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INTRODUCTION
There’s this about space: It’s big. Sometimes entirely too big. GURPS Space

was tough and long-delayed, but when it hit the stores, it was worth it. When it was
named Best Roleplaying Supplement at Origins 1989, we were overjoyed. And now
it is in its third edition.

Each new edition of this book has seemed to take forever, because there was so
much to cover and more was appearing every year. In fact, the first edition “spun
off” several other projects. Bill’s original manuscript included over 30 complete
world descriptions, enough to be a book in their own right. We solved that problem
by giving them their own book – the first of four Space Atlases.

Several other subjects that got chapters in this book deserved full-length treat-
ment, too. We now have separate books for high-tech gadgets – GURPS Ultra-Tech
and Ultra-Tech 2 – not to mention technological sourcebooks like Vehicles, which
covers spaceships in even greater detail than Space, and Bio-Tech, which is an indis-
pensable guide to designing non-human races.

One common question has been “Is GURPS Space hard SF or space opera?”
Actually, it’s both. We have not included a pregenerated universe background.
Instead, the book tells you how to create your own. Want detailed, state-of-the-art
scientific guidelines for building star systems? They’re here. Want quick random
tables that give believable results? They’re here, too. Descriptions of zap guns and
aliens? No problem.

In some chapters, we’ve given detailed information on (for instance) the way the
Galactic Survey works, or the politics of an interstellar federation. But, again, this is
resource material . . . suggestions. We don’t expect the GM to feel locked into these
names, or these details, for his own campaign.

Instead, we’re doing whole worldbooks for specific SF backgrounds, like
GURPS Autoduel, Cyberworld, Planet Krishna, and Traveller. But this book is
something else: the (pardon the expression) generic rules. It’s a general sourcebook.
You can use it to adventure in your own SF universe, or that of your favorite SF
author – or even that of the SFRPG you used to play (before switching to GURPS,
of course).

We had a lot of fun developing the technical material – but reality testing had to
go right out the viewport this time. Not too many blasters or stargate generators are
available to test, even at Frederick’s of Altair VI. So if you disagree with any of our
specifications – change ’em. We’ve done our best to keep the science straight wher-
ever our science applies, and we have updated it in each edition, but science evolves
quickly and today’s “facts” may be discredited next week. Until then, take it and run.

Where Credit Is Due
We were certainly influenced by previous efforts in SFRP gaming (good or bad),

and even more by that vast body of SF literature that has accumulated since the
golden age of the ’30s.

Our own favorites include the work of authors such as Poul Anderson, Isaac
Asimov, Iain M. Banks, C.J. Cherryh, Arthur C. Clarke, Philip José Farmer, Robert
A. Heinlein, Larry Niven, Andre Norton, H. Beam Piper, Robert Silverberg, Jack
Vance, Roger Zelazny, and many more. Overt influences from the SF gaming world
would include that old favorite, GDW’s Traveller (now adapted for GURPS); the
works of Don Rapp and Chuck Kallenbach of Paranoia Press (which published some
of the best Traveller supplements); and Richard Tucholka, designer of the too-often
overlooked FTL: 2448.

And, finally, our sincerest thanks to the many who commented on the various
stages of the manuscript. If this book holds together well, it is only because of the
dedicated pickiness of all those rules-readers and playtesters. Whatever is missing is
the fault of the authors . . . but let us know what you want, and we’ll deal with it.
After all, we’ve got a whole universe out there.

Hot jets!

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 & Dragons, Traveller, World
of Darkness, 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. A cur-
rent catalog is available for an SASE. Or
check out our website (below).

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 from SJ Games; be sure to
include an SASE. Or download them from
the Web – see below.

Gamer input. We value your comments,
for new products as well as updated print-
ings of existing titles!

Internet. Visit us on the World Wide
Web at www.sjgames.com for an online
catalog, 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 discussion of GURPS. To
join,  e-mail majordomo@io.com with
“subscribe GURPSnet-L” in the body, or
point your World Wide Web browser to:
gurpsnet.sjgames.com.

The GURPS Space web page is at
www.sjgames.com/gurps/books/space/.

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 Edition. Page ref-
erences that begin with CI indicate GURPS
Compendium I. Other references are CII
for Compendium II, GT for GURPS
Traveller, T:BC for Traveller: Behind the
Claw, and so on. The abbreviation for this
book is S. 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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