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S. John  Ross
Notes
This is a homebrew single-page character sheet for the 3rd Edition of Steve Jackson’s Generic Universal Roleplaying System, more commonly known as GURPS. It’s a new sheet-design for an old game, combining elements of four different character sheets: The (pre-Revised) official GURPS one-page sheet, the later official two-page sheet, my own (prior) homebrew GURPS sheet, and (this is the fun part) a third-party character sheet for Advanced Dungeons & Dragons published by a long-gone outfit called Erthe Gaming Systems way back in 1981. This sheet has been rasterized and digitally stressed, to soften the corners of the fonts, add subtle imperfections to the finishes of lines, and (slightly) bloat the blacks, to evoke a printed sheet from the early 1980s, instead of an overly-crisp vector design. It is designed for print on parchment-style paper or dark, cream-toned stock, though it’ll work fine on white paper if that’s all that’s handy (the Erthe sheet was parchment).

I built this sheet from digital scratch, though of course it owes a creative debt to all of the sources mentioned above. Note that the titles of RPGs, supplements and adventures mentioned here are trademarks of their respective owners; no challenge is intended. This document may be used for any non-commercial purpose and may be distributed and archived freely, provided it remains unaltered and access to it is never sold. But the more inquisitive gamers may wonder: why create a GURPS sheet specifically to evoke a third-party AD&D sheet from decades past? That’s a longish story …

The Erthe Gaming Systems sheet was my AD&D campaign choice for years, and I’m still fond of its overall warmth. The fonts used, and the heavy, curving lines, make for a very comfy place to rest the eyes during a good bout of whacking goblins. In 2009, in a fit of character-sheet nostalgia (and sympathy for Erthe itself, all but forgotten), I embarked on a hobby-project to re-create the Erthe sheet in modern vector-file form, retaining as many of the original quirks and oddities as I could, right down to the inconsistent kerning, hand-drawn line spacing, and things like how sometimes the lines touch the edge of the box and sometimes they don’t.

Around the same time I got in the mood to run Ravenloft again, by which I mean the one and only original I6: Ravenloft module and not any of its intellectual-property cash-in descendants. I run Ravenloft every couple of years as a matter of habit, and I’ve done it in a wide variety of game systems, including the original AD&D1, AD&D2, 3rd Revised Edition Basic/Expert D&D (that’s the 1983 “Elmore Box” version), Ghostbusters 1st Edition (as Ravenloft 1988, in which a kind of Paranormal Trade Show takes place in castle and the Ghostbusters attend), BRP, Risus: The Anything RPG, GURPS 3rd Edition (regular fantasy) and GURPS Bunnies & Burrows (the animals of weeping Barovia finally take the Strahd problem into their own hands, dealing with Gypsy dogs and so on instead of all those useless humans).

(continued in the orange-arrow note ...)


S. John Ross
Notes Part II
(continued from green-arrow note)

Since I’d been making my spiffy cloned Erthe sheet, naturally I decided that this year, I’d run Ravenloft using either it’s original AD&D, or a compatible clone system like OSRIC.

But … one of the friendly foursome of gamers I’m running this thing for – a chap named Maja – is working on an FRP homebrew, and his mode of thinking is very GURPS-like, only he’s never played GURPS, so I’ve mentioned it a few times to him. Personally, I haven’t been a GURPS junkie for nearly a decade, but I still have a healthy respect for the design and some good memories of playing it … and when I asked Maja what system he’d prefer to play Ravenloft in, he opted for GURPS, and I agreed, because I really do think he’ll benefit from that as he explores the rough waters of homebrew design.

But that left me feeling sad about not getting to use my spiffy new re-created Erthe sheet. So it suddenly seemed like a reasonable idea to create this document, a hybrid GURPS character sheet done in the Erthe Gaming Systems visual style, or something much like it. I’m not sure if it seems reasonable in hindsight (there goes a day of my life; eek) but it’s done now …

And the results are pretty nice, if I do say so. There are a few features that GURPS 3rd fans will find odd but that work well for me (like giving Quirks their own box), and a few tweaks they may appreciate (like the slight differences in the hit locations given boxes, and the extra Active Defense box for things like Blocking Spells). Plus, there just aren’t enough GURPS fan-sheets out there for 3rd Edition (I looked just last night, hoping to save myself the time of making a single-pager).

And here we are, and here’s the sheet, and if you happen to be a Classic-Era 3rd Edition GURPS gamer, you may find it useful, or at least enjoy it as a curiosity. In the meantime, I’ve got to get back to prepping for that Ravenloft game, which will be for a group of guys (and gal) who’ve played neither GURPS nor Ravenloft, and that’s good fun! So, wish me luck, and in return I wish you: Good Gaming!

S. John Ross
Denver, Colorado
August, 2009

Want more groovy stuff? Look me up; Google knows the way.



