Formatting Guides for GURPS Fourth Edition

[Draft version 0.9.1 – 01/29/07. Subject to substantial revision.]

The following information is formatted properly for inclusion in GURPS Fourth Edition manuscripts. Simply copy the text into your own manuscript and replace the boilerplate with your own text. If something comes up which doesn’t seem to be addressed in this document, e-mail editor@sjgames.com (which goes to me but gets flagged for special attention) and I’ll take a look.

All of the following examples are formatted for main text, not boxes. You’ll have to make the appropriate style shift if you’re boxing something. This is very important – we don’t usually have different type sizes or styles for main text and box text, but occasionally we do, and having the wrong type of text or header will lead to flow errors, to say nothing of unattractive text. Never use a BOXHEAD followed by an R-HEAD, however; use the normal HEAD style instead.

Some Miscellaneous Notes, Before We Get Into the Specifics

Footnotes. Unlike Third Edition, in Fourth Edition we will place all footnotes at the bottom of the stat block. This may mean that you get to three or four footnotes in many of them! The canonical order, until changed by orders from Higher Up The Chain, is asterisk (*), dagger (†), diesis [double dagger] (‡), and section marker (§). If you need five or more footnotes, double up the above characters (**, ††, etc.). Do not put a single and double marker on the same item! Avoid putting the dagger and diesis on the same item, although that’s less critical.

Parenthetical notes following traits. By this I mean specializations, modifiers, and the like. There are some general rules:

1) Separate notes with semicolons, not commas. Separate parts of notes with commas, not semicolons.

2) Notes go in alphabetical order.

3) Use “upstyle” for specializations and named modifiers. (In general: capitalize all words, including second halves of hyphenates, except conjunctions and prepositions of three letters or fewer, and articles.) Capitalize only the first word in other cases. Also capitalize the first word following a colon in such a description.

Specific Notes
Where they contradict the above principles, the notes below take precedence.

Allies, Contacts, Patrons, Dependents. A single one is an Ally, Contact, Patron, or Dependent. Multiples who do not act in concert get multiple entries. Multiple ones acting together are Allies, Contacts, Patron, or Dependents. (Patron explicitly covers groups as well as individuals.) Notes on each one:

• Ally. Write Ally [or Allies] (Description; Built on X%; Frequency of appearance [written as “12 or less,” “6 or less,” or “Constantly”]; any modifiers in alphabetical order, following the guidelines above). Example: Ally (D’Artangan; Built on 50%; 12 or less) [4].

NPCs may not usually pay points for Allies and should not list them; however, specific special cases (such as a demon lord who can summon swarms of damned souls) may merit points and, therefore, listing. Judgment is required.

• Contact. Write Contact[s] (Description; Skill-X; [Supernatural;] Frequency of Appearance; Reliability; modifiers in alphabetical order). Example: Contacts (Baker Street Irregulars; Skill-18; 9 or less; Somewhat reliable) [15].

• Patron. Write Patron (Description; Frequency of Appearance; modifiers in alphabetical order). Example: Patron (Charles Foster Kane; 6 or less; Special Abilities, +50%; Unwilling, -50%) [8].

• Dependent. Write Dependent[s] (Description; Built on X%; Importance; Frequency of Appearance; modifiers in alphabetical order). Example: Dependent (Toto; Built on 25%; Loved one; 15 or less) [-60].

• Combined Ally and Dependent. The GURPS Basic Set says that the same person can be both an Ally and a Dependent, and that you should treat their combined cost as a single value. The easiest way I see to do this is to list them separately with footnoted costs. For instance, if the person is worth 10 points as an Ally and -15 as a Dependent, list Ally [10*] under Advantages and Dependent [-15*] under Disadvantages, with a footnote reading “* Ally and Dependent together act as a single disadvantage worth -5 points.” Modify as needed.

Afflictions. Here’s the style: Affliction N (HT-X; list of modifiers in alphabetical order). X = N-1 . . . Affliction 2 gives HT-1. It’s important to list them both. Don’t try to describe the Affliction in the stat block; do it in the main text. (If an NPC has more than one, you’ll have to be pretty specific.)

Two other notes:

1. For Advantage, Attribute Penalty, Disadvantage, and Negated Advantage modifiers, list all the effects under one note. Example: “Advantages: Acute Vision, Peripheral Vision, +250%”

2. Don’t write “Incapacitation” or “Irritant”; write the specific effect. “Agony, +100%,” “Nauseated, +30%,” etc.

Innate Attack. This one isn’t too complicated, but it’s not as intuitive. The syntax is [Damage Type] Attack [Xd] (modifiers in alphabetical order). Here are two examples, direct from Kromm’s keyboard:

• Piercing Attack 5d (Accurate +2, +10%; Extra Recoil +1, -10%; Increased Range, ¥50, +50%; Limited Use, 3 uses/30 shots, Fast Reload, -10%; Rapid Fire, RoF 10, Selective Fire, +110%) [63]

• Burning Attack 3d (Accurate +2, +10%; Armor Divisor (5), +150%; Increased 1/2D, ¥20, +20%; Increased Max, ¥10, +15%; Rapid Fire, RoF 3, +50%; Surge, +20%) [55]

Specific names in stat blocks. This is likely to cause some angst, but I’ll try to break it down. The general rule is that something with its own listing on pp. B297-307 gets listed under its own name – so, Very Unfit [-15] rather than Unfit (Very Unfit) [-15], Axe/Mace rather than Melee Weapon (Axe/Mace), and Vacc Suit/TL rather than Environment Suit/TL (Vacc Suit) – and things which don’t have their own listings get listed under the category – Wealth (Struggling) rather than just Struggling and Appearance (Hideous) rather than just Hideous. There may be exceptions, which we’ll pass along as they come to us; for instance, we prefer Blunt Claws to Claws (Blunt Claws) and Sharp Teeth to Teeth (Sharp Teeth). Please e-mail me if you’re at all unsure in a specific case.

Racial templates and meta-traits. These should usually just be listed in character stat blocks as any other advantage or disadvantage. References to specific versions from the book you’re actually looking at can be included: e.g., Body of Sweat (p. 00) [-25]. Better is to mention in the descriptive text where the meta-trait is located, to avoid cluttering the stat block.

Advantages

It should rarely be necessary to create a wholly new advantage, but it will often be necessary to offer fuller explanations of existing advantages in a specific setting or genre. New Talents and the like are definitely permissible. Here are the appropriate formats to use:

Existing Advantage

see p. B00

Descriptive text goes here.

Special Modifiers/Enhancements/Limitations, as appropriate

Name of modifier: Description and effects. Percentage cost.

Talent

see p. B89

For general rules governing Talents, see the GURPS Basic Set, Fourth Edition. Specific Talents germane to this sourcebook follow.

Talent Name: Traits. Reaction bonus: Who gets it. 5/10/15 points.
Second Talent Name: And so on.

New Advantage [M], [P], or [Soc] [X] or [Sup]

00 points

Descriptive text goes here. Note that Kromm must approve all new advantages before they go into your manuscript! We’ll replace the bracketed tags above with the proper icons in layout.

Disadvantages

Disadvantages are formatted just like advantages, except that some of them can take varying self-control numbers. If you only have one example (for instance, new Phobias), it’s probably easiest just to include a note in the description itself: “The following costs assume a self-control number of 12. People who are more or less susceptible to this disadvantage will pay a different cost; see pp. B120-121.” If you have more examples, place the following paragraph at the start of the Disadvantages section:

Disadvantages whose point totals are followed by an asterisk offer a chance to resist. The listed cost assumes a self-control number of 12. People who are more or less susceptible to this disadvantage will pay a different cost; see pp. B120-121.

Otherwise, follow the formats above. Again, don’t include new disadvantages until you have cleared them with Kromm!

Enhancements and Limitations

These will also follow a format very similar to advantages.
Name [A]

percentage cost or Variable

Only use the [A] above if the modifier is an attack enhancement or limitation. We’ll replace it with the pistol symbol in layout.

Skills

These are slightly more complicated than advantages or disadvantages, but still not hard. Include the following note at the top of this section: “Skills marked with a † require you to select a specialty.” For the descriptions themselves, use the following formats:

Existing Skill

see p. B00

Descriptive text goes here. Use the dagger symbol (†) if the skill requires specialization, especially if this writeup offers new specializations.

Expert Skill†

see p. B193

For general rules governing Expert Skills, see the GURPS Basic Set, Fourth Edition. Specific Expert Skills germane to this sourcebook follow.

• Expert Skill: Description. And so on.

Hobby Skill

see p. B200

For general rules governing Hobby Skills, see the GURPS Basic Set, Fourth Edition. Specific Hobby Skills for this book are:

Skill Name

DX or IQ/Easy

Default: DX-4 or IQ-4.

Description of Hobby Skill.

Also follow this format for Professional Skills (pp. B215-216).

New Skill [with † if it requires specialization]

Attribute/Level

Default(s): Default.

Prerequisite(s): Omit if there are no prerequisites.

Descriptive text goes here. Note that Kromm must approve all new skills before they go into your manuscript!

Techniques

We encourage the creation of appropriate techniques! They will go a long way toward reducing “skill bloat.” If you include cinematic techniques, put the following paragraph before the descriptions:

Techniques marked with a * are not particularly realistic. The GM may wish to restrict these “cinematic” techniques – even at default – to PCs with Trained By A Master (p. B93) or Weapon Master (p. B99).

New Technique*

Average or Hard

Defaults: Defaults (“Default” if there is only one).

Prerequisites: Prerequisites (again, “Prerequisite” if there is only one).

Description of technique.

Spells

Everyone loves new spells! But be sure we don’t already have an appropriate one in GURPS Magic, so we don’t end up with three or four very similar spells in the system. That will just confuse everyone.

New Spell

Class; Resisted by XX

Description of spell.

Duration: Duration.

Cost: X to cast; Y to maintain.

Time to cast: Time to cast.

Prerequisites: Prerequisites.

Item

Rules for the item(s). If a spell can be enchanted in more than one way, give each method separately, with (a), (b), etc. in front to set them apart.

Sample Abilities

Some books use a simple name as shorthand for a complicated character trait created from an advantage (or set of advantages) with many modifiers, qualifiers, special effects, and attached notes. Later uses can then simply refer to that trait by name and point cost. Such a trait should appear with the other notes for the underlying advantage, but in this format:

Name: Advantage 1 (qualifiers and modifiers) [Cost] + Advantage 2 (qualifiers and modifiers) [Cost] (+ . . .). Notes: Any notes go here. [Total] points.
These examples would appear under “Reputation” and “Discriminatory Hearing”:

Medal of Honor: Reputation +4 (For valor; Military personnel of U.S. and allied nations; All the time) [6]. Notes: Three SEALs earned the Medal of Honor in Vietnam. 6 points.
Hydrophone: Discriminatory Hearing (Accessibility, Only underwater, ‑30%; Link, +10%; Profiling, +50%) [20] + Vibration Sense (Water; Link, +10%; Targeting, +20%) [13]. Notes: Senses moving objects in the water. Make one Sense roll, modified as for Vibration Sense (p. B96), but with +4 for Discriminatory Hearing. Success reveals the target’s general class (e.g., “nuclear attack sub”), location, and vector, and gives +8 to identify it, +4 to shadow it, and +3 to hit it with an aimed attack. 33 points.

Character Templates

These have traditionally caused problems, so please read the following carefully.

Delimiting traits. When you have several traits on a line, and you intend for the character to take all of them, use semicolons. When you have several traits and the character chooses among them, use commas – this is a change, albeit a slight one, from Third Edition style. If you have several lists to choose from, use semicolons to break up the comma-delimited sublists, and use more than one sentence if necessary.

Offering options. There are several ways to offer choices to people when they build their characters. The simplest is to take several options which cost the same number of points, and then say “Pick one [or two, three, etc.] of the following” followed by the list of traits separated by commas. If you have a joint choice – for instance, in a group of 10-point advantages, you include Fit and Status 1 – say it as “Fit [5] and Status 1 [5].” The italicized and is important!

To give a menu from which the player may sample, say “XX points chosen from among [list].” In cases where there are exclusive traits, use an italic or, as in “Fit [5] or Very Fit [15].” (Don’t just say “Fit [5/15],” since the levels actually have different names.) For leveled advantages, say “[5/level]”; note that we are not listing any leveled advantages with the plus or times symbols in Fourth Edition! (E.g., it’s Charisma 3, not Charisma +3.) Leveled disadvantages may still use a negative level.

For advantages with only two or three possible values, just list them ([-5, -10, or -15]). For advantages which simply have too many variables to quantify, say “[Varies].” Things which require a specialization, but for which you don’t want to specify one, use “(any),” as in “Phobia (any).” This list should be alphabetical (by the first-referenced trait, for exclusive choices – list them in increasing point value). Remember that disadvantages are expressed in negative values.

Finally, you can also offer bundled packages of traits, like mini-lenses.

Perks and quirks. There’s rarely a reason to offer perks or quirks as part of a character template. If you find you need to, insert the appropriate section under advantages or disadvantages, as appropriate.

Skills. To indicate a single skill, use the format from the Basic Set:

Skill Name (Difficulty) Relative Level [Point Cost]-Actual Level

as in First Aid (E) IQ [1]-11. For a set of required skills, simply list them in alphabetical order, separated by semicolons. Do the same for ones where people are to select a certain number from the list, except use commas and the word “or” before the last one (not italicized). For “XX points chosen from among,” however, you may either list them alphabetically or organize them by controlling attribute and difficulty (and alphabetically within those sublists). See “Background Skills,” below, for an example of the latter. Note the use of semicolons as meta-delimiters, and the various uses of “or,” “both,” “and,” and “all.”

Wildcard skills. These work like regular skills, with two changes. First, they get their own block in the template, under the block heading “Wildcard Skills.” Second, because they already have a “!” to indicate skill type, they do not need to note difficulty:


Skill Name! Relative Level [Point Cost]-Actual Level

For instance, Science! IQ‑1 [12]-12.
Techniques. Write these just like skills, except the “relative level” comes from the prerequisite skill: Arm Lock (A) Judo+2 [2]-14. If there are two possible prerequisite skills, both of which are in the template, use an italic or: Arm Lock (A) Judo+2 or Wrestling+2 [1]-14.

Spells. Write these like skills, except omit the relative level. It is fine, if the character will have several spells all of the same difficulty and with the same level, to say “Spells (all at (H) [1]-12, unless otherwise noted),” of course using the correct difficulty, level, and point value. Don’t forget to add Magery!

Lenses. A fairly simple lens can be presented in a paragraph, rather than creating a whole new template structure for it. Just list the advantages alphabetically, then the disadvantages, then the skills (if any). See Racial Templates, below, for an example of this.

Other. If you create something too outré for this document, ask – and, in the meantime, do what you think is right, using the above principles as a guideline.

Sample Character Template

00 points

La la la, we describe the character type.

Attributes: ST 10 [0]; DX 10 [0]; IQ 10 [0]; HT [10]. —Use all four in all cases!

Secondary Characteristics: Damage 1d-2/1d; BL 20 lbs.; HP 10 [0]; Will 10 [0]; Per 10 [0]; FP 10 [0]; Basic Speed 5.00 [0]; Basic Move 5 [0]. —Always spell out “Damage,” and remember that the order is thrust/swing. Always give two decimal digits for Basic Speed.

Advantages: Doesn’t Breathe [20]; Filter Lungs [5]; High Pain Threshold [10]; and pick one of 3D Spatial Sense [10], Amphibious [10], Cultural Adaptability [10], Fit [5] and Status 1 [5], or Healer 1 [10].

Disadvantages: -30 points chosen from among Absent-Mindedness [-15], Appearance (Unattractive) [-4] or (Ugly) [-8], Bad Temper [-10*], Berserk [-10*], Deafness [-20], Unfit [-5] or Very Unfit [-15], or Weirdness Magnet [-15].

Primary Skills: Bicycling (E) DX+2 [4]-12.

Secondary Skills: Pick one of Blind Fighting (VH) Per [8]-10, Boating/TL (A) DX+2 [8]-12, or Captivate (H) Will+1 [8]-11. Also pick one of the following packages:

Package A: List of skills.

Package B: Another list of skills.

Package C: And so on. Make sure all the packages total the same number of points!

Background Skills: 23 points chosen from among Beam Weapons and Brawling, both DX/E; Bolas, Bow, and Boxing, all DX/A; Computer Operation/TL, IQ/E; Explosives/TL, Falconry, Farming/TL, and Fast-Talk, all IQ/A; or Enthrallment and Exorcism, both Will/H.

* Multiplied for self-control number; see p. B120. —This is the canonical text for this footnote and should be copied and pasted where necessary.

Job Description

It’s not strictly necessary to include a job description for every character template, nor is it necessary to have a template for every job. But if you do have a template and job that go together, put the job information following the template, starting with the E-HEAD above and proceeding into a description. (Yes, this means that jobs should be treated with or immediately after the character templates.) We aren’t using job tables in Fourth Edition books; if you have a separate Jobs section, describe each of them and then use the format below to stat out each one.

Prerequisites: Any prerequisites for holding the job.

Job Roll: Includes the job roll and special penalties for a critical failure.

Monthly Pay: The monthly pay, followed by the sentence “Adjusted for margin of success or failure.”

Wealth Level: Expressed both as a level of the Wealth advantage or disadvantage and as a level of Status which this job can support.

Racial Templates

Racial templates will look much like character templates, except that there are rarely reasons to offer options within a racial template (which makes life much simpler). One place where options are appropriate would be for minor racial or sex-based differences; the most graceful way to handle this situation is with lenses, if the differences total the same amount. If they don’t, it’s permissible to create a “base” racial template that can be incorporated into the lenses themselves.

Notation in a racial template is similar to a character template; you will rarely use commas, however, since you will rarely be offering options.

Omitting sections. Do not list “none”; if a section has no traits within it, omit it entirely. Racial templates are meant to be as compact as possible.

Racially Learned Skills and Racial Skill Modifiers. These are distinct concepts and should be listed separately, to avoid confusion. The format for racially learned skills is exactly the one you’ve already seen for character templates. The format for a racial skill modifier is, simply, +N (or -N) to Skill Name [points].

Lenses. A fairly simple lens can be presented in a paragraph, rather than creating a whole new template structure for it. Just list the traits in the order they would appear in a racial template, alphabetically within the subcategories.

Other. Again, if anything weird crops up, use your best judgment or yell for help.

Sample Racial Template

00 points

Attribute Modifiers: ST +3 [30]. —Only list the traits which are actually modified.

Secondary Characteristic Modifiers: Basic Speed +0.50 [10]. —Ditto. If this race didn’t merit a secondary characteristic modifier, you would of course omit this line.

Advantages: Listed alphabetically, separated by semicolons. Note that there is no Disadvantages header; there’s no down side to this race! Woo hoo!

Features: Listed alphabetically, separated by semicolons. Do not include point totals, since features are 0-point traits by definition.

Racially Learned Skills: Skills follow, in alphabetical order following the already-established format.

Racial Skill Modifiers: +2 to Bicycling [4]; -1 to Mathematics [-2].

Lenses: Apply one of the following:

Male: List the traits, starting with attribute modifiers and proceeding down the list. Use commas to separate within sublists, semicolons to separate the sublists themselves.

Female: Ditto. If, instead, the above template were a base template, you would list that base template among the advantages or disadvantages here and would call this Male (or Female or Neuter) Creature-Name Template.
Neuter: Ouch!

NPC Writeups

And now we come to the big one – statting out your NPCs. All NPCs should follow this pattern; when we decide to “promote” some or all of them to full character sheets, it will be easier if they’re already in a standard format. This is different from what has gone before, so please look this over carefully . . . the changes aren’t hard, but they can trip you up if you’re not paying attention.

En Pee Sea

00 points

Here follows the brief text description.

ST 10 [0]; DX 10 [0]; IQ 10 [0]; HT 10 [0].

Damage Xd/Xd; BL X lbs.; HP 10 [0]; Will 10 [0]; Per 10 [0]; FP 10 [0].

Basic Speed 5.00 [0]; Basic Move 5 [0]; Dodge 8; Parry X; Block X. —Only include Parry and Block if the NPC has the appropriate skills. Note that only the “big four” attributes are bold.
Size (usually largest dimension only); weight (SM +/-X).

Social Background

Nonsapient creatures do not have this section.

TL: X.

CF: Every sapient creature gets one free. They may have others. See p. B23 for detailed information.

Languages: Again, every sapient creature gets one, at Native, for free. Contrary to earlier style, Native is capitalized. (If it is illiterate, then it gets it at Native/None for -3.) Other languages are priced normally. List “split” Languages as, for instance, English (Accented/Native) [5], in spoken/written order. It is not possible for something with Language Talent to have a Broken level of proficiency, even a half-Broken, half-something else – the cheapest option is English (Accented/None – or vice versa, of course) [1]. After the languages, say “All costs modified for Language Talent.”

Advantages

List of semicolon-delimited advantages, in alphabetical order.

Perks: Any perks. List them alphabetically, followed by a total point value; don’t give each one a [1] after it. (It’s exactly parallel to how quirks have been done.) [X] —Not every 1-point advantage is a perk!

Disadvantages

List of semicolon-delimited disadvantages, in alphabetical order.

Quirks: Any quirks. List them alphabetically, followed by a total point value, just like before. [-X]

Features

List of features, in alphabetical order. Since features are 0-point traits by definition, there’s no need to include points at all. (Many NPCs, if not most, won’t have features at all – but this is where they go when they do.)

Skills

List of semicolon-delimited skills, in alphabetical order. For NPC stat blocks, the format is slightly different from what we use on templates:


Skill Name-Actual Level (Relative Level) [Point Cost]
e.g., Brawling-16 (DX+2) [4]. List (Att+0) rather than just (Att) to avoid any possible confusion. We are not listing skill (or technique, or spell) difficulties in NPC stat blocks, since they’re irrelevant to character development. /TL skills with specializations are written Skill/TLn (Specialization). Optional specializations are italicized.

Techniques: Any techniques. They also have a shortened format: e.g., Arm Lock-14 [3]. List them alphabetically.

Spells

List of semicolon-delimited spells, in alphabetical order. Use the same format as defined for techniques. There’s no need to give every spell a footnote for Magery; after the list, just write “All spells include +X for Magery.”

Animals

Use the following space-saving format for any creatures where a precise point total isn’t important (we call them “targets”). You can also have an overall category and stat blocks with subheads above; the GURPS Basic Set has examples of both styles.

Animal Name

Description.

ST ; DX ; IQ ; HT .
Will ; Per ; Speed ; Dodge ; Move .
SM ; lbs.

Traits: List them in strict alphabetical order. Omit this if the creature has no special traits.

Skills: Just Skill-Level, in alphabetical order. Omit this if the creature has no innate skills.

Tables

Forthcoming . . .

