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INTRODUCTION
A faster-than-light (FTL) spaceship – a starship – makes a 

great base of operations for adventurers! But even the smallest 
ship is complex. It demands a team of specialists to manage 
the technology, the missions, and the crew. Deciding who does 
what – and using which skills – demands 
considerable effort.

GURPS Template Toolkit 3: Starship 
Crew aims to reduce the workload. It 
contains a carefully balanced set of 10 
character templates consistent with 
popular approaches to space opera and 
“softer” starfaring science fiction. These 
don’t assume a setting – if FTL travel 
exists, they’ll work!

ABOUT THE AUTHOR
Sean Punch set out to become a particle physicist in 1985 

and ended up as GURPS Line Editor in 1995. In that capac-
ity, he has written, edited, or contributed to some 150 

GURPS releases, revised the game into its fourth edi-
tion (2004), and been a regular contributor to Pyramid 
magazine. From 2008, he has served as the lead cre-
ator of the GURPS Dungeon Fantasy series, which 
led to his design of the Dungeon Fantasy Roleplaying 
Game, released in 2017. Sean has been a gamer since 
1979, but devotes most of his spare time to Argentine 
tango (and occasionally tending bar). He lives in Mon-
tréal, Québec with son amour, Geneviève.

ABOUT GURPS
Steve Jackson Games is committed to full sup-

port of GURPS players. We can be reached by email:  
info@sjgames.com. Our address is SJ Games, P.O. Box 
18957, Austin, TX 78760. Resources include:

New supplements and adventures. GURPS continues to 
grow – see what’s new at gurps.sjgames.com.

Warehouse 23. Our online store offers GURPS print 
items, plus PDFs of our books, supplements, adventures, 
play aids, and support . . . including exclusive mate-
rial available only on Warehouse 23! Just head over to  
warehouse23.com.

Pyramid (pyramid.sjgames.com). For 10 years, our 
PDF magazine Pyramid included new rules and articles for 
GURPS, plus systemless locations, adventures, and more. 
The entire 122-issue library is available at Warehouse 23!

Internet. To discuss GURPS with our staff and your 
fellow gamers, visit our forums at forums.sjgames.com.  
You can also join us at facebook.com/sjgames or  
twitter.com/sjgames. Share your brief campaign teasers 

with #GURPShook on Twitter. Or explore that hashtag 
for ideas to add to your own game! The web page for 
GURPS Template Toolkit 3: Starship Crew can be found 
at gurps.sjgames.com/starshipcrew.

Store Finder (storefinder.sjgames.com): Discover 
nearby places to buy GURPS items and other Steve 
Jackson Games products. Local shops are great places to 
play our games and meet fellow gamers!

Bibliographies. Bibliographies are a great resource for 
finding more of what you love! We’ve added them to many 
GURPS book web pages with links to help you find the 
next perfect element for your game.

Errata. Everyone makes mistakes, including us – but 
we do our best to fix our errors. Errata pages for GURPS 
releases are available at sjgames.com/errata/gurps.

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.
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