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About GURPS
Steve Jackson Games is committed to full support of the

GURPS system. Our address is SJ Games, Box 18957,
Austin, TX 78760. Please include a self-addressed,
stamped envelope (SASE) any time you write us!
Resources include:

Pyramid (www.sjgames.com/pyramid/). Our online
magazine includes new GURPS rules and articles. It also
covers Dungeons and Dragons, Traveller, World of Dark-
ness, Call of Cthulhu, and many more top games – and other
Steve Jackson Games releases like In Nomine, Illuminati,
Car Wars, Toon, Ogre Miniatures, and more. Pyramid sub-
scribers also have access to playtest files online!

New supplements and adventures. GURPS continues to
grow, and we’ll be happy to let you know what’s new. For
a current catalog, send us a legal-sized or 9”×12” SASE –
please use two stamps! – or visit www.warehouse23.com.

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 on our
website – see below.

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

Internet. Visit us on the World Wide Web at
www.sjgames.com for 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 dis-
cussion of GURPS. To join, point your web browser to
www.sjgames.com/mailman/listinfo/gurpsnet-l/.

The GURPS Covert Ops web page can be found at
www.sjgames.com/gurps/books/covertops/.

Page References
Rules and statistics in this book are specifically for the

GURPS Basic Set, Third Edition. Any page reference that
begins with a B refers to the GURPS Basic Set – e.g., 
p. B102 means p. 102 of the GURPS Basic Set, Third Edi-
tion. Page references that begin with CI indicate GURPS
Compendium I.

Other references are AN for Arabian Nights, BE for
Bestiary, BIO for Bio-Tech, C for Cops, CB for Cabal,
CII for Compendium II, H for Horror, HT for High-Tech,
J for Japan, LT for Low-Tech, M for Magic, MA for 
Martial Arts, ME for Mecha, MF for Modern Firepower,
MIiii for Magic Items 3, RO for Robots, SO for Special
Ops, SPI for Spirits, STM for Steampunk, UN for
Undead, UTT for Ultra-Tech 2, V for Villains, VE for
Vehicles, VEL for Vehicles Lite, W for WWII, WWi for
Who’s Who 1, and WWii for Who’s Who 2. The 
abbreviation for this book is CV. 

For a full list of abbreviations, see p. CI181 or the 
updated web list at www.sjgames.com/gurps/abbrevs.html.
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Introduction
Covert operations are the other side of the coin from

espionage. The spy attempts to find out by stealth what
an enemy is doing, and conceal his knowledge. The
covert operative attempts to do something to an enemy
by stealth, and conceal what he has done. Very similar
people are involved in both activities, but the risks are
higher for the covert operatives.
GURPS Covert Ops explores
these dangerous undercover
missions: assassination,
hostage-taking, sabotage,
terrorism, and similar
activities – and exam-
ines the people who
carry them out.

GURPS Covert Ops
lets you add covert opera-
tives to your campaign
with all the realism that
GURPS players look for. If
you’re interested in modern intrigue,
from the Cold War to the latest terrorist threats, you’ll
find the latest high-tech equipment and the organiza-
tions that supply it to their agents. Campaigns focused
on secretive conspiracies or criminals can use this
information, as well. Additional material looks ahead to
the future of covert methods, and back to the hidden
operations of history, and suggests ways to explore
these themes in worlds of fantasy or science fiction.
Character templates and optional rules provide for a
range of play styles from the grimly realistic to highly
cinematic thrills.

About the Authors
William H. Stoddard is a freelance editor and writer

who lives in San Diego, Calif. As an editor, he special-
izes in academic material, ranging from computer sci-
ence to the history of philosophy. As a writer, he
specializes in roleplaying games. His work for Steve
Jackson Games includes GURPS Steampunk and,
most recently, contributions to GURPS Blue Planet
and GURPS WWII: Weird War Two. In his spare time
he edits Prometheus, the quarterly newsletter of the
Libertarian Futurist Society, and plays with his cat,
Rakshi, an aspiring killer queen.

Hans-Christian Vortisch is a writer and translator
based in Berlin, Germany. He is the author of GURPS
Modern Firepower and numerous gaming articles. He
also revised GURPS Special Ops, Third Edition, and
contributed to GURPS Cliffhangers, GURPS Cops,
GURPS Vehicles Lite, and the GURPS WWII line, as
well as a number of German Call of Cthulhu products.



