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About GURPS

Steve Jackson Games is committed to full support
of GURPS players. Our address is SJ Games, P.O. Box
18957, Austin, TX 78760. Please include a self-
addressed, stamped envelope (SASE) any time you
write us! We can also be reached by e-mail:
info@sjgames.com. Resources include:

New supplements and adventures. GURPS con -
tinues to grow – see what’s new at
www.sjgames.com/gurps.

e23. Our e-publishing division offers GURPS
adventures, play aids, and support in PDF form . . . dig-
ital copies of our books, plus exclusive material avail-
able only on e23! Just head over to e23.sjgames.com.

Pyramid (www.sjgames.com/pyramid). Our
monthly PDF magazine includes new rules and articles
for GURPS, systemless locations, adventures, and
much more. Look for each themed issue from e23!

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A, and
much more. To discuss GURPS with our staff and
your fellow gamers, visit our forums at
forums.sjgames.com. The web page for Transhu-
man Space: Personnel Files 4 – Martingale Security
ist www.sjgames.com/transhuman/personnel4.

Bibliographies. Many of our books have extensive
bibliographies, and we’re putting them online – with
links to let you buy the resources that interest you! Go
to each book’s web page and look for the “Bibliogra-
phy” link.

Errata. Everyone makes mistakes, including us –
but we do our best to fix our errors. Up-to-date errata
pages for all GURPS releases, including this book, are
available on our website – see above.

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.

GURPS System Design ❚ STEVE JACKSON
GURPS Line Editor ❚ SEAN PUNCH

Transhuman Space Line Editor ❚ PHIL MASTERS
e23 Manager ❚ STEVEN MARSH

Managing Editor ❚ PHILIP REED
Art Director ❚ WILL SCHOONOVER

Page Design ❚ PHIL REED and JUSTIN DE WITT
Production Artist & Indexer ❚ NIKOLA VRTIS

Prepress Checker ❚ MONICA STEPHENS

Marketing Director ❚ PAUL CHAPMAN
Director of Sales ❚ ROSS JEPSON
GURPS FAQ Maintainer ❚ –––––––

VICKY “MOLOKH” KOLENKO

About 
Transhuman Space

The Transhuman Space series presents a unique
hard-science and high-biotech universe for roleplay-
ing. Set in the Solar System in the year 2100, it is a set-
ting rich in adventure, mystery, and exploration of the
possibilities of existence. The core book in the line is
Transhuman Space, written by the series creator,
David Pulver.

www.sjgames.com/gurps
e23.sjgames.com
www.sjgames.com/pyramid
www.sjgames.com
forums.sjgames.com
www.sjgames.com/transhuman/peronnel4
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Each Transhuman Space:
Personnel Files supplement
offers a campaign set in the
world of Transhuman Space,
complete with background,
brief scenario suggestions, and
notes for the GM. The material
also includes a set of characters
suitable to act as PCs in this
same campaign. These charac-
ters are detailed using GURPS
Fourth Edition, with templates
and other details drawn from
Transhuman Space: Changing
Times and Transhuman Space:
Shell-Tech. Personnel Files 4 –
Martingale Security offers a
look at a recently formed body-
guard company and its core
members.

It’s sometimes said that Transhuman Space provides a
wonderfully detailed world, but it’s hard to decide on and
define an actual campaign to run there. The Personnel Files
line is intended to provide an answer to this, and to demon-
strate what PCs for the setting might look like. These charac-
ters can also be used as NPCs – as antagonists, allies, patrons,
or background color.

About the Author
Phil Masters is the author of Transhuman Space: Changing

Times, Transhuman Space: Shell-Tech, Transhuman Space:
Personnel Files 1-3, and a chapter in Transhuman Space:
High Frontier. He has also worked on countless other GURPS
products, such as the Who’s Who books and Banestorm, and
on products for other companies. He lives and works in the UK,
and he doesn’t have a bodyguard.

 INTRODUCTION
These, in the day when heaven was falling,
The hour when earth’s foundations fled,
Followed their mercenary calling 
And took their wages and are dead.

– A.E. Housman, “Epitaph on 
an Army of Mercenaries”
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“A Concert in Zulia” scenario, 
7-9.

Armor, 6-7.
Buzzbot, 19.
Character point totals, 6.
Chung, Paul, 13-15; views by

others, 12, 16, 18, 20.
Company, background, 4-5;

personnel, 11-20.
“Country-House Mystery”

scenario seed, 10.
Duty advantage, 4, 5.
Equipment, 6-7.
Espartero, Elizabeth Jane, 8-9.
Festival of Radical Song, 7.
Fritz el Gato, 10.

GURPS, 3, 6; Ultra-Tech, 7, 13,
19.

“Hearts, Minds, and
Questionable Ethics”
scenario seed, 10.

Hughes, Diego, 11-12; views by
others, 14, 16, 18, 20.

Jack, 13.
Jordanson, Ken, 7.
“Machine Minders” scenario

seed, 10.
Mallinson, Charlie, 4, 19-20;

views by others, 12, 15, 16,
18.

Maracaibo, 8, 9.

Martingale Security, company
background, 4-5; personnel,
11-20.

Nanosocialist Party, 10.
Narvaez, Pablo, 7-9.
OVERSIGHT, 4-5, 17-18; views

by others, 12, 15, 16, 20.
Patron advantage, 4.
Personal equipment, 6-7.
Ramirez, Paz, 15-16; views by

others, 12, 14, 18, 20.
Ratchet, 13.
Running the campaign, 5-10.
San Timeo, 7-9.
Scenario, sample, 7-9; seeds, 10.
Secret of the campaign, 19.

Team equipment, 6-7.
Team members, 11-20.
Transhuman Space, 3, 4, 6, 

7; Broken Dreams, 7, 8;
Changing Times, 3, 6- 8, 
13, 19; Fifth Wave, 7; Shell-
Tech, 3, 8, 9, 13; Under
Pressure, 10.

TSA, 9, 10.
Using equipment from Ultra-

Tech, 7.
Weapons, 6-7.
Wearable tactical system, 15, 17.
Work hours, 5.
Zulia, 7-9.
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STUCK FOR AN ADVENTURE? 
NO PROBLEM.

e23 is part of Warehouse 23, the online store at Steve Jackson Games. Warehouse 23 is also the official Internet retailer for 
Dork Storm Press, Atlas Games, and many other publishers. Visit us today at www.warehouse23.com for all your game STUFF!

e23 sells high-quality game adventures 
and supplements in PDF format.

● Get complete sample adventures free for GURPS, In Nomine, and Traveller!

● PDFs from the major players in online publishing: Ronin Arts, Ken Hite, 
Atlas Games, and 01 Games.

● New gems from up-and-coming publishers, like Atomic Sock Monkey Press 
and Expeditious Retreat Press.

● Digital editions of out-of-print classics, from Orcslayer and the complete 
run of ADQ to GURPS China and GURPS Ice Age.

● Fully searchable files of GURPS Fourth Edition supplements.

● Original material for Transhuman Space and In Nomine, with new GURPS
supplements from Phil Masters, David Pulver, Sean Punch, and William Stoddard!

● Buy it once, have it always. Download your purchases again whenever you need to. 

Download ● Print ● Play

e23.sjgames.com
www.warehouse23.com

