing swashbucklers replace this prerequisite with Weapon Master

(Quarterstaff), but then the skill works only with a staff.

Philosophy (Martial)

see p. B213

This Philosophy specialty serves mainly as a prerequisite for
Mental Strength. However, it can also work just like Meditation or

Theology for Seeking Guidance (Dungeons, p. 15).

Thrown Weapon (Sword)

see p. B226

This cinematic specialty of Thrown Weapon is available only to
delvers with versions of Weapon Master that encompass swords. See

Thrown Swords (p. 32) for details.

ALTERNATE SWASHBUCKLERS

Attributes: +2 ST [20].

Secondary Characteristics: -1.00 Basic Speed [-20].

Advantages: Add even more ST [10/level] to advantage
options, if absent.

Disadvantages: Overweight [-1]. ® Add Compulsive Carous-
ing [-5*], Gluttony [-5*], Laziness [-10], and increasing
Overweight to Fat [-3] for -2 points or to Very Fat [-5] for
-4 points (capping HT at 15 or 13, respectively) to any list
that distributes points among disadvantages, and devote at
least -5 points from that allocation to such traits.

Skills: Carousing (E) HT [1], or 1 point in existing skill to get
Carousing (E) HT+1 [2].

STAFF-SWINGING

+1 or +2 points

Thou standest there with a good yew bow to
shoot at my heart, while I have nought in my hand
but a plain blackthorn staff wherewith to meet thee.
- Howard Pyle, The Merry Adventures

of Robin Hood

Some consider “swashbuckler” synonymous
with “swordsman,” yet many a dashing, storied
hero has favored the quarterstaff. This may be
for practical reasons that delvers will surely
appreciate: the staff is cheap, and its combination
of +2 to Parry and Better Two-Handed Parrying
(p. 18) can rival the fencing parry. Legendary
staff masters who wield ranged weapons inev-
itably seem to choose bows (though not all are
named John).

Advantages: Relevant template choices become
Enhanced Parry (Staff), Weapon Bond
(Starting quarterstaff), and Weapon Master
(Quarterstaff).

Perks: Combat Pole-Vaulting 1 or 2 (Power-Ups,
p. 11)[1 or2].

Skills: In primary skills, take melee option #3
and replace the skill with Staff (A) DX+5 [20].
® Replace Fast-Draw (Knife, Sword, and/or
Two-Handed Sword) with Fast-Draw (Staff)
(above).* ® Replace Thrown Weapon (Knife or
Sword) (E) DX [1] or DX+1 [2] with Bow (A)
DX-1[1] or DX [2] in ranged combat options —
and if this is chosen, Fast-Draw (Arrow) can
replace any remaining Fast-Draw skill.

* All swashbuckler templates except for the
rogue spend 1 or 2 points on Fast-Draw special-
ties for blades. The rogue may opt to use a two-
point secondary skill choice for such skills.

Customization Notes

This lens reduces the number of avail-
able power-ups by ruling out those that call
for cutting attacks (Coup de Jarnac), fencing
skills (Armor Familiarity), swords (A Sword Is
A Sword, Relinquishment, and Wall of Steel),
and/or one-handed weapons (Quick-Swap, Two-
Weapon Fighting, and Two-Weapon Mastery).
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Ultimate Slayer Thrust to Vitals: No penalty for thrusting
attacks to the vitals. 6 points.

Perks: Rules Exemption (Technique Mastery allowed on Tar-
geted Attack) [1]; Technique Mastery (Targeted Attack) [1].

Techniques: One of Targeted Attack (Weapon Swing/Neck)
(H) Skill+0 [6], Targeted Attack (Weapon Swing/Skull)
(H) Skill+0 [8], Targeted Attack (Weapon Thrust/Eye) (H)
Skill+0 [10], or Targeted Attack (Weapon Thrust/Vitals)
(H) Skill+0 [4].

Wall of Steel

3 points/level

Prerequisite: Parry score of 16+ with a fencing weapon or a

sword, counting only (skill/2)+3, the +1 from Combat Reflexes,
and any Enhanced Parry bonus.

When wielding a ready sword or fencing weapon, you can
whirl it around so quickly that it seems to fill the air in front
of you. Frontal attacks are slightly deflected — partially dissi-
pated, if something like dragon’s breath or a Missile spell -
granting you (including your eyes!) and anything you're
carrying +1 DR, cumulative with all other DR. This DR applies
even against attacks that get past a parry with the whirling
blade. Touches must penetrate it first to affect you. Only
non-frontal attacks and Cosmic ones that bypass DR may
ignore it completely.

