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4 INTRODUCTION

“Yeah, that’s me, Tracer Bullet. I’ve got
eight slugs in me. One’s lead and the rest
are bourbon. The drink packs a wallop,
and I pack a revolver. I’m a private eye.”

– Calvin, Something Under
the Bed Is Drooling

At their root, mysteries are about
man’s quest for knowledge – something
is hidden and must be found out. Order
must be restored. Honor and integrity
must be maintained in spite of corrup-
tion and indifference. Mysteries are
about puzzle-solving. Reason, logic, and
perseverance let investigators triumph
over a criminal’s cleverest schemes and
darkest deceptions.

This universal drive to find the truth
is what makes mysteries so compelling,
and also what makes them so compati-
ble with all types of settings. GURPS
Mysteries delves into the mystery genre,
showing how to structure a mystery
campaign, or layer a mystery plot over
an existing campaign of any type.

A mystery adventure is part stage
magic. It works by sleight of hand. The
audience, or in this case, the players,
expect to be fooled – at least for a while.
GURPS Mysteries lays bare some of the
classic tricks. It explains why some tricks
that work for mystery writers won’t work
for GMs and what tools GMs have that
writers don’t. It also describes specific
challenges inherent in running low-tech,
modern, science-fiction, and paranormal
mysteries, and specific tools that GMs
can use in each of these settings.

For players, Mysteries explains how
to portray experienced investigators. It
describes modern forensics and modern
theories on interviews and interrogation,
as well as low-tech investigative meth-
ods, spells that can help or hinder an
investigation, the use of psionics in mys-
teries, and more. Whether you are play-
ing a forensic expert, genius detective,
meddling kid, or jaded gumshoe, there is
something here for you.

So put your feet up on the desk, and
let’s see who comes in the door.

ABOUT THE
AUTHOR

Lisa J. Steele is a criminal defense
attorney and author based in
Massachusetts. She is a vice-chair of the
National Association of Criminal
Defense Lawyers (NACDL) Forensic
Evidence Committee. She represents
clients accused of crimes ranging from
minor traffic offenses to capital murder.
Ms. Steele is the author of several legal
articles about criminal defense, GURPS
Cops, and Fief, from White Rose
Publishing. She is a contributing author
to White Wolf’s Dark Ages: Europe and
Spoils of War. Her personal interests
range from science fiction to economics
to medieval history to firearms.

INTRODUCTION

Steve Jackson Games is committed to full support of
GURPS players. We can be reached by e-mail:
info@sjgames.com. Our address is SJ Games, P.O. Box
18957, Austin, TX 78760. 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 print
items, adventures, play aids, and support. You can also get
digital copies of our books in PDF form, and 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. It fea-
tures systemless locations, adventures, and much more.
Look for each themed issue from Warehouse 23!

Internet. To discuss GURPS with our staff and your fel-
low gamers, visit our forums at forums.sjgames.com. 
You can also join us at facebook.com/sjgames or
twitter.com/sjgames. Share your campaign teaser in 
140 characters or fewer with #GURPShook on Twitter. Or
explore that hashtag for ideas to add to your own game!
The web page for GURPS Mysteries can be found at
gurps.sjgames.com/mysteries.

Gamer and Store Finder (gamerfinder.sjgames.com):
Connect with other people and places playing our games.
Add yourself to our database so they can find you as well!

Bibliographies. Bibliographies are a great resource for
finding more of what you love! We’ve added them to many
GURPS book web pages, with links to help you find the
next perfect element for your game.

Errata. Everyone makes mistakes, including us – but we
do our best to fix our errors. Errata pages for GURPS
releases are available at sjgames.com/errata/gurps.

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

GURPS Basic Set, Fourth 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, Fourth
Edition. Page references that begin with CI indicate
GURPS Compendium I, those beginning with CII indi-
cate GURPS Compendium II. Other references are BIO
for GURPS Bio-Tech, C for GURPS Cops, CV for GURPS
Covert Ops, G for GURPS Grimoire, H for GURPS
Horror, HT for GURPS High-Tech, M for GURPS Magic,
MA for GURPS Martial Arts, MF for GURPS Modern
Firepower, P for GURPS Psionics, S for GURPS 
Space, SPI for GURPS Spirits, T for GURPS
Technomancer, UN for GURPS Undead, UT for GURPS
Ultra-Tech, and UTT for GURPS Ultra-Tech 2. For 
a full list of abbreviations, see p. CI181 or the latest 
web list at www.sjgames.com/gurps/abbrevs.html. 

