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Synopsis

In GURPS Discworld, gamers visited the strange and wonderful setting of Terry Pratchett’s
best-selling novels. Everyone had such a good time that we’ve booked a second trip! Our guide for
GURPS Discworld Also will again be Phil Masters; he promises that the Dungeon Dimensions are
not on the itinerary, and Mr Dibbler's meat pies are not on the menu. You will, however, visit the
Lost Continent of XXXX (and its Cart Wars), meet the Hermit Elephants and a very big troll, and go

on a mission for Unseen University to find out why the Librarian’s supply of bananas has dried up . .
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Customer Reviews

There are two overwhelming reasons to buy this book:a) The updates that bring theA GURPS
DiscworldA orA Discworld (HC)A game-based information more up to date. Players of Discworld
(powered by GURPS) or the earlier GURPS Discworld may or may not see this as worthwhile.
No-one’s Disc-based game is going to fall apart because they don’t own this.b) The scenarios. A
GM who wants to get into the business of running Discworld rpgs but hasn’'t the experience or time
to come up with compelling scenarios themselves would see this as an obvious benefit.Discworld
paraphernalia collectors might also want to own it for their own bizarre reasons. Collectors are
loonies and there’s no explaining their motivation.Sadly, the Discworld RPG is long out-of-print and
there doesn’t seem to be any impetus to remedy that, so and online auction houses are your
sources for a copy. | recommend because | trust a book dealer’'s descriptions more than those of

some guy cleaning out his basement, and should - Offler forbid - anything go Wahoonie-shaped with



the deal you have people genuinely interested in remedying matters and answering your
e-mails.Not only that, no-one is attempting to establish the out-of-print RPG supplement as some
sort of new monetary standard by shill bidding the asking price into the stratosphere.Back to
"Discworld Also".The tone is set by the title, which of course is a pun in the Pratchett mould.The
game system assumed is GURPS third edition. It is no big deal to use this stuff with the now-current
fourth edition GURPS. Thank SJG design team for not doing a baby-bathwater thing there; Fourth
edition represents a mere tuning-up of the previous edition. You could also run from this book using
the GURPS Lite rules included in the back of the Discworld rule book, or do a port into an entirely
different game system with a little work, since GURPS books are written in such a way as to
facilitate that. The material concerns various aspects of the game, from new and rethought templates
for character types (such as young student witches, more hefty trolls and serious Wizards of
never-let-the-players-be-one-under-any-circumstances-and-we’re-not-kidding caliber) to the
scenarios and campaign seeds. There’s a lot of stuff on Fourecks (why the author still insists on
using the more clumsy Ecksecksecksecks is beyond me, especially since much of the material is
drawn from "The Last Continent" and in that book the place is referred to as Fourecks) which you'll
either love or won'’t. There are a bunch of "Car Wars" puns hidden in that section too. You can’t
blame a dedicated SJG gamer for that.[STRIKE]The artwork is good, but not of the same quality as
in the original rulebook, nor is it used so effectively as a design element.[END STRIKE][EDIT:] That
wasn't fair. The artwork is by a different artist and therefore of a slightly different style than that
inside the covers of Discworld (powered by GURPS). Taken on its own merits the artwork is very
nice indeed and is used quite effectively in the overall graphic design of the book. | must've gotten
hit with the grumpy stick when | wrote that sentence. [END EDIT].That said, Discworld Also is still a
pretty thing to own and a perfect compliment to your copy of the Discworld rulebook.Given the size
of the thing it was obvious that this would be published as a paperback with a perfect binding rather
as another hardback. Unfortunately, this means that after a little use (or even less AB-use) you'll be
facing the prospect of "Autumn in bookland" syndrome, where the leaves fall like rain as you read
from them.My copy arrived from the vendor with a ding in the spine (probably transit damage) that
pretty much guaranteed opening the book would destroy the binding (the pages scallop near the
bound edge and this works like a lever to pull the pages free of the glue as you open them). Other
3rd Ed GURPS supplements | own have pretty much disintegrated after a use in-game. It’s a fault of
that particular binding and the tech used. All the contemporary game books that used it fall apart
prematurely (GW rulebooks are a prime example).l "solved" this problem in my usual heavy-handed

way by replacing the spine and binding with a spiral binding. Now the book has no collector’s value



but can be opened flat at the gaming table.Which was, after all, my primary reason for buying it in

the first place.

This is a supplement (and update) toA GURPS Discworld, an adaptation of Steve Jackson’s
Generic Universal Role-Playing Game System (GURPS) to Terry Pratchett’s Discworld as a
Role-Playing environment. You needA GURPS DiscworldA (Hard-Cover:f-\ Discworld (HC)) (q.v.) to
use this as a Game.For a Discworld fan who doesn’t want to play role-playing games, this book may
still be of interest: it includes informative capsule summaries of major Discworld characters
introduced between the publication of GURPS Discworld in 1998, and this book’s publication in
2001. It also gives insight into some of the newer Dicsworld technologies (The Communications
Explosion, Uberwaldian Domestic Surgery) and a number of odd Magic Devices. Monochrome
illustrations in this supplement are *NOT* by Paul Kidby, but rather by Sean Murray in a
vaguely-similar style (with a bit heavier hand on the lines).For a Discworld fan who has never tried
role-playing games, but is interested (and has a reasonable number [2 to 6] of similarly-interested
friends), this is an excellent choice as part of a set with GURPS Discworld. For a hard-core FRPG
player, they probably already know about (and have) lots of GURPS stuff - the relavent parts can
easily be used with and in a Discworld GURPS game. You really do need theA GURPS

DiscworldA (Hard-Cover:A Discworld (HC)) book to use this one, though.GURPS Discworld was
explicitly intended to be (and is) an "all-you-need" gamebook. You don’t need this supplement to run
and play an enjoyable GURPS FRPG in the Discworld setting. However, there is much more "meat"
here that is typically found in most FRPG supplements: 40 pages of new rules and explanations; 4
detailed campaing-settings on Discworld (34 pages); 35 new character-templates (tweak 'em & go)
of various "Levels" (25, 50, 75, 100, and "Many" Points); 4 adventure-scenarios (which | don’t use,

so | can’t comment upon); and 2 adventure "seeds", which look quite interesting.

Discworld Also picks up where GURPS Discworld left off and includes information on the more
modern innovations that have occurred on the Disc in the books Pratchett has written since GURPS
Discworld was published, such as the communications explosion and the opening of
EcksEcksEcksEcks, and also offers more information and help to the game master and players.
There are also new racial packages and character templates (including one for creating an Igor!).It
also includes 3 full-blown adventure scenarios and 3 adventure seeds. I've only run one of the
adventures, Lost and Found, twice at conventions. This adventure has always run beautifully with

both those familiar with the Disc (even those more familiar with it than I) and those who are not.



Warning, though, the laughter that erupts from time to time at the table tends to distract those at the
surrounding tables who opted (silly people that they are) to play something else!This book is a joy to
read, even if you’re not planning on running a game in the Discworld setting, but is, of course,
primarily intended for those interested in running a game in the setting. | would note that you really
need to own GURPS Discworld (or the Discworld Roleplaying Game, as it's now being called) to

use it.
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