If an operative doesn’t already have the tools required for
the job – supplied by Allies, Patrons, his contractor, or from
operations in the past – then he needs to acquire them. Most
equipment can be bought over the counter from normal com-
mercial sources. It is usually a good idea to pay in cash to
avoid leaving a paper trail. Goods with a Legality Class high-
er than the area’s Control Rating+2 (LC and CR respective-
ly, see p. B249) can generally be bought this way. Items with
a LC equal to CR+1 or below either require registration or are
illegal, and can therefore only be acquired elsewhere.

There are generally five options: gray-market purchases,
black-market purchases, smuggling, stealing, and building.

Gray Market
A gray market is an arena for exchange of goods and serv-

ices through distribution channels that the manufacturer did
not intend. The goods or services in question are not illegal,
but the transaction is likely to be frowned on by regulators,
governments, or companies. Gray-market goods are often
advertised openly, if you know where to look.

Gray-market prices vary widely depending on the taxa-
tion, licensing, and regulation of the device in question.
When items are heavily taxed, using a channel that avoids
taxes or licensing fees can save up to 75% of the applicable
taxes or licensing. Conversely, buyers may be willing to pay
10% to 40% extra to avoid the registration or background
checks associated with an item’s legal purchase.

Black Market
A black market is an arena for exchange of goods or serv-

ices that are illegal for a person to procure. Buying on the
black market is a crime; the goods may be stolen, or simply
illegal for transfer or ownership. Current-inventory military
hardware of unknown provenance frequently turns out to be
stolen. This is usually verified by the item’s serial numbers or
other unique identifying parameters, such as the rifling and
firing marks on bullets and/or cartridge cases (p. 105).

Prices are often very steep, with at least a 10% to 60%
increase. Items that are illegal for everyone – illegal drugs,
for example – don’t have a “standard” price. Instead, prices
fluctuate wildly based on the effectiveness of law enforce-
ment. Stolen goods often sell for less than half their “normal”
price, but draw unwanted attention from law-enforcement
agencies if discovered.

Smuggling
Equipment that can be obtained elsewhere may be smug-

gled into the target area. The Holdout skill is useful here,
depending on the object’s size (p. 23). Smuggling into some
areas is so difficult that only extremely profitable or innocu-
ous goods are commonly smuggled in – for example, many
aircraft hijackers don’t even try to get guns onboard any
longer, going for alternative weapons, such as explosives or
special blades, instead.

Locating Gray- and 
Black-Market Items

A Contact with the proper connections can be used
to locate gray- or black-market goods and services. The
Contact’s Streetwise roll is modified as follows for
black-market goods:

LC Rating Modifier Time
CR+2 Legal +1 1 hour
CR+1 Registered 0 1 day
CR Licensed -1 2 days
CR-1 Security -3 1 week
CR-2 Paramilitary -6 2 weeks
CR-3 Military -10 1 month

LC: The Legality Class of the item compared to the
Control Rating of the local area. “Legal” indicates that
the goods are stolen, but not otherwise illegal. Class:
The level of restriction. Modifier: The modifier for
Streetwise, Research, or contact Reliability. Time: The
base time required.

Gray-market goods are more easily located (+2 to
Streetwise). Goods for which there is little demand gen-
erally prove difficult to locate (-1 to -5 to Streetwise).

Modifiers:
Metropolis (New York): +3.
Major City (Seattle): +2.
Large City (Indianapolis): +1.
Small City (Spokane): +0.
Town (Coeur d’Alene): -2.
Rural Area: -4.

Without a Contact, an operative can take to the
streets and use his own Streetwise skills, or alternative-
ly, Area Knowledge-2 or Research-4. Each critical fail-
ure lets the authorities or another interested party know
what the operative is trying to acquire. Depending on
who finds out, this results in legal prosecution or a
drive-by shooting.

Building
Building equipment may be more practical than smug-

gling it. Restricted hardware may be assembled from com-
monly available or unregulated parts. Information or parts for
the equipment can be available commercially or on the gray
market. For example, sound suppressors have been federally
taxed, and thus very expensive, in the United States since
1936. Instead of selling complete assemblies, enterprising
companies used to offer kits that allowed construction of a
functioning suppressor with very little work. (This practice
was made illegal in 1986.)