About GURPS



THE IMPERFECT CRIME 5

“A person who is tired of crime is tired
of life.”

– Horace Rumpole, 
Rumpole of the Bailey

So you want to run a mystery adven-
ture in a roleplaying game? Let’s get the
bad news out of the way up front; it’s
going to be a lot of work to prepare and
run the session. However, done well, it’s
worth it. That hard work will pay off
with a rewarding and unusual adventure
that taxes your players’ wits, teases their
imaginations, and leaves them hungry
for more.

This chapter will help you avoid
many of the obvious pitfalls and 

organize your ideas into an interesting
adventure. Subsequent chapters will
provide you and your players with tech-
nical information, rules mechanics, set-
ting specific ideas, and character tem-
plates and equipment.

This chapter contains essential guide-
lines for how to structure a mystery
adventure. It comes first because it lays
out some vital groundwork for GMs.
Players may want to skip this chapter
and start with Chapter 2. Mystery adven-
tures are more enjoyable when GMing
sleights-of-hand and misdirection come
as a surprise.

The mystery adventure fits into any
setting, and can be used with nearly any
group of players and characters. You can
use the basic idea in a near-infinite num-
ber of ways: there are puzzle mysteries,
action mysteries, funny mysteries, 
dark mysteries, horrifying mysteries,
high-tech mysteries, low-tech mysteries,
historical mysteries, psychological mys-
teries, scientific mysteries, computer
mysteries . . . as many mysteries as there
are settings. What they all share is one 
of the most powerful central ideas in 
storytelling: something is hidden, and it
must be discovered.

Your preparation begins well before
you actually start designing the adven-
ture. You need to start with some basic
“gotchas” that aren’t necessarily obvious,
even to experienced Game Masters.

MYSTERIES ARE
NOT LIKE REAL
LIFE

You can use real-life crimes for inspi-
ration. The tabloids, the newspapers,
and the True Crime section of your local
library or bookstore will provide you
with stories of crime and punishment on
a daily basis. 

But that’s about as far as you should
go. The mystery genre – for good reason
– has evolved a powerful set of conven-
tions, which have nothing to do with
realism but everything to do with the
demands of drama. If you violate these
conventions, you’ll have a harder time
coming up with a satisfying adventure.
Here are some of the most important:

A mystery has a worthy adversary.
Real criminals usually aren’t dramati-
cally interesting. Their crimes, while

shocking and tragic, aren’t hard to solve.
Real people seldom use elaborate fake
timetables, elaborate alibis, or cunning
poisons; if they think about covering up
at all, they generally just try to guard
against witnesses and fingerprints. Even
serial killers tend be lonely, marginal
figures with histories of child abuse and
mental illness, not charismatic geniuses
a la Hannibal Lecter.

In a mystery story or game, that’s a
recipe for anticlimax. The crime itself may
be impulsive or meticulously planned, but
solving it should be a real achievement. 

A mystery is rational. Real crimes are
full of uncertainty and loose ends. In real-
ity, if there’s a spot of garden soil on the
carpet by the body, it may merely have
been tracked in by the family dog, and
have nothing to do with anything. It’ll be
put in an evidence bag and subjected to
some fairly routine analysis, which prob-
ably won’t turn up anything anyway.

In a classic mystery, that spot is prob-
ably there for a reason. If it weren’t, the
author wouldn’t have mentioned it. (At
the very least, if the spot is a red herring,
the detective is given a fair chance to
deduce that it isn’t important.) As GM,

you need to use the same principle. Yes,
this is meta-game thinking – and you
should use it! Cluttering up the crime
scene by describing random and unim-
portant details is realistic, but it gives
you bored and frustrated players when
lead after lead comes up dry.

A mystery has a definite resolution,
where the loose ends are tied up. The real-
world justice system is complex and
slow. Criminals can make bargains with
police and prosecutors for lighter sen-
tences. It can take months, sometimes
years, to bring a complex case to trial.
Real detectives have to justify their
methods and conclusions to jurors while
being cross-examined by a skilled attor-
ney. Even after a conviction, a criminal
may challenge the detective’s work in
appellate courts and habeas corpus pro-
ceedings for years to come. And some
questions may never be answered.

