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INTRODUCTION

“Behold, my father,” said "Anad, pointing to the eastern horizon.
Zumran raised his eyes from their flock of sheep. They
weren't as young as 'Anad’s, but he could still see things far off

well enough. He saw what looked like
the peak of a distant hill, looming on
the horizon.

“My son,” Zumran said, “this may
be the Mighty Place of which we were
told. Qurad the goatherd said that it
was to be seen from far off, like a
mountain.” He raised his voice, for his
wives to hear, where they walked
behind with his goods on their backs.
“Let us go! The spirits have led us to
our journey’s end!”

They walked on, with the great river
on their left, and the sun hot above
them — shaded from time to time by
date palms - as it sank toward the hori-
zon behind them. To their right, they
began to see fields of wheat. A strange,
sharp smell rode the air.

A little later, they both saw what lay
below the peak, though it puzzled their
eyes to know what to call it. Cliff faces
rose on the south bank of the great
river, several times a man'’s height,
entirely surrounding the high peak;
they looked to be gypsum, though
strangely lined. A branch from the river
flowed past the cliff that faced them,
ending in a pool. On that pool floated
bundles of reeds; a man stood on one
of them leaning on a pole as the bundle
slid over the water. Beyond the cliffs
was a wide expanse of open water, with
white streaks running across it, from
right hand to left hand. At the right side
of the cliffs, many men clustered, more
than Zumran had seen in one place.
'Anad said, “Look, my father, they are
entering that gap in the cliffs.”

Zumran gathered his courage, and
said, “We too must go there. Truly this
must be the Mighty Place; no other
could be like it.”

Cities are common stages for adven-
turers to act on. Many campaigns start
out in cities, or pass through them.
Some never leave the city where they
take place. For any such campaign, it's
helpful to have a clear idea of what
each city is like - just as, in a science-
fiction campaign, it's helpful to have a
clear idea of what each planet is like.

INTRODUCTION

GURPS City Stats provides a way to characterize this: a sys-
tem of statistics and descriptions that define what a city is like
and how it affects the activities of residents and visitors, much

as planetary statistics in GURPS Space
define what a planet is like. To illustrate
how these work, City Stats presents
four locations suited for use as cam-
paign settings: historical Athens at the
height of its empire, the fantasy city of
Tredroy, present-day San Francisco,
and Pavonis Portal on a future Mars.

This isn't a design system for cities,
like that for planets in GURPS Space.
That would take a much longer supple-
ment! Rather, City Stats provides a
checklist for making up metropolitan
locales, a list of questions that need to
be answered in creating an urban set-
ting. Furthermore, this publication
suggests reasonable answers for vari-
ous historical eras, and how different
answers affect each other. By putting
those answers in a standard form, this
supplement helps the GM keep track of
the cities that he’s imagined as settings
for adventures or campaigns.

PUBLICATION
HISTORY

This is the first edition of GURPS
City Stats. The world of Yrth, where
Tredroy is located, goes back to the
original GURPS Fantasy, and has
appeared in several other GURPS
publications since then. The stats
presented here for Tredroy are based
on its description in GURPS
Banestorm, by Phil Masters and
Jonathan Woodward; Jon kindly
worked them out for this book.

ABOUT THE
AUTHOR

William H. Stoddard lives in the
city of San Diego in the early 21st cen-
tury. He has been playing and running
roleplaying games for 35 years; his
first book, GURPS Steampunk,
appeared in 2000. In his day job, he
copyedits scientific and scholarly
publications.



CHAPTER ONE

STATISTICS

FOR CITIES

The statistics of a city summarize information about its envi-
ronment; its population and their way of life; and its capabili-
ties as an organization. The GM can expand these highlights

with a detailed description or map. While reading about each
stat, refer to Lhasa (below) for a sample stats block that shows
how and where that information is listed.

Lhasa (1850 A.D.)

