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The world of Yrth is a rich and varied place, with many
locations explored by its inhabitants but not so much by out-
siders. This issue of Pyramid offers possible histories of lesser-
known spots – including two cities using the GURPS City
Stats format – plus plenty of other Banestorm goodness.

Matt Riggsby (author of GURPS Fantasy-Tech 1: The Edge
of Reality, GURPS Hot Spot: Renaissance Florence, and
many more) reveals the secrets of a splendid island city in
Ansonne: The Black Heart of Araterre, about which one
observer has said, “The scent of the city’s spices cannot keep
pace with the stench of its rot.” It includes a full-page map
depicting the city and its surrounding environs.

Phil Masters (co-author of GURPS Banestorm) suggests
how to create unusual character histories in Places to Come
From: Heroic Origins on Yrth. Additionally, he presents brief
descriptions of two unusual locations that provide ideal
heroic backgrounds.

There have been thousands of unsolved disappearances over
the centuries. Find out a possible fate for several of the more
famous ones in Whatever Happened To . . . ? (Hint: They ended
up on Yrth.) The article also offers some ideas on how to add
noteworthy names to the Banestorm setting at the right time.

Near the Bronze Mountains lies Arvey: The City of Silver Hills.
Though sometimes a place bitterly fought over, this metropolis
has still managed to shine. More importantly, the location of the
city makes it a perfect starting point for GURPS Dungeon
Fantasy-style adventures. It also includes full GURPS character
stats for three of the city’s noteworthy names.

The dwarves have a secret place of great beauty and
unusual flora and fauna. Explore The Crystal Wilds (on Yrth or
under the volcano of your choice), and discover what delights
it has for the eye and palate. Is it realistic or fantastic? Yes!

In addition to its usual frivolity, Odds and Ends features a
special bonus this issue: an unlabeled version of the city map
from GURPS Banestorm: Abydos. Give a copy of this map to
players and tempt their heroes into seeking out this strange city.

This issue also has its usual touch of humor with Murphy’s
Rules and a thought-provoking Random Thought Table.
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Some adventurers may arrive on Yrth
with nothing but the clothes on their
backs, but it’s possible for whole buildings
and small villages to come through.

– GURPS Banestorm