THE RIGHT TOOL34
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on the owner’s property. A more-powerful model has a
4,000-yard radius, is $15,000, 40 lbs., and is illegal because
of its high radio-interference output.

Countersound Generator (TL7)
A computerized speaker and microphone system can can-

cel noise in an area, as if emitting silence. It works by pro-
ducing sound waves with peaks where ambient sound waves
have valleys and vice versa, canceling out ambient sounds.
Factories use this technology to muffle the sound of machin-
ery, but it has obvious applications to espionage.

Sonic Bug Stomper: A gadget that operates on this princi-
ple can be used to foil bugs. Unlike such expedients as play-
ing loud music and flushing toilets, it does not alert
eavesdroppers to the fact that their bugs have been detected
– they hear only silence. A pocket-sized unit may suppress
bugs in a 10×10’ room. $1,000, 1 lb.

Sonic Screen: A more powerful, but theoretical, device
silences guards, muffles footsteps, suppresses ultrasonic
sensors, etc. Explosions and gunfire are not completely
silenced, but are less audible. Such a sonic screen projects a
cone of silence 10 yards long by 3 yards wide at the base
(but only 1 yard wide at the emitter). Anyone in the area is
effectively deaf and mute; all Stealth rolls are at +3. Noises
louder than a human shout are audible but muffled (-3 to
Hearing rolls).

This technology is possible, but since there are no reports
of its use, concrete cost and weight figures are unavailable.
Unless the GM rules otherwise, assume that a sonic screen
costs $30,000, and that a realistic device consists of a back-
pack with a handheld emitter (20 lbs.), while a cinematic unit
clips to a belt (3 lbs.).

Radar/Laser Detector (TL7)
This is a handheld device that detects radar- and laser-

based security systems before they detect the user. It requires
a successful Electronics Operation (Sensors) roll. $350, 1 lb.
The military version is backpack-sized and costs and weighs
20 times as much, but on a successful roll, it precisely locates
the sensor and determines its type.

EMP Gun (TL10)
This device – which in spite of its name, does not neces-

sarily look like a gun – generates a powerful but short-ranged
electromagnetic pulse that is harmless to living beings, but
disables electronic systems including computers, electronic
keypads, robots, etc. It also permanently erases software and
data stored on magnetic media. It has no effect on hardened
or optical systems. A successful hit using Beam Weapons
(Blaster) skills neutralizes the target’s electronics on a roll of
16 or less on 3d. Subtract 1 from the chance of knocking out
electronics per 20 points of combined DR and hit points that
the electronics possess. For every point the roll succeeds by,
the electronics are disabled for 2 seconds. Success by 10 or
more, or critical success, permanently fries the electronics.
SS 10, Acc 3, 1/2D 50, Max 150, Wt 4, RoF 1, Shots 10/C,
Holdout -2, $3,400.

Smart Materials
Current technology already includes memory mate-

rials that can change to a new shape with the right treat-
ment – for example, a knife that turns into a hairbrush
in a microwave oven. The object returns to its original
shape with the right stimulus, such as a few sharp taps
on a hard surface. Agents can use this to sneak knives
or other melee weapons past a security checkpoint; in a
cinematic campaign, it may even work for guns. Mem-
ory materials may have a distinct chemical signature
that can be detected with appropriate sensors, at -4 to
Electronics Operation (Sensors) skill.

A more-advanced application of this principle is
material that is not confined to predefined shapes, but
can sense its environment and adjust its form accord-
ingly. For example, a reconfigurable lockpick could
adjust its shape to fit any key-based mechanical lock,
giving +4 to Lockpicking skill against such locks.

In a futuristic setting, nanotech offers a more radi-
cal option. A small sample of nanomechanisms,
extruded onto a suitable raw material, can reshape it
into a useful device. Useful “cannibal nano” designs
require common raw materials such as aluminum,
iron, silicon – in glass, for example – or organic sub-
stances. Nanomechanisms programmed to make a
small atomic bomb are only useful if fissionable mate-
rial is available! Cannibal nano weighs much less than
the object it is programmed to construct, but costs
much more. The details are purely speculative; GMs
wanting a rule of thumb may use the following guide-
lines: TL9, 5% of object weight, 12× cost; TL10, 
2% of object weight, 6× cost; TL11 or higher, 1% of
object weight, 3× cost. Time required is 10 minutes
per pound in a realistic campaign, 1 minute per pound
in a cinematic one.