Population: 55,000 (Search +2)

Physical and Magical Environment
Terrain: Mountains
Appearance: Attractive (+1)
Low Mana (Rare Enchantment)

Hygiene: -1

Culture and Economy

Language: Tibetan
TL: 4
Wealth: Average (x1)

Literacy: Broken
Status: -2 to 8

Political Environment

Government: Theocracy, Subjugated
CR: 3 (Corruption -1)

Military Resources: $0.2M Defense Bonus: +4

Notes

Tibet, including Lhasa, is nominally part of the Chinese
Empire. In practice, there is very little Chinese presence;
the Dalai Lama can call upon a small force of Medium
Infantry (effective CR1 for military mobilization). Lhasa
has many legends of super-
natural forces; it’s treated
here as one of the few low-
mana sites on a mainly no-
mana Earth. It also has
very high sanctity for Bud-
dhists as the home of the
Dalai Lama (a Status 8
ruler), and +3 to search
rolls for Buddhist religious
institutions and holy sites.

POPULATION

A city’s population is its single most important statistic, not
only in GURPS but also in the real world. It's having a large
number of people living in the same place that makes it a city
in the first place.

The People, though we think of a
great entity when we use the word, means
nothing more than so many millions of
individual men.

— James Bryce

A city’s population is the number of people or other sapient
beings permanently resident within its boundaries. If this
includes multiple sapient races, their proportions may be men-
tioned in the Notes (see p. 10). The same applies if different
people have different legal statuses, such as free and slave.

Some kinds of entities may not have well-defined physical
locations, including gods and sprits in supernaturally based
settings, or artificial intelligences in cyberpunk and other sci-
ence-fiction settings. Don't include them in the population. If
they live on their own alternate plane of existence, that location
might have its own cities with their own population statistics.

For a city in the real world, use the population in reference
books, or estimates in historical sources. If estimates conflict,
pick one that suits the needs of the campaign.

STATISTICS FOR CITIES 4



Tredroy, 2010

Population: 200,000 (Search +3)

Physical and Magical Environment

Terrain: Plains
Appearance: Attractive (+1) Hygiene: 0
Normal Mana (Common Enchantment)

Culture and Economy
Language: Arabic, Anglish, Latin Literacy: Broken
TL: 3
Wealth: Comfortable (x2) Status: -2 to 5

Political Environment

Government: Representative Democracy, Free City
CR: 3 (Corruption -1)

Military Resources: $1.4M Defense Bonus: +4

Notes

Arabic is both the majority language and the official language in
West and North Tredroy. Anglish is the majority language in East
Tredroy, but Church Latin is the official language. Most people also
speak Patois Tredroyen, an Anglish/Arabic creole.

About 45% of the inhabitants live in North Tredroy; the rest are
nearly evenly split between East and West Tredroy. Some 5% of the
inhabitants belong to nonhuman races, from halflings to reptile
men - but almost no elves.

The city’s religious tolerance gives it normal sanctity for
Christianity, Islam, and Judaism. Its economy is based on river trade
(+2 to search rolls) and hiring out mercenaries (+2 to search rolls).

Its Military Resources are comparatively low (CR1 for mobiliza-
tion). Its rulers can turn to any two of the surrounding kingdoms for
defense against the third (should the need arise). Thus, local armed
forces are just enough to maintain local law and order, keep the
trade routes safe, and stand off a siege while the diplomats win the
war. However, in an emergency, the city’s mercenary forces would
volunteer to defend it, increasing its Military Resources tenfold.

terrorist organization, the Sons of the Desert,
seeking restoration of the kingdom of Cardiel to
Muslim rule, operates secretly in Tredroy.

NOTABLES

Many Tredroyans travel far from their city, as
merchants or mercenaries, and may make a name
for themselves. Guild leaders and its own political
and religious authorities dominate the city itself.

Alaric Peterson

At 58, Peterson has been a city councilor for
over a quarter-century, and mayor for 11 years. He
lives at the Mayor’s Residence in West Tredroy but
spends many nights on Council Island.

He became mayor as a compromise candidate,
thanks to a reputation for personal integrity — Rep-
utation +3 (Residents of Tredroy; All the time). This
is well-earned, but it has not prevented him from
building a small power bloc through favor trading.
His position as mayor gives him Administrative
Rank 6 and Status 3. As a Contact, he