At the end of a mystery story, by con-
trast, the investigator usually has no
doubt about the villain’s guilt. The crimi-
nal’s punishment is a nigh-certainty. In
any case, it’s beyond the scope of the plot,
which is completely and satisfyingly 
fulfilled by unmasking the bad guy. 

SOME GROUND RULES

CHAPTER ONE

THE IMPERFECT
CRIME
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CHAPTER THREE

THE DEADLIEST
OF REVEALERS

WITNESSES
“Oh, my dear friend, it is impossible

not to give oneself away – unless one
never opens one’s mouth! Speech is the
deadliest of revealers.”

– Hercule Poirot, 
Cards on the Table

Investigators need to talk to many
people to solve a mystery. This chapter
is about witnesses – people
who have seen or know
something important about
the puzzle. It is about what 
witnesses know (perception),

what they recall (memory), and how
investigators can try to get information

from them. It expands the
existing GURPS reaction
and influence mechanics
to provide rules for han-

dling PC questioning of NPCs.

For players, sometimes the hardest part of the adven-
ture is figuring out where to start. Your character is pre-
sented with a group of NPCs, most of whom are lying to
you about something, some forensic evidence, none of
which points directly at a suspect, and a crime. Where do
you start?

Listen to the GM. Most of what the GM is telling you is
being said for a reason. If he keeps repeating the same
name, place, or time, then it is probably important. (Yes,
this is meta-game thinking, but it is part of how mystery
fiction, and mystery RPGs, work.)

Take notes. (A large white board that all the players can
see is very handy for this purpose.) Keep track of who gives
you information as well as what they said. (Different colored
markers can help differentiate notes from various sources.)
Keeping notes means you won’t forget something impor-
tant. Also, the act of writing may help you concentrate. Your
notes may help you see patterns in the information.

You are looking for means, motive, and opportunity (see
p. 16). A chronology is often helpful. Keeping track of what
happened when will help you spot oddities in alibis and
events.

If you have an obvious clue, by all means follow it. If you
have a choice of directions, start with the NPCs who have
the least obvious reason to lie to your character. Generally
you will be able to trust police experts, but find out how
they got their answer. A disfigured corpse identified by a
distraught relative and not confirmed by fingerprints or
dental records is not a reliable identification in a typical
mystery.

Triangulation is useful. In this context it means getting
the same information from two independent NPCs.

Witnesses can be mistaken about what they saw or remem-
ber (see Perception, p. 46). If the witnesses talked about
what they saw before you talk to them, they aren’t inde-
pendent (see Memory, p. 49). Generally you won’t need
more than two sources. If a key bit of information is com-
ing from only one source, bear in mind that it could be a lie
or a mistake.

Have a plan before you approach an important NPC.
You should discuss with the other players what approach
you want to use, who’ll be doing the talking, and what ques-
tions you need to ask. Look over your notes before the
interview.

Listen to the NPC. You are not just listening to what he
says, but looking for clues about his personality. Is he the
kind of person who might commit the crime? What might
motivate him to do so? Try to get a sketch from the NPC of
where he was and what he saw. (This gives you, the player,
something to look at later.)

Look for evidence of unusual skills. If one of your sus-
pects is a dental assistant and the disfigured victim was
identified by his dental records, you may have been tricked.
If one of your suspects is a computer expert or hobbyist, be
wary of any computer records related to the crime.

Ask NPCs what they think of each other. You can get
useful gossip about their inter-relationships.

Take a moment before you leave the NPC to think about
any other questions you need to ask.

Have a plan for the confrontation scene. A confrontation
scene is the counterpart to the big fight scene in action-ori-
ented adventures. Review your facts. Figure out which PCs
will be doing the most talking. Have a plan in case the
guilty party (or someone else) tries to flee, shoot at you, or
shoot the bad guy.

Solving Mysteries
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An investigator needs very little
equipment. An ordinary pencil and pad
of paper, tape recorder, flashlight, and
moderately-priced camera will suffice
for most private investigations. Cell
phones and pagers can be useful to keep
in touch with clients and sources.

Police detectives and others who
process crime scenes may carry a great
deal of their department’s specialized
evidence collecting equipment. Such
equipment is described in more detail in
GURPS Cops, p. C71. A few useful,
common items are also included here.