A different sort of intelligent material could have the
ability to change its properties in response to external
stimuli. For example, it may be able to shift from flex-
ible to rigid. One application is “smart rope,” able to
bend freely under normal conditions, but becoming
rigid when given the proper command (when rigid, it
has DR 10 and 2 hit points). Another application is
reflex armor, ordinarily a flexible outer garment, but
becoming a rigid plate on a strong impact.

Specifications for some devices based on smart
materials are as follows:

Reconfigurable Lockpick (TL9): $1,000, 0.25 lb.
Reflex Armor (TL9): PD 2, DR 15; PD 5, DR 30 if

incoming attack detected (14 or less for bullets, auto-
matic for muscle-powered attacks). Requires a power
source – a B cell lasts three months; comparable batter-
ies last 10 days. A full suit is $4,000 and weighs 10 lbs.

Smart Rope (TL9): Maximum load 1,000 lbs. It
costs $10 per yard and weighs 0.2 lb. per yard.
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Fantastic Guard Beasts
More exotic beasts can also provide protection. In a

realistic setting at TL8 or above, animals may be genet-
ically modified for enhanced trainability, general 
intelligence, keener senses, or deadlier combat abilities
(see p. BIO98). A classical science-fiction setting may
feature animals with psionic powers or alien animals
with any number of exotic abilities. Animals with an
empathic or telepathic bond to a human master are
common in science fiction; catlike forms are especial-
ly popular.

In a fantasy setting, magical spells similarly modify
animals, granting them abilities useful to their masters.
Entire races of superior animals may exist. Or magic
may form mental bonds between human beings (or
elves, etc.) and animals, or simply make the animals
more cooperative (see Familiar, pp. CI37-38).

In addition, animals with magical abilities may occur
naturally, and mages may be able to command them and
guard against undesired harm from those abilities. A
wizard can have the entrance to his tower guarded by a
clutch of basilisks or a giant three-headed dog.

Automata
The invention of computers made it possible to write pro-

grams safeguarding the security of a building or site. Such
programs can monitor alarm devices, signal for help, lock
doors and shut down elevators, or even operate weapons or
security robots. 

The first such systems become available at TL7; at TL8,
systems with artificial intelligence (AI) can function in a
much more sophisticated manner.

Such functions are best represented as skills. Watching for
intruders uses Electronics Operation (Security Systems). At
TL8, an AI can have the skill of Body Language to identify
hostile or destructive actions, or even people who are plan-
ning such actions (see pp. 97-98). Identifying people who are
authorized to enter a site uses the skill of Forensics. Various
weapon skills can disable or kill an intruder.

Such skills are limited by a computer’s Complexity rating.
A standard computer has IQ equal to Complexity+3, a neural
net computer has IQ equal to Complexity+4, and a fully sen-
tient computer has IQ equal to Complexity+5. If the comput-
er is capable of controlling weapons systems or robotic
bodies, it also has DX equal to its (Complexity/2)+8. Its skill
programs are equivalent to 1/2 point in a skill for Complexity
1, 1 point for Complexity 2, 2 points for Complexity 3, 4
points for Complexity 4, 8 points for Complexity 5, and an
additional 8 points per +1 Complexity. For example, a neural-
net AI system with Complexity 5 has IQ 9 and can learn 
Body Language, a Mental/Hard skill, at the 8-point level, or 
Body Language-11.

Computers can also be programmed with defenses against
hackers or virus programs. Treat this as the skill of Comput-
er Operation. The intruder uses the skill of Computer Hack-
ing to break in; this may represent the capabilities of a virus,
or a human operator at a computer workstation – or, in a
cyberpunk setting, a human being who has jacked in.

Another defense against hacking is to have a computer
that has no connection to the Internet or any other external
communications route. Computers assigned to maintain
physical security are normally set up this way.

Additional information on constructing computers is in
GURPS Vehicles (see p. VE60-62).

Robots
A computer may be given control of a mobile body to

enable it to restrain or kill intruders itself, rather than simply
summoning human guards. This is usually envisioned as put-
ting the computer inside the mobile body, like a brain inside
the body of a man or animal. But if computers are large, a
body able to hold one is too big and awkward to be practical.
Instead, the computer is immobile and interacts with the
body by wire, radio, infrared laser, or other means. The same
thing may be done if it’s important that all mobile units act
together, rather than on their own initiative.

