Greys from GURPS: Black Ops





Grey (Ordinary Spacehand)


STR	17


DEX	15


CON	11


INT	15


WIL	15


PER	10


Action Check: 18+/17/8/4


#Actions: 3


Durability: 11s/11w/5m/5f


PEP: 15





Attacks:


�
Skill Check�
Damage�
Type�
�
Punch�
18/9/4�
d6+2s/d6+3s/d6+4s�
LI/O�
�
Acid Spray�
15/7/3 (+d4)�
See below�
En/O�
�
Electrolaser�
15/7/3�
d8+1s/d8w/d6+3w�
En/G or En/O�
�



Defences:


+4 STR resistance modifier vs. melee


+3 DEX resistance modifier vs. ranged


+3 INT or WIL resistance modifier vs. encounter skills





Skills


Athletics (17), Unarmed Attack (17) – brawl (18), Modern Ranged Weapons (15), Primitive Ranged Weapons (15), Vehicle Operation (15), Stamina (11) – endurance (12), System Operation (15) – engineering (16), Physical Science (15), Technical Science (15) – juryrig (16), Investigate (15), Interaction (10), Telepathy (10)





Acid Attack: The Grey can spray an organic acid at a range of about 3 metres (no range penalties apply) using its DEX-based Primitive Ranged Weapon-acid spray skill. The Grey causes a splash on Ordinary success or a soaking on Good or Amazing success. The victim must make a CON feat check to determine the damage:


CON Feat Check Result�
Splash�
Soak�
�
Critical Failure�
3d4w*�
4d4w*�
�
Failure�
2d4w*�
3d4w*�
�
Ordinary�
D4w�
2d4w*�
�
Good�
No damage�
D4w�
�
Amazing�
No damage�
No damage�
�
The acid causes damage at the end of the round. If the attack results in multiple dice of damage, it continues each round, diminishing by d4 per round. This is En/O damage and does not cause secondary damage. Any acid that lands on armour or other objects causes damage as listed under “Property Damage” in the Gamemaster’s Guide, possibly destroying the armour and burning through to flesh.


Telepathy: All Greys have the Telepathy broad skill. Greys do not speak aloud.


Incomprehensible Mind: The Greys’ thought processes are alien to human mindwalkers, since they actually form an internal monologue in the Greys’ telepathic speech of colours and textures that bears little relation to either spoken language or representational images. This means that a human attempting to use the contact or mind reading skill on a Grey must succeed in a Knowledge-Grey language check to receive or pass on any useful information, and likewise a Grey making such an attempt on a human must succeed in a Culture-etiquette (human) check to succeed. Note that neither of these skills can be used untrained.


Deny Contact: A Grey can always choose to prevent another Grey from using any Telepathy or ESP skills on him, as a simple and unbreakable social reflex. The Grey cannot deny contact by a human mindwalker in this way.


Scent: A Grey’s sense of smell works through his entire skin with the acuity of a predator. The Grey can make an Investigate-track check at will to detect the scent of anything that has passed through a place. The Grey’s scent can tell him almost as much as if he was standing in front of the creature that he scented: species, number of individuals, recognition of any person that he has scented before, physical characteristics, physical conditions such as sickness or wounds, and materials of objects that the creature scented was wearing or carrying.


Pheromones: A Grey can emit scent-markers that convey meaning to other Greys. He can emit simple survival-oriented messages such as “food” or “danger” He can also reproduce, on a basic level, scents that are well-known to him, such as the body odour of prey animals. The Grey can imbue his pheromone flood with levels and nuances that act almost as adjectives, such as “good food”, “bad food”, “many humans”, or “eat now” as a signal to attack, conveying simple messages even when his telepathy is disrupted.





Heater: Some Greys wear a mouthpiece that heats their natural acid to boiling point. Using this device is a Modern Ranged Weapons-heater check for the Grey. The heater causes the same damage as an acid spray, except that the damage is applied every phase rather than every round, and in the first phase it counts as Good firepower damage and causes secondary damage due to heat.


Greys also use electrolaser weapons (treat as an arc gun, except that it is compact enough to fire with the Modern Ranged Weapons-rifle skill and can be downgraded to Ordinary damage as a Stun setting) and a gravitic weapon called a force beam (treat as a render rifle).





Grey Species





STR	15-18


DEX	8-16


CON	4-14


INT	8-16


WIL	8-16


PER	4-14





Free Broad Skills


DEX	Primitive Ranged Weapons, Vehicle Operation


CON	Stamina


INT	Choose either Life Science or Physical Science


WIL	Investigate


PER	Telepathy