BINOCULARS
(TL5+)

In widespread use since the late-19th
century, hunting or military binoculars
typically have a magnification of 7¥
(although others are available). They
give +3 to Vision rolls. $100, 4 lbs. for a
TL6 model.

TL7 military-grade 7¥ binoculars
(such as the German Steiner model used
as the M22 by the U.S. military) give +3
to Vision rolls. Since they magnify light,
most add a further +1 to Vision rolls to
negate darkness penalties. Rubber-
armored and sealed against dirt, they get
+2 on rolls to avoid damage from rough
use. They feature either lenses coated to
prevent glint that could reveal the user’s
location, or gold-coated lenses to protect
the eyes against laser light (as the M22
pattern does). Those fitted with antilaser
coating can be equipped with detachable
hoods to reduce glint. Most have a
rangefinding reticle. $800, 2.3 lbs. The
more recent M24 has the same features,
but is compact enough to fit in a uniform
pocket (Holdout -1). It doesn’t provide a
bonus in darkness. $400, 0.8 lb.

High-end military binoculars func-
tion as above, but incorporate a digital
compass (+1 Orienteering) and IR laser
rangefinder, which is accurate to within
1 yard. Light-gathering optics cancel up
to -2 in darkness penalties. Two AA bat-
teries power it for 2 hours. $4,000, 3.5
lbs. In the near future, the built-in com-
puter will use scene-change detection
software (p. CV44), giving +2 on Vision
rolls to spot movement.

Low-end commercial binoculars
have 8¥ magnification, but only give +2

to Vision rolls due to the limited field of
vision, and no bonus in darkness.
However, they are cheap and light: $40,
0.4 lb.

The most powerful commercial
binoculars are 20¥, giving +4 to Vision
rolls, and are mechanically stabilized
(reducing movement penalties by 3);
useful on boats or helicopters. Two AA 
batteries power it for 3 hours. $5,000, 
4 lbs.

BODY ARMOR
Modern body armor was first mar-

keted in 1971. The 1974 version was an
olive-green military vest with inch-thick
ceramic plates; it was heavy, cumber-
some, and uncomfortable. By the late
1980s, armor had become lightweight,
flexible, and comfortable. Many depart-
ments require patrol officers to wear
armor on duty. Police detectives and fed-
eral agents are issued body armor, but
often do not wear it routinely. Private
detectives can purchase body armor, but
it is very uncommon.

Ballistic and Tactical Vests covers the
front and back Torso. Vests can be
bought with groin panels as well.
Properly-fitted body armor may have a
1/4 to 1” gap on the sides between the
front and back panels. It is possible, but
very unlikely, for a shot to go through
that gap. (Note: if the owner gains or
loses more than 5% of his weight at fit-
ting, his body armor may no longer fit
properly, making it uncomfortable or
causing dangerously wide gaps.) (See
pp. B282-286 for further discussions of
body armor.)

Type IIA Armor: The most commonly
issued body armor for police and law
enforcement and the armor most likely
to be worn by a detective under street
clothing. Weight 1.5 to 2.25 lbs.; cost
$240 to $975 (depending on manufac-
turer and style). The most expensive ver-
sions of this armor are designed to be
concealed under a shirt and jacket
(Holdout -1). Weight 5 lbs.; cost $1,100
to $1,300. For other levels of body
armor, see p. C61.

CAMERAS (TL5+)
Cameras come in a staggering 

number of styles, and can be equipped

with an endless array of accessories. The
models below are representative of those
used by modern investigators.

35mm SLR (TL6): Still the world’s
most popular camera, even though its
technology hasn’t really changed for
decades. A model suitable for surveil-
lance, with date imprinting, winder,
zoom lens, and flash, is $750, 1 lb. More
expensive systems give a bonus to
Photography skill: +1 for $2,000, +2 for
$5,000, +3 for $10,000, +4 for $20,000+.
These are heavy (2-3 lbs.) and bewilder-
ingly complex: treat all bonuses as penal-
ties unless Photography skill is 12+. A
cheap camera can be had for under $100.
These are fine for vacation photos, but
give -2 to skill for surveillance purposes.