There is a risk to this: if the wire is cut or the signal is
jammed, the remote unit freezes and does nothing. Intruders
likely carry wire cutters or jammers.

A countermeasure is to give the mobile unit a small inter-
nal computer, which is normally in communication with a
larger immobile computer. The large computer can operate
the mobile unit remotely, or give it orders and update them as
needed. If communication is cut off, the mobile unit is able
to do something on its own. Of course, it may also be sub-
verted, if operatives carry equipment for hacking into a secu-
rity robot’s brain. The fact that the robot is designed to take
orders from outside creates a channel for false commands.

To design a security robot, see GURPS Robots.

Androids
Classically, an android is an artificial lifeform shaped like

a human being. However, androids are envisioned as not hav-
ing the same freedom of choice as human beings; they have
Reprogrammable Duty, if not outright Slave Mentality, mak-
ing them effectively robots made out of living flesh. More
recent literature has portrayed clones the same way – not just
as copies of an existing person, but as undergoing accelerat-
ed maturation, growing up without human contact, and being
trained by virtual-reality experiences or direct brain imprint-
ing. A different sort of android can have a biologically func-
tional body, but be controlled by a computer. In effect, it is a
robot with a flesh and blood body – the opposite of a cyborg,
which has a human brain in a robotic body. Transhuman
Space uses the term “bioshell” for this option.

Any of these artificial lifeforms can be programmed to
serve as a guard. Presumably, this guard would be indifferent
to its own survival and totally devoted to the person or site it
is assigned to protect.
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Access-control systems, 50.
Advantages, Alternate Identity,

18; Collected, 18; Combat
Reflexes, 18; Composed, 18;
Contacts, 18; High Technology,
18; Immunity to Poison, 18;
Imperturbable, 18; Patron, 18;
Reputation, 19; Security
Clearance, 19; Sharpshooter,
19; Trained by a Master, 19;
Weapon Master, 19; Zeroed, 19.

Adventure seeds, Angels of Death,
109; Arsenal, 108; Desperate
Remedies, 111; Hostile
Debriefing, 109; I’ll Be the
Victim!, 111; Narcotraficantes,
108; No Pressure, 108; On Her
Majesty’s Seelie Service, 111;
Spy Smashers, 108; Syracuse,
109; Templar Gold, 110; The
Flame Dagger, 108.

Afghanistan, 15.
AI (Artificial Intelligence), 97.
Air sonar, 42.
Airfoils, 56.
Alarm, 86.
Ammunition, 70-71.
Analog Scrambler, 39.
ANFO (Ammonium nitrate/fuel

oil), 81, 83.
Animal-rights activists, 7, 16.
Asia Minor, 10.
Assassin, 104.
Assassin, 6, 11, 104; definition, 6.
Assassination, 6; Abraham

Lincoln, 65; arson, 79; Franz
Ferdinand, 15; John F. 
Kennedy (JFK), 67, 120; 
Robert Kennedy, 66; Ronald
Reagan, 66.

Assassins (Hashishin), 6, 7, 11,
12, 14, 55, 116; and the
Thuggee, 14.

Attaché cases, 35.
Audio recorders, 41.
Austria-Hungary, 14-15.
Binoculars, 40.
Black market, 34-35.
Blackjack, 62.
Blowpipe (fukiya), 65.
Bolsheviks, 8.
Book of Judith, 10.
Borgias, 12, 109.
Bounty hunting, 7.
Bow (hankyu), 65.
Brass catcher, 69, 105.
Breaking and entering tools, 54-55.
Bugs, 43-44, 46.
Building hardware, 34.
Bushmaster, 58.
Byzantium, 11, 12.

Camcorders, 44-45.
Cameras, 40-41.
Camouflage, 52.
Capa y espada (“cape and

sword”), 13.
Catholic Church, 11.
Cell phones, 35.
Cellular monitoring system, 45.
Cellular phones, jamming, 56-57;

tracking, 47.
Chameleon suit, 52.
Chemical terms, archaic, 78.
China, 11.
CIA, 50.
Climbing gear, 53-54.
Computer hackers, 7.
Concealed holsters, 69.
Control Rating (CR), 34.
Cosmetic surgery, 51.
Countersound generator, 57.
Coup (Coup d’etat, putsch), 8.
Crossbow (chu-ko-nu), 65.
Cybernetics, 19.
Data centers, 36-37.
DES (Digital Encryption 

System), 36, 39.
Detection systems, 94-98.
Detonation cord (“det cord”), 

83-84.
Dimethyl sulfoxide (DMSO), 73.
Dirty bombs, 82, 83.
Disadvantages, Absent-

Mindedness, 20; Alcoholism,
20; Callous, 20; Code of Honor,
20; Combat Paralysis, 20;
Confused, 20; Disciplines of
Faith, 20; Fanaticism, 20;
Indecisive, 20; Pacifism, 20;
Secret, 20; Short Attention
Span, 20; Trademark, 20.

