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INTRODUCTION

The publication of GURPS Powers gave GURPS players a
powerful new set of tools for describing the abilities of supers
in game terms. With its help, almost any power from the
comics can be defined and balanced against other abilities.

But there’s more to supers than powers. Their adventures
are an entire genre, with its own themes and conventions.
Stories whose characters are as powerful as comic-book
heroes, but don't follow those conventions, are better classified
as science fiction, fantasy, or horror. And there have been many
comic book heroes with no powers at all.

GURPS Supers is a guide to the supers genre. That is, it's
not about powers or mechanics; it’s about stories, characters,
and worlds. Building on the material in GURPS Powers, it
shows how to use that book to run a campaign that feels like
stories about supers.

Not that it's devoid of mechanics. Players who love game
mechanics will find some here, especially in Chapters 6 and 7.
But the emphasis isn’t on mechanics for their own sake; it's on
making the mechanics serve the needs of the genre.

Other chapters talk about the genre in its own right, and
about translating it from comic books to roleplaying sessions —
without sacrificing the essence of the super adventure: the
reader’s sense of wonder, and the characters that embody it.

Chapter 1 of this book reviews the history of the genre and
examines its key features. Chapters 2-4 look at the heroes
themselves; their supporting casts; and their equipment, cos-
tumes, vehicles, and bases. Chapter 5 examines the typical
plots of comic book adventures and shows how to make them
work in a game. Chapters 6 and 7 provide game mechanics for
superhuman action. And Chapter 8 discusses the construction
of supers universes as campaign settings.

PUBLICATION HISTORY

GURPS Supers has had two previous editions, both
designed for use with GURPS Basic Set, Third Edition. The
first edition introduced game mechanics for a wide array of
superhuman abilities, many of which were grouped into “pow-
ers,” though not in the same way as the current rules. Nearly
all of this material has been incorporated into GURPS Basic
Set, Fourth Edition and GURPS Powers, most in substantially
revised versions. So have the gadgeteering rules. In addition,
the first edition provided rules for super combat and feats,
advice on running a supers campaign, and a “worked example”
campaign world, the setting of the International Super Teams
(IST). The second edition did away with “powers” as groups of
abilities and added more depth to the other content.

All of this material was inspirational for this volume, but
almost none of it was specifically incorporated into it. This is
partly because the mechanical aspects have already been incor-
porated into the core GURPS rules, producing a more smooth-
ly integrated system - rather than laying the same foundation,
this book focuses on customizing that system to the needs of
the four-color genre and a specific campaign world. And it's
partly because this book does 1ot provide a setting for a supers
campaign, so there is no IST material here. However, Loyd

Blankenship’s exploration of the political realities of a world
with active superhumans, built on further by Robert M.
Schroeck in GURPS IST, was a stimulus to the discussion of
campaign settings in this book’s Chapter 8.

ABOUT THE AUTHOR

William H. Stoddard acquired an early enthusiasm for
reading and the English language, partly with the help of Silver
Age comic books. This eventually led him into a career as a
developmental editor, specializing in scientific and scholarly
materials. He discovered roleplaying games in time to play
Superhero 2044 and Villains and Vigilantes when they first
came out; he currently plays in two campaigns, runs three, and
writes game books, including the Origins Award winning
GURPS Steampunk and his most recent book, GURPS
Fantasy. All this gives him more reasons for indulging in his
other favorite hobby, research. The supers genre is still one of
his favorites. He lives in San Diego, California, with his girl-
friend of twenty-plus years, in an apartment that holds one
computer, two cats, and far too many books — despite which he
still visits two libraries as often as he can. Don't even ask about
the garage!

THANKS

The author is grateful to Eben Brooks, game master of the
Metahuman Vector campaign, for giving him a chance to play
GURPS Supers under his own rules (as “La Gata Encantada”),
and to his fellow players, Allison Lonsdale (“Bulletproof”),
Doug Poston (“Doctor Lock”), Tim Sallume (“Gravitas”), and
Dave Thun (“Shrike”), for helping to make it entertaining.
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CHAPTER ONE

LARGER

THAN LIFE

The corridors of the temple were dark, especially here below
the ground. The Scarab moved cautiously, not wanting to stum-
ble over anything. Drawing attention to himself would be a bad
idea, this part of the building was off-limits to the public, even
during the daytime. The devotees might be eccentric, but many of
them were wealthy; the police would side with them against a
masked intruder. But his questions were too urgent for him to be
bound by legalities.