Camcorder (TL7+): compact (Holdout
+1) Mini DV video camera with optical
and digital zoom (10¥ optical zoom, +3
Vision rolls), digital image stabilization
(reduces movement penalties by 1), and a
7-hour rechargeable battery. Many can
be used in low-light conditions, and
some even feature a simple infrared
imaging mode. They have a handy LCD
screen for previewing images and can
function as a digital camera (see below),
storing images on an included memory
card. All will have connections for trans-
ferring the video to a computer in digital
format. A Mini DV tape can store
between 80 and 120 minutes of video.
$1,000. 1 lb.

EQUIPMENT
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INDEX
Accomplices, 51.
Action scenes, 25, 62.
Acute Senses advantage, 107.
Adapting plots, 59, 67, 75, 83, 93, 99.
Advantages, 107, 108, 112.
Adversary, 16.
Alcoholism disadvantage, 108.
Alertness spell, 89.
Alien outlooks, 78.
Allies advantage, 107.
Alter Body spell, 90.
Alter Visage spell, 90.
Amateur sleuths, 58.
Analyze Magic spell, 89.
Anonymity, 70.
Apportation spell, 91.
Archetypes, 18.
Area Knowledge skill, 110.
Arson, 41.
Asphyxiation, 33.
Assumptions, 48.
Aura spell, 89.
Awaken spell, 89.
Back story, 100.
Background check, 101.
Ball-of-twine plots, 14, 67.
Beast-Soother spell, 91.
Binoculars (TL5+), 113.
Blackmail, 43.
Blessed advantage, 107.
Blood spatters, 38.
Blood stains, 31.
Bodies, disposal of, 34, 77.
Body Armor, 113.
Body language, 56.
Body of Air spell, 91.
Body, identifying, 37.
Body-Reading spell, 89.
Brawling skill, 110.
Bullets, 38.
Bureaucrats, dealing with, 52.
Burglary, 41.
Burns, 35.
Cameras (TL5+), 113.
Campaigns, 13.
Casings, 38.
Cause of death, 32, 33.
Character involvement, 19.
Chase scene, 25.
Claim to Hospitality advantage, 107.
Clean spell, 91.

Cleansing spell, 89.
Clerics, 83.
Closure, 96.
Code of Honor (Gentleman P.I.) 

disadvantage, 109.
Code of Honor (Police) 

disadvantage, 109.
Code of Honor (Private Investigator)

disadvantage, 109.
Compel Truth spell, 89.
Computer Hacking/TL skill, 110.
Computer Operation/TLskill, 110.
Conceal Magic, 91.
Confession, 62.
Confrontation, 27, 62, 71, 78, 99; 

magical, 86; monsters, 95.
Contacts advantage, 107.
Cop, 12.
Cozy, 9; format, 22; plotting, 21.
Create Warrior, 91.
Crime scene, 31; equipment, 114; 

fantasy, 83; horror, 93; low-tech, 59;
modern, 68; science fiction, 75; 
psionic, 98.

Crimes, real-life, 5.
Criminal spells, 90-92.
Criminals, 31.
Criminology/TL skill, 110.
Curtain-raiser scene, 20.
Dana Detective Division, 96.
Daze spell, 91.
Dealing with bureaucrats, 52.
Death, 32.
Debt disadvantage, 109.
Defense Attorney template, 101.
Defensive sprays, 114.
Design principles, 7.
Details, 30.
Detect Lies skill, 111.
Detect Magic spell, 89.
Detect Poison spell, 89.
Detecting lies, 55.
Detective, modern, 66; 

untraditional, 102.
Devitalize Air, 91.
Disadvantages, 16, 108-110.
Disposal of bodies, 34, 77.
Divination spell, 89.
DNA, 39.
Documents, 40.
Double whammy, 27.
Dramatic forensics, vs. realistic, 33.

Drawing-room speeches, 28.
Duty (Ethics) disadvantage, 109.
Earth Vision spell, 89.
Eccentric genius, 12.
Echoes of the Past spell, 89.
Electrocution, 35.
Electronics Operation/TL skill, 111.
Enemies disadvantage, 109.
Equipment, 113.
Evidence, 31, 69, 95; magical trace, 84.
Expanded influence and 

reaction rules, 53.
Expert, 94.
Exposition, 76.
False Aura spell, 91.
False Memory spell, 91.
False Tracks spell, 91.
Fantasy mysteries, 82.
Faux horror, 95.
Favor advantage, 107.
Fences, 42.
Fight scene, 25.
Fingerprints, 31, 39, 60, 70, 95.
Fire Marshal template, 102.
Firearms, 115.
Flashlights, 116.
Forensics, 30, 68, 69, 71, 75, 85; 

game mechanics, 40; realistic vs. 
dramatic, 33.