Disguises, 48-49.
Dispersal bombs, 83.
Diversionary devices, 84.
Diving equipment, 56.
DNA, 105, 106.
Doyle, Arthur Conan, 9.
DTMF (dual-tone multifrequency

systems), 45.
Ecosabotage, 7.
Egypt, 10.
Eichmann, Adolf, 16.
Electromagnetic car stopper, 91.
Electronic stethoscope, 45.
Elizabeth I of England, 13.
EMP, 57.
Endoscope, 45.
England, Civil War, 13; famous

murders, 11.
Escape boots, 58.
Extraction, 7.
Fake wound, 58.

False identifications, 49-51;
digital certificates, 49.

Falsifying records, 50.
Fawkes, Guy, 3.
Femme fatale, 10.
Finno-Soviet Winter War, 79.
Firearms, accessories, 69;

ammunition, 70-71; automatic,
67-68; disguised, 69;
“Kentucky” rifle, 65; Lupara,
65; rifles, 67; weapon tables,
71-72; see also Pistols.

Fire-suppression system, 91.
Folklore, 9.
Forensics, 79.
Frame charges, 82.
French Revolution, 13.
Fright Checks, 77.
Fu Manchu, 9.
Fume sponge, 45.
Funding, 8.
Gangsters, 14-16.
Garrote, 61; monowire, 62.
Gases, 7.
Geiger counters, 42, 83.
Ghillie suit, 52.
Golems, 104.
GPADS (Guided Parafoil Aerial

Delivery System), 56.
GPS (Global Positioning System),

35, 93; tracking, 47.
Gray market, 34-35.
Greece, 10-11.
GURPS Age of Napoleon, 14.
GURPS Arabian Nights, 12.
GURPS Atomic Horror, 16.
GURPS Black Ops, 113.
GURPS Cabal, 113.
GURPS Castle Falkenstein, 113.
GURPS China, 11.
GURPS Cliffhangers, 15.
GURPS Cops, 16, 65, 104, 113,

117, 120.
GURPS Cyberpunk, 16, 113.
GURPS Egypt, 10.
GURPS Espionage, 16, 113.
GURPS Greece, 11.
GURPS High-Tech, 15, 65, 71.
GURPS Horror, 9, 113.
GURPS Illuminati, 113.
GURPS Imperial Rome, 11.
GURPS In Nomine, 113, 116.
GURPS Japan, 13, 61, 113, 115.
GURPS Low-Tech, 61.
GURPS Martial Arts, 13, 61,

113, 115.
GURPS Mecha, 113.
GURPS Middle Ages 1, 12.
GURPS Modern Firepower, 65.
GURPS Robots, 42, 103.
GURPS Space, 16.

GURPS Special Ops, 65, 113, 115.
GURPS Spirits, 104.
GURPS Steampunk, 14, 113.
GURPS Swashbucklers, 13, 113.
GURPS Ultra-Tech 2, 61, 65, 70.
GURPS Ultra-Tech, 61, 65, 70.
GURPS Vehicles Lite, 42.
GURPS Vehicles, 42, 103.
GURPS Vikings, 12.
GURPS Warriors, 117.
GURPS WWII, 15, 42, 65.
GURPS WWII: Dogfaces, 15.
GURPS WWII: Grim Legions, 65.
GURPS Y2K, 16.
Hacking, 7, 37.
Holsters, 69.
Hostage-taking, 8.
Hostile extraction, 7.
Hydra, 10.
IFF (Identify Friend or Foe), 86.
Inflatable shoes, 55.
Infowar, 7.
In the Line of Fire, 66.
IPPS (Instantaneous Personal

Protection System), 88.
Islam, 11, 12.
Israel, 16.
Italy, 12.
James Bond, 10, 11, 15, 112, 

114-116; “license to kill,” 11;
SMERSH, 10; SPECTRE, 10.