Wall of Steel has no effect on your ability to move, attack,
or defend. You can keep it up while striking, parrying,

running, etc. It is tiring, though: 1 FP per second to main-
tain. Declare whether you're using it (or not) at the start of
each turn.

Those who use two blades may buy a second level of Wall
of Steel. This increases DR to 2 when two suitable weapons
are ready. It's up to the GM whether coleopterans and similar
races can have further levels for additional weapons.

Advantages: Damage Resistance 1 or 2 (Accessibility, Requires
ready fencing weapon(s) or sword(s), -30%; Costs Fatigue,
1 FP/second, -10%; Directional, Front, -20%; Force Field,
+20%) [3 or 6].

Wizard-Hunter

15 points
Prerequisite: A combat skill at 18+ when floated from DX
to Per.

Your aim is so keen that you can penetrate magical
defenses with mundane weapons! Spells cannot block your
armed attacks, permitting you to stab across the edges of
Force Domes, ignore Shield and Armor spells, shoot arrows
through Missile Shields, and so forth. This is intensive mun-
dane training, not a supernatural gift.

Advantages: Blessed (Anti-Magic Weapon) [15]. This new
form of Blessed costs 15 points by comparison to Blessed
(Ghost Weapon) in GURPS Powers: Divine Favor - but
despite the name, it isn’t Holy.

MASTERING YOUR WEAPONS

The following Weapon Master options are available to
swashbucklers during character creation or as power-ups:

Weapon Master (Weapon of choice): Any one weapon
type, almost always a blade wielded with Broadsword,
Rapier, Saber, Shortsword, Smallsword, or Two-Handed
Sword. Pick a specific weapon listed on the weapon table;
e.g., Weapon Master (Cutlass), Weapon Master (Dress
Smallsword), or Weapon Master (Light Edged Rapier).
Benefits don’t extend to other weapons used with the
same skill. 20 points.

Weapon Master (Two weapons): Two different weapons
that can be used at the same time. This usually means a spe-
cific one-handed sword, as above, plus an off-hand choice
wielded using one of Axe/Mace, Cloak, Main-Gauche,
Shield, or Shield (Buckler). Again, select particular weap-
ons; however, you need not go narrower than “buckler,”
“cloak,” or “shield” for items used to block. Examples are
Weapon Master (Cutlass and Hatchet), Weapon Master
(Dress Smallsword and Cloak), and Weapon Master (Light
Edged Rapier and Long Knife). 25 points.

Weapon Master (Skill of choice): Every weapon appear-
ing under your choice of Broadsword, Rapier, Saber,
Shortsword, Smallsword, or Two-Handed Sword on the
weapon table. For instance, Weapon Master (Rapier)
covers the rapier, light rapier, edged rapier, light edged
rapier, and every other kind of rapier. 25 points.

Power-Uprs

Weapon Master (Two skills of choice): Every weapon
listed under any one of Broadsword, Rapier, Saber,
Shortsword, or Smallsword plus one of Axe/Mace, Cloak,
Main-Gauche, Shield, or Shield (Buckler). Weapon Mas-
ter (Rapier and Shield) covers anything used with Rapier
or Shield, Weapon Master (Shortsword and Axe/Mace)
covers anything wielded with Shortsword or Axe/Mace,
and so on. If you use a fencing sword and a main-gauche,
compare the next option. 30 points.

Weapon Master (Fencing weapons): Every weapon listed
under any of Main-Gauche, Rapier, Saber, or Smallsword.
30 points.

Weapon Master (Fencing weapons and shields): Every-
thing listed under Cloak, Main-Gauche, Rapier, Saber,
Shield, Shield (Buckler), and Smallsword. 35 points.

Weapon Master (Swords): Everything listed under
Broadsword, Knife, Main-Gauche, Rapier, Saber, Shorts-
word, Smallsword, and Two-Handed Sword. 35 points.

Weapon Master (Swords and shields): Everything listed
under Broadsword, Cloak, Knife, Main-Gauche, Rapier,
Saber, Shield, Shield (Buckler), Shortsword, Smallsword,
and Two-Handed Sword. 40 points.

