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ABoutr GURPS

Steve Jackson Games is committed to full sup-
port of GURPS players. We can be reached by email:
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, plus PDFs of our books, supplements, adventures,
play aids, and support . . . including exclusive mate-
rial available only on Warehouse 23! Just head over to
warehouse23.com.

Pyramid (pyramid.sjgames.com). For 10 years, our
PDF magazine Pyramid included new rules and articles for
GURPS, plus systemless locations, adventures, and more.
The entire 122-issue library is available at Warehouse 23!

Internet. To discuss GURPS with our staff and your
fellow gamers, visit our forums at forums.sjgames.com.
You can also join us at facebook.com/sjgames or

twitter.com/sjgames. Share your brief campaign teasers
with #GURPShook on Twitter. Or explore that hashtag for
ideas to add to your own game! The web page for GURPS
Action 7: Mercenaries is gurps.sjgames.com/action?.

Store  Finder (storefinder.sjgames.com): Discover
nearby places to buy GURPS items and other Steve
Jackson Games products. Local shops are great places to
play our games and meet fellow gamers!

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.

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.

INTRODUCTION

The mercenary (“merc”) as an action hero is a time-hon-
ored tradition in both books and films. Mercs are well repre-
sented in novels from such authors as Frederick Forsyth and
Jack Higgins, and in the likes of Mack Bolan and Able Team.
The soldier of fortune is also a classic character in action
cinema - whether it’s the crack team of Vietnam veterans in
Uncommon Valor, John Matrix in Commando, Dutch Schaefer
and the boys in Predator, or Barney Ross and the crew in the
Expendables series.

GURPS Action 7: Mercenaries provides details on the
“mercs” genre for use in GURPS Action. It examines build-
ing a setting and campaign structure, looks at creating merc

characters, and provides how-to advice for GMs running
military-themed Action campaigns.

ABOUT THE AUTHOR

S.A. Fisher is from Arkansas, where he teaches military
history. He is a former infantryman and police officer. His
hobbies include blacksmithing and gun-making. He is the
author of GURPS WWII: Dogfaces and GURPS WWII: Hand
of Steel, and co-author of GURPS High-Tech, GURPS Gun
Fu, and GURPS Loadouts: Monster Hunters.
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STUCK FOR AN ADVENTURE?

NO PROBLEM.

Warehouse 23 sells high-quality
game adventures and supplements
in print and PDF formats.

e Free downloadable adventures for
GURPS and In Nomine!

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

e PDFs from Atlas Games, Amarillo Design
Bureau, Goodman Games, and
many others - plus gems from
the up-and-comers.

e Original material for Transhuman Space
and new GURPS supplements from
Kenneth Hite, Phil Masters, David Pulver,
Sean Punch, and William Stoddard!

e Fully searchable files of GURPS Fourth
Edition supplements.

e 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 R
the same order! Download digital purchases ®
again whenever you need to.

STEVE JACKSON GAME

warehouse23.com
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