Japan, 13, 65, 76.
Jesuits, 12.
Judas Iscariot, 11.
Julius Caesar, 9, 11.
Khariji, 12.
Kipling, Rudyard, 9.
Knights Templar (Templars), 12,

110, 116.
Knives, 62-63; advanced

materials, 63; daggers, 62;
glass, 62; improvised, 64;
“pen,” 63; punch or push, 62;
stiletto, 62; switchblade, 62;
tactical folding, 62; 
throwing, 65.

Korea, 11.
Lasers, 68-69; dazzle, 68; 

sensors, 86.
Legality Class (LC), and gray and

black market items, 34-35.
Lenses, Aristocrat, 30;

Conspirator, 30; Counteragent,
118; Fugitive, 30; Gang
Member, 31; Hobbyist/
Monkeywrench, 31; Killer
Queen, 31; Professional, 31;
Rogue Cop, 32; Secret Agent,
32; Soldier, 32; Zealot, 32.

Li Ssu, 11.
Lie detectors, 99-100.
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Lupara, 65.
Machiavelli, Nicolo, 12.
Mail security spray, 45.
Maneuvers, Camouflaged Mind

Block, 25; Create Binary
Poison, 25; Disguise Taste, 25;
Explosive Trap, 25; Forge
Specific Document, 25;
Impersonate, 25; Pericardial
Attack, 25; Work by Touch, 25.

Marlowe, Christopher, 13.
Mass destruction, 7, 9; and

terrorism, 9.
Medici, 12.
Mesopotamia, 10.
Microphones, 41.
Mind control, 77.
Mini hand grenades, 84.
MMWI (Millimeter-Wave

Imager), 96.
Molotov cocktail, 79.
Monkeywrenching, 7, 31.
Morse code, 38.
Multitool, 35.
Nageteppo, 22, 58.
Nanotech, 57, 106.
Naphtha, 79.
Narcotraficantes, 8, 16.
NAVSTAR (NAVigation Satellite

Timing And Ranging), 35.
Night-vision devices, 45-46.
Nihilist movement, 13.
Ninja, 10, 13, 55, 65, 109, 115.
Ninja-to, 63.
Nizari Isma’ilya, see Assassins

(Hashishin).
NLE (Non-linear Editing 

System), 44.
Nonverbal telephone

communicator, 39.
Nuclear bombs, 82.
OSS, 14.
Oda Nobunaga, 13.
Old Testament, 10.
PACSS (Personal Acoustic

Countersniper System), 86.
Paracelsus, 12.
Parachutes, 56.
Payment, 124.
Periscope, 41.
Persia, 12.
Personal Data Assistant (PDA),

38.
Photo printer, 46.
Physostigmine, 74.
Pingfan Institute (“Water

Purification Unit 731”), 78.
Pistols, and revolvers, 66-67;

black powder, 65; Charter Arms
Pathfinder, 66; FN-Browning
Mle 1910, 66; High-Standard
HDMS, 66; Izhmekh PSM, 66;
Resin Gun, 66; SIG-Sauer
P229, 67; Webley Bulldog 
#2, 66.

Plague, 7, 78; genetically
engineered, 16.

Plastic explosive, 81.
Player-character immunity, 111.
Pocket laser communicator, 40.
Poisons, 74-76; acids, 77-78;

antimony, 74; arsenic trioxide,

74; atropine, 74; barbiturates,
74; botulin (Clostridium
botulinum), 74; carbon
monoxide, 74; chlorine, 74;
cobra venom, 74; countering,
76-77; curare, 74; cyanide, 74;
ground glass, 77; irradiated
thallium, 75; killer nano, 78;
lacquer, 75; nerve gases, 75;
skill, 23; staphylococcal
enterotoxin B (SEB), 75;
strychnine, 75; tetrodotoxin, 76;
venoms, 76.

