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INTRODUCTION

GURPS Action ranges wide. It spans everything from mar-
tial-arts and guns-blazing mayhem, to capers, mysteries, and
spy dramas that threaten to become thoughtful. Heroes can
shoot, speed, demolish, investigate, snoop, steal, swindle, and
more - or focus on supporting all this with technical expertise.

Yet Action also sticks to a mold that owes much to exploita-
tion flicks and Cold War technothrillers. Organizations and
bosses mostly supply over-the-top assignments and flashy
gear. What matters is what the protagonists do: Tackle larger-
than-life versions of modern-day challenges - solving crimes,
hunting terrorists, foiling spies, perpetrating heists.

But the genre’s roots were war movies whose heroes
saluted and served. Gangster flicks about loyalty to the boss.
Pulps that threw in the mummy’s curse, and marooned
explorers on islands aswarm with giant animals. Westerns
whose banditos abandoned good guys in the desert without
water, much less guns.

GURPS Action 8: Twists draws inspiration from these ori-
gins to mix up contemporary action.

ABOUT THE AUTHOR

Sean Punch set out to become a particle physicist in 1985
and ended up as GURPS Line Editor in 1995. In that capacity,
he has written, edited, or contributed to hundreds of GURPS
releases, revised the game into its fourth edition (2004),
and been a regular contributor to Pyramid magazine. From
2008, he has served as lead creator of the GURPS Action and
GURPS Dungeon Fantasy series; work on the latter led to his
design of the Dungeon Fantasy Roleplaying Game, released
in 2017. Sean has been a gamer since 1979, but devotes most
of his spare time to Argentine tango. He lives in Montréal,
Québec with son amour, Geneviéve.
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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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