Forensics/TL skill, 111.
Forgetfulness spell, 91.
Four-color mysteries, 98.
Genius Detective template, 103.
Getting people to talk, 50.
Gimmick Story, The, 11.
Gossip, 62.
Ground rules, 5.
Guild of Secrets, The, 88.
Gunpowder residue, 39.
Guns, 115, 116.
Guns/TL skill, 111.
Hacking, 53.
Handcuffing technique, 112.
Handcuffs, 116.
Handwriting, 40.
Hard-Boiled Detective template, 103.
Hard-boiled, 9; format, 22; plotting, 22.
Heir advantage, 108.
Hide Emotion spell, 91.
Hide Object spell, 91.
Hide Thoughts spell, 91.
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Hide spell, 91.
Hiding clues, 27.
History spell, 89.
Homicide, or Suicide, 32.
Hook, 19.
Horror mysteries, 92.
Hush, 91.
Identify Spell spell, 89.
Identifying a body, 37.
Illusion Disguise spell, 91.
Images of the Past spell, 89.
Imitate Voice spell, 91.
Impression Blocker spell, 91.
Improvised magic, 83.
Improvised scenes, 25.
In at the deep end, 20.
In the interrogation room, 28.
In the lair at gunpoint, 28.
Indomitable advantage, 108.
Infinite Worlds, 78.
Influence rules, 53.
Infodump, 76.
Information management, 7, 8.
Inquisition, 58, 64.
Insignificance spell, 91.
Inspiration, 5.
Insurance investigator, 41, 101.
Interrogation skill, 111.
Interrogation, 56, 65, 72, 86.
Interview scenes, 26.
Intimidating a witness, 52.
Intimidation scene, 25.
Intolerance (Non-cops) 

disadvantage, 109.
Investigating Mage template, 104.
Investigation, 69; low-tech, 60; 

scenes, 24; science fiction, 76; 
magic, 84.

Investigator spells, 89, 90.
Investigators, as monsters, 94; 

fantasy, 82; horror, 93; low-tech, 57;
modern, 67; science fiction, 75; 
psionic, 98.

Invisibility spell, 91.
Jigsaw-puzzle mysteries, 13, 27.
Judge, 73.
Jurisdiction, 58, 67.
Jury, 73.
Keen (Sense) spell, 89.
Kidnapping, 43.
Know Recipe spell, 89.
Latent evidence, 31.
Law skill, 111.
Legal Enforcement Powers 

advantage, 108.
Lie detectors, 78.
Lies, detecting, 55.

Liquid Projector skill, 111.
Locked-room mysteries, 11, 74.
Locksmith, 91.
Low-tech mysteries, 57.
Mages, 83.
Mages’ Guild, 88.
Magic, 82; improvised, 83.
Manipulate, 91.
Manner of death, 32.
Mapmaker spell, 89.
Mark of Cain, 16.
McGuffin, 11.
Means, 17, 32.
Measurement spell, 89.
Mechanism of death, 32.
Medical Examiner template, 104.
Memorize spell, 90.
Memory, 49, 50, 99.
Mind Block skill, 111.
Mind-Reading spell, 90.
Mind-Search spell, 90.
Miranda warning, 72.
Mixed format, 15.
Mobility, 70.
Mock trial, 73.
Modern detective, 66.
Monsters as investigators, 94.
Motivation, 100.
Motive, 16, 32.
Mysteries, and other adventures, 6; 

and characters, 11; fantasy, 82; 
four-color, 98; horror, 92; low-tech,

57; modern, 66; paranormal, 82;
psionic, 97; science fiction, 74.

Neutralize Poison, 91.
No-Smell spell, 91.
Oaths, 57, 63.
Observed, vs. seen, 30.
Odor spell, 92.
Openly approaching a witness, 51.
Opportunity, 17.
Ordeals, 57, 63.
Paranormal mysteries, 82.
Path of least resistance, 8.
Perception, 46-48, 99.
Persuasion spell, 90.
Pinkerton Agency, 73.
Pistols, 115.
Poison Food spell, 92.
Poisoning, 35, 36.
Police Detective template, 105.
Police procedures, 31.
Police Rank advantage, 108.
Police, 100, working with, 54.
Possession spell, 90.
Preparation, 5.
Press, 71.