Where logical, existing Weapon Master specialties can
be broadened in play as a power-up. The new version
must encompass everything covered by the old one. Point
cost equals the difference in advantage costs.
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Hero's Mask

Power Item: 4 FP

This domino mask (p.31)
bears a supernatural imbuement
flowing from the residual spiri-
tual energy of its legendary owner.
Wearers with any of Impulsive-
ness, On the Edge, Overconfi-
dence, or Trickster grow foolishly
carefree in their anonymity: -3
on self-control rolls for those dis-
advantages — and also for Com-
pulsive Gambling, Greed, or any
similar problem when rolling to
avoid accepting a bet, fee, or dare
to do something outrageous.
However, they also gain the ben-
efits of Daredevil (p. B47), and
those who already have Daredevil
are at +2 on all skill rolls when
taking unnecessary risks!

Wearers who lack all of Impul-
siveness, On the Edge, Overcon-
fidence, and Trickster experience
no special effects, good or bad.

Such masks generally get their
owners killed and thus show up at
magic shops at low prices. Each
is named for its original owner.
$7,500, 0.25 Ib.

Indestructible Garb

Any garment can be enchanted
to be proof against soiling, stain-
ing, tearing, and so on - though
the high cost of such magic makes
it rare on anything besides cloaks
and regal robes. Such clothes
never lose value as described under
Dressing to Kill (pp. 30-32). While this
doesn’t give the wearer DR, the filth-repelling properties do
mean that only exposed body parts ever get dirty or are vul-
nerable to contact agents. Adds $12,000 to the price of any
cloak or suit of clothing.

Scabbard of the Smith
Power Item: 6 FP (S), 7 FP (M), or 8 FP (L)

This ornate, magical scabbard keeps any sword it holds
in top condition. If the blade has spent at least one hour in
the sheath, the first blow that connects within a minute
of the weapon being drawn gets +1 cutting or impaling dam-
age for sharpness. The bonus is lost if the sword is out for
more than a minute.

Even better, if the sword is shattered - by a deliberate
attack, parry, Shatter spell, etc. — but not dissolved or disin-
tegrated, and the pieces can be gathered (make a Search roll
if in doubt) and placed in the sheath, the sword will be fully
repaired after one day, as if by a Repair spell (GURPS Magic,
p. 118). This won't restore supernatural properties unless

they have the artistic, materials, or racial origin (Treasure
Tables, p. 50).

The scabbard doesn’t magically resize itself to all blades.
The smallest can hold only daggers and knives (Reach C to C,
1): $8,600, 0.5 Ib. Mid-sized ones can accommodate any sword
with maximum Reach 1: $16,800, 1 Ib. Large ones suffice for
weapons up to Reach 2: $24,900, 2 lbs. Users of even bigger
blades are out of luck!

Swift-Strike Weapon

Swift-Strike is a new enchantment for weapons that have
an associated Fast-Draw specialty and don’t become unready
after attacking. In practice, this means knives, fencing
weapons, swords, and (occasionally) sticks or staffs. The
weapon gives the user a bonus to Fast-Draw, to offset Rapid
Strike penalties (for the total number of attacks, and this
cannot give a net bonus), and in any Quick Contest to see
who attacks first - but only with that weapon. This is +1 for
$4,000, +2 for $16,000, or +3 for $80,000. Only the +1 level is
usually for sale at magic shops.
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A Sword Is A Sword perk, 21-22.
Acrobatic Evade power-up, 25.
Acrobatic Feints perk, 23.

Advantages, 7.

Aggressive attacker character type, 6.

All-Out Attack (Long) maneuver, 18.

Allies advantage, 24.

Animals, as Allies, 24.

Aristocratic attire, 30.

Aristocrat template, 6-7; alternative
power-ups, 15; wildcard skill and, 15.

Armor Familiarity perk, 22.

Astounding Swing-Line, 34.

Audacity power-up, 25.

Avenger power-up, 25.

Basic Speed secondary characteristic, 5.

Basket hilts, 34.

Black-hearted raider character type, 8-9.

Blinding Strike perk, 22.

Boots, 31.

Botte Segrete power-up, 25.

Buccaneer template, 8-9; alternative
power-ups, 15; wildcard skill and, 15.

Caped Crusader perk, 22.

Capes, 31.

Chandelier Leap power-up, 25.

Character creation, advantages, 7,
henchmen tips, 4; key features, 5; party
composition, 12; power level, 4; weapon
choices, 9; see also Lenses, Power-Ups,
Skills, Templates.