Pressure sensor, 95.
Prinzip, Gavrilo, 15.
Prohibition, 14-15.
“Propaganda by the deed,” 8, 13.
Property Repossession, 7.
Protection Racket, 7.
Puritans, 11.
Radar/ladar detector, 57.
Radiation detectors, 41-42.
Radios, 39.
Rappelling, 54.
Receivers, 42.
Registration, 34.
Renaissance, 12.
Restraints, 58.
Rifles, 67.
Risus sardonicus, 75.
Robin Hood, 8.
Rome, 10-11, 109.
Russia (Soviet Union), 8, 10, 12,

14, 15, 71.
SOE, 14.
Saboteur, 6, 7; definition, 7.
Samurai, 13.
Scanners, 42.
September 11, 2001 (9/11), 15,

36, 64, 84.
Shakespeare, 9.
Shi’ah, 12.
Shuriken, 65.
Sights, 69.
Silla Dynasty, 11.
SIPRNET (Secret Internet

Protocol Routing 
NETwork), 36.

Skills, Acting, 21; Animal
Handling, 21; Architecture, 21;
Armoury, 21; Axe/Mace, 21;
Beam Weapons, 21; Black
Powder Weapons, 21; Blowpipe
(Fukiya), 21; Broadsword, 21;
Computer Hacking, 37;
Cooking, 21; Diagnosis, 21;
Electronics Operation, 22;
Electronics Operation
(Communications), 42-44, 47;
Electronics Operation
(Medical), 19; Electronics
Operation (Security Systems),
86, 93, 95; Electronics
Operation (Sensors), 57;
Explosive Ordnance Disposal,
86; Fireworks, 22; Forensics,
22; Garrote, 22; Genetics
(Genetic Engineering), 78;
Genetics, 22; Guns, 22;
Holdout, 22; Hypnotism, 77;
Intelligence Analysis, 23; Law
Enforcement, 24; Lockpicking,

93; Mechanic, 23; Mimicry, 38;
Mind Block, 23; No-Landing
Extraction, 58; Pathology, 24;
Piloting (Ultralight), 61;
Poisons, 23; Shortsword, 23;
Sign Language, 38; Sleight of
Hand, 23; Soldier, 24; Traps,
24, 95; Video Production, 44.

Smuggling, 34.
Snorkel, 54.
Sodium pentothal (thiopental

sodium), 77.
Sound suppressors, 69.
Spyglass, 40.
Stealing hardware, 35.
Stockholm Syndrome, 8.
Sulsa, 11.
Sunglasses, 36.
Swords, 63.
Symbionese Liberation Army, 8.
TEMPEST (Transient

Electromagnetic Pulse Emission
Standard), 46-47.

Templates, 26-32, 117-119, 121;
Bodyguard, 118; Bomber, 26;
Cleaner, 26; Extractor, 27;
Heavy, 27; Infiltrator, 28;
Marksman, 28; Negotiator, 119;
Poisoner, 29; Rescue Worker,
119; Site Security, 121; Stalker,
29; Technical Genius, 117;
Trickster, 29.

Terrorism, 7, 11; definition, 7.
Tetsubishi, 58.
The Day of the Jackal, 48, 67.
The Manchurian Candidate, 10.
The Three Musketeers, 12, 62.
Thuggee (Thugs), 14, 116.
TIPRNET (Top Secret Internet

Protocol Routing 
NETwork), 36.

Tokugawa Ieyasu, 13.
Tracking devices, 47.
Training sites, 8.

Transhuman Space, 16, 103, 113.
Transmitters, 47.
Turks, 11.
Ultrasonic mapper, 47.
Underwater communicator (“dive

com”), 40.
Unmanned vehicles, 42-43.
UPS (Uninterruptible Power

Supply), 91.
U.S. Secret Service, 120-121.
Van Eck, Wim, 47.
Vehicle monitoring system, 47.
Vehicles, 59-61; Air Force One,

92; Armored Assault Vehicle
(AAV), 59; armored limo, 90-
91; Diver Propulsion Vehicle
(DPV), 61; Floats and rafts, 60;
Getaway car, 60; Gliders, 61;
Helicopters, 61; Inflatable boat,
60; Powered gliders, 61;
Surveillance van, 60; Swimmer
Delivery Vehicle (SDV), 60.

Vid glasses, 38.
Video, cameras, 47-48; 

recorders, 48.
Vietnam, 15.
Voice masks, 40.
Völsunga Saga, 49.
Watchdogs, 102.
Western Europe, 11.
Wire saw, 62.
Wiretaps, 43.
Witchcraft, and assassination, 10.
World War I, 14, 38.
World War II, 10-11, 14-16, 38,

65, 108.
Wristwatches, 36.
X-ray microlithography, 39.
ZACSS (Zone Acoustic

Countersniper System), 93.
Zealots, 11.
Zombies, 104.
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