Privacy, 77.
Private eye, 12, 66, 100.
Private Psi template, 106.
Procedural, 10; format, 23, plotting, 22.
Professional Skill (Firefighting), 112.
Professional Skill 

(Law Enforcement), 112.
Props, 31.
Psionic investigators, 98.
Psionic mysteries, 97.
Psychology skill, 112.
Psychoprobes, 77.
Public Speaking skill, 112.
Punishment, 64, 73, fantastic, 87.
Puzzle Story, The, 11.
Questioning methods, 50.
Questioning the dead, 85.
Race scene, 25.
Railroading, 7, 8.
Reaction rules, 53.
Realistic forensics, vs. dramatic, 33.
Real-life crimes, 5.
Recall spell, 90.
Recap, 76.
Reconstruct Spell spell, 90.
Red herrings, 27.
Remove Aura spell, 92.
Repair spell, 90.
Repel (Animal) spell, 92.
Repetition, 45.
Reputation (Pinkerton Agent) 

advantage, 108.
Reputation advantage, 108.
Reputation disadvantage, 110.
Research, 94.
Resolution, 29.
Restore Memory spell, 90.
Revolvers, 115.
Ruin, 92.
Rule of Seven, 7, 18, 27.
Ruses, 52.
Sanctuary, 92.
Scenes, 24.
Scents of the Past spell, 90.
Science fiction mysteries, 74.
Scribe spell, 90.
Scryfool spell, 92.
Scryguard spell, 92.
Secret disadvantage, 110.
See Secrets spell, 90.
Seeker spell, 85, 90.
Seen, vs. observed, 30.
Sense Emotion spell, 90.
Sense Foes spell, 90.
Sense Observation spell, 92.
Sense of Duty (Client) 

disadvantage, 110.
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Shadowing skill, 112.
Shortcut, 15.
Shotguns, 116.
Simple Illusion spell, 92.
Single adventures, 13.
Skills, 110-112.
Skills, and spells, 86.
Skills, social, 56.
Skip tracing, 46, 101.
Slow buildup, 20.
Smart tags, 77.
Social skills, 56.
Social Stigma disadvantage, 110.
Soilproof spell, 92.
Sounding guilty, 45.
Sources, 69.
Specialist template, 106.
Specialist, 13.
Spellguard spell, 90.
Spells, 89-92, and skills, 86.
Spirit Advisor advantage, 112.
Sprays, defensive, 114.
Stakeout, 70.
Status advantage, 108.

Status, 58.
Stirring up trouble, 26.
Suggestion, 50, 92.
Suicide, or Homicide, 32.
Summon Spirit spell, 85, 90.
Superheroes, 98.
Supporting cast, 18.
Talent advantage, 108.
Talking scenes, 26, 45.
Tasers, 114.
Tau Station Public Psi-Vestigators, 99.
Templates, 101-107
That Darn Kid template, 106.
Thrashing, 7, 45.
Thriller, 10; format, 24; plotting, 23.
Time of death, 32.
Time travel, 78.
Timeline, 79.
Timeport spell, 90.
Toolmarks, 40.
Torture, 62, 65, 87.
Trace evidence, 31.
Trace spell, 90.
Trace Teleport spell, 90.

Trial, 63, 71, 72, 87; by combat, 63.
Trickery, 52.
Truth devices, 77.
Truthsayer spell, 90.
“Twelve Notes on Murder,” 8.
Twenty Rules for Writing 

Detective Stories, 9.
Typecasting, 18.
Undercover investigation, 63, 74.
Universal Coverage Insurers, 79.
Untraditional detective, 102.
Victim, 18.
Victorian thief-takers, 65.
Vigilante, 96, 99.
Villain, 16.
Villain’s response, 29.
Voices spell, 92.
Walk Through Earth spell, 92.
Wealth advantage, 108.
Weapon tables, 117.
Witness, 44, 46, 47-49, 52, 69, 95, 99;

dealing with, 52; questioning, 61.
Working with police, 54.
Wounds, 37.
Writers’ advice, 8.
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