Claim to Hospitality advantage, 22.

Clean Fighting perk, 22.

Cloaks, 31; perks, 22.

Clothing, 30-32; indestructible, 35; magic,
35; modifiers, 30-31; outfits, 30; perks,
22-24.

Combat, maneuvers, 18, 32; moves, 8,
32; power-ups, 24-29; skill options, 9;
two-handed fighting, 9, 22, 28; see also
Weapons.

Combat Haberdashery perk, 23.

Combat Perks, 21-24; general, 22.

Combat Reflexes advantage, 5; related
power-ups, 27-29.

Coup de Jarnac power-up, 25.

Courtly couture, 30.

Cutlasses, 32, 33; see also Weapons.

Daggers, 32; see also Weapons.

Dark rogue character type, 12.

Dashing pirate character type, 9.

Dazzling Draw perk, 23.

Dedicated defender character type, 6.

INDEX

Defensive Attack maneuver, 18.

Defensive Feint maneuver, 18.

Dexterity (DX) attribute, 5.

Diestro power-up, 26.

Dissipated fop character type, 7.

Distinctive Features quirk, 27.

Domino masks, 31, 35.

Dramatic Entrance power-up, 26.

Dropping in (combat option), 18.

Dueling scars, 27.

Duelist template, 10-11; alternative
power-ups, 15; wildcard skill and, 15.

Elaborate hilts, 34.

Every One’s a Critical power-up, 26.

Fancy Footwork perk, 23.

Fashion, see Clothing.

Fast-Draw (Staff) skill, 14.

Feint maneuver, perks, 23; variant, 18.

Fencer character type, 10.

Fencing masks, 31.

Fine equipment modifier, 34.

Flawless Fast-Draw perk, 23.

Flying Lunge power-up, 26.

Gear, see Clothing, Weapons.

Great Void power-up, 27.

Greater Weapon Bond power-up, 27.

GURPS Basic Set, 3, 32; Dungeon Fantasy,
3,4,7,8, 14, 16, 21; Dungeon Fantasy
1: Adventurers, 3,4,7,14, 15,17, 19,
30; Dungeon Fantasy 2: Dungeons, 5,
7, 14,18, 19, 23-25, 30, 34; Dungeon
Fantasy 3: The Next Level, 3, 16, 19;
Dungeon Fantasy 4: Sages, 16, 20;
Dungeon Fantasy 5: Allies, 3, 24;
Dungeon Fantasy 6: 40 Artifacts, 30;
Dungeon Fantasy 7: Clerics, 3, 12, 18;
Dungeon Fantasy 8: Treasure Tables,
3, 30, 31, 34, 35; Dungeon Fantasy 9:
Summoners, 12; Dungeon Fantasy
10: Taverns, 19; Dungeon Fantasy 11:
Power-Ups, 3, 6,9, 14, 21-23, 25, 28;
Dungeon Fantasy 12: Ninja, 16, 19, 20;
Dungeon Fantasy 13: Loadouts, 3, 30;
Dungeon Fantasy 15: Henchmen, 3, 19,
24; Low-Tech, 3, 32; Magic, 35; Martial
Arts, 3, 32; Power-Ups 5: Impulse Buys,
25, 26; Powers: Divine Favor, 29;
see also Pyramid.

Hats, perk, 22.

Heartless snob character type, 7.

Henchmen, modifications, 6,7, 9, 11, 13;
as Allies, 24.

Hero power-up, 22.

The pen is mightier than the sword . . . if the sword
is very short, and the pen is very sharp.

— Terry Pratchett, The Light Fantastic

INDEX

Hero’s Mask, 35.

Heroic Reserves power-up, 27.

Higher Purpose (Blood Will Tell) advantage,
7.

Hilts, 34.

Holy warrior of messengers and rogues
lens, 18-19.

Indestructible Garb, 35.

Injury, curing, 27.

Interdiction power-up, 28.

Jumpin’ Jack Flash perk, 23.

Jumping skill, related perk, 23; related
power-ups, 25-217.

Knives, 32; see also Weapons.

Leather cloaks, 31.

Lenses, basic, 13-15; mixed professions,
16-20; overview, 13; stacking, 4; starting
with, 16.

Like Lightning perk, 23.

Little John’s Blow power-up, 15.

Lucky Mascot meta-trait, 24.

Magic items, 34-35.

Main-gauches, 32; see also Weapons.

Masks, 31, 35.

Master at Disarms power-up, 22.

Melee Weapon skill, 5; related power-ups,
25-29.

Mental Strength skill, 14.

Mortal Foe power-up, 22.

Naval Training perk, 23.

Not Without My Weapon power-up, 22.

Old 'n’ bold lens, 13.

Outlandish clothing modifier, 30.

Parry Missile Weapons (Staff) skill, 14.

Parrying, better two-handed, 18; Defensive
Attack, 18; perk, 24; related power-up, 29.

Penetrating Weapon enchantment, 34.

Perfect Recovery power-up, 22.

Perks, 21-24; acquiring, 21.

Philosophical lens, 13.

Philosophy (Martial) skill, 14.

Portly lens, 14.

Power-ups, alternative, 21; basic, 21; general
and utility, 22; new, 24-29; perks, 21-24.

Puissance enchantment, 34.

Purist character type, 11.

Put It In HIS Eye perk, 23.

Pyramid #3/61: Way of the Warrior, 3, 21;
#3/64: Pirates and Swashbucklers, 3; see
also GURPS.

Quick-Swap perk, 23.

Rapid Strike, extreme (combat option), 18.

Rapiers, 32, 33; see also Weapons.

Regal robes, 30.

Relinquishment power-up, 28.

Replacement body parts, 27.

Rogue template, 11-13; alternative
power-ups, 15; wildcard skill and, 15.

Run and Hit power-up, 22.

Sabers, 32, 33; see also Weapons.

Salty dog character type, 9.
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Scabbard of the Smith, 35.
Scrapper character type, 11.
Seafarer advantage, 7.

Selfless hero character type, 7.
Sexy clothing modifier, 31.
Sexy Feints perk, 23.
Sharp-Dressed perk, 23.

Sheer Speed perk, 23.

Showy swordsman character type, 6.

Silver coating, 34.

Skills, new, 14; wildcard, 15.
Slayer Training power-up, 22.
Sneaky rogue character type, 12.
Springing Attack power-up, 28.
Staff-swinging lens, 14-15.
Stare-Down perk, 23.

Stilettos, 32; see also Weapons.
Strength (ST) attribute, 5
Superstylin’ perk, 24.
Swashbuckler-artificer lens, 16.
Swashbuckler-assassin lens, 16.

Swashbuckler-barbarian lens, 16-17.

Swashbuckler-bard lens, 17.

Swashbuckler-cleric lens, 17.
Swashbuckler-druid lens, 17.
Swashbuckler-holy warrior lens, 17.
Swashbuckler-innkeeper lens, 19.
Swashbuckler-knight lens, 19.
Swashbuckler-martial artist lens, 19.
Swashbuckler-ninja lens, 19-20.
Swashbuckler-scholar lens, 20.
Swashbuckler-scout lens, 20.
Swashbuckler template, 4-6; wildcard skill
and, 15.
Swashbuckler-thief lens, 20.
Swashbuckler! wildcard skill, 15.
Swashbuckler-wizard lens, 20.
Swift-Strike enchantment, 35.
Swift-Strike Weapon, 35.
Swing-lines, magic, 34.
Swords, 32-33; see also Weapons.
Table, swashbuckler weapons, 32-33.
Tempered glass, 34.
Templates, 4-13; stacking, 4
Third Hand perk, 24.
Thrown Weapon (Sword) skill, 14, 32.

Tip Slash (combat option), 32.

Two-Weapon Fighting power-up, 22.

Two-Weapon Mastery power-up, 28.

Ultimate Slayer Training power-up, 28.

Unarmed Parry perk, 24.

Van Gogh My Van Dyke perk, 24.

Very fine equipment modifier, 34.

Vital Seeker enchantment, 34.

Wall of Steel power-up, 29.

Wall of Wood power-up 15.

Weapon Bond perk, related power-up, 27.

Weapon Bond (Roguish) perk, 24.

Weapon Master advantage, 29; related perks,
23, 24; related power-ups, 22, 25-29.

Weapons, magic, 35; modifiers, 34; skill
options, 9; table, 32-33; thrown swords,
32; see also Combat, Power-Ups.

Whippy weapon modifier, 34.

Wigs, 31-32.

Witty rogue character type, 12.

Wizard-Hunter power-up, 29.

Worldly lens, 15.

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 and In Nomine!

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

® PDFs from Atlas Games, Amarillo Design Bureau, 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.
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