There, up ahead, was a source of light: a single fixture mount-
ed above an alcove. Shielding his eyes, he peered into the shad-
owed space below and made out a door, and a still figure - a stat-
ue? no, it was moving now — a man, standing guard.

As it stepped out into the light, the air seemed to shimmer as
if his vision had blurred. Then there were three figures, not one,
all clad alike, and each holding two knives. They came down the
corridor toward him; there must have been enough light for them
to see him.

He briefly considered whether it would be better to retreat —
but any room guarded by a sorcerer would surely yield important
information. And if he left, he couldn’t hope for another chance,
after putting them on guard. He raised his staff. At least in this
narrow corridor it would be hard for them to get behind him.

Two of them moved ahead of the third. He struck one with his
staff, but felt no resistance. Were these glamours of some kind,
then? But the one at his left slashed at his arm, and he felt the
impact as the blade glanced off the metal bands of his armor. His
counterstrike passed through that one’s knife hand, instead of
breaking its grip; the three figures’ movements interwove in com-
plex patterns, like a dance with changing partners.

The three figures spoke, in unison, in a carrying whisper. “We
are Legion. You cannot defeat us.”

He fell back into a defensive stance for a moment, to give him-
self time to observe. Listening carefully, he could tell that one of
the three figures was breathing audibly, and he could feel the
vibrations of its footfalls on the wooden floor. The other two had

no such physicality. Having found his true target he struck out,
and as his staff slammed against its head the two creatures of
goetia shimmered and faded away. He pressed forward against
his dazed opponent, batting the knife from his left hand. An
instant later he parried the right-hand knife, and then jabbed his
foe’s torso, knocking him to the floor. One final blow and the sor-
cerer was unconscious.

Now to see if he could get through the door. But he didn't have
much time to investigate . . .

Supers adventures, as a genre, came into being in 1938 with
the first appearance of Superman in Action Comics. Every
element of the story had precursors in earlier fiction, but the
combination was new — and wildly successful. It was quickly
imitated, as publishers rushed other titles into print. Over the
following decades, supers dominated American comics, and
branched out into other media: film and television, novels and
short stories, and roleplaying games. Supers is one of the more
popular genres for games, and the ability to handle supers
smoothly is widely regarded as one of the most demanding
tests of a game system’s flexibility.

Supers aren't science fiction, though many have science-
fictional origins and adventures. They aren’t fantasy, though
some cast spells, or wield magic weapons, or face magically
talented foes. They aren'’t detectives, though most of their mis-
sions involve fighting crime. Supers adventures are set in a
world where all these types of material can coexist; where an
alien with strange powers, a brilliant inventor, a spellcaster,
and a detective who's good at punching out his foes can team
up to save the world. Most genres try to limit their wonders
and marvels, tracing them all back to one fantastic premise;
supers adventure usually piles them up, creating a world of
open-ended possibilities. If the GM wants to run a campaign in
such a world, this book shows him how.

SOURCES AND INSPIRATIONS

Several literary elements went into the creation of the first
supers. All of them were changed in the process. Characters in
such campaigns can still find inspiration in the older concepts.

MASKED AVENGERS

Earlier 20th-century fiction featured many heroes who
fought crime or oppression in disguise and under pseudonyms.

Some operated in historical settings, such as the Scarlet
Pimpernel (published 1905), the Scarecrow of Romney Marsh
(published 1915), Zorro (published 1919), and the Lone Ranger
(aired 1933); others were present-day adventurers, such as the
Shadow (published 1931 after earlier radio appearances) and
the Green Hornet (aired 1936). In an early example of shared
continuity (see p. 7), the Green Hornet was the Lone Ranger’s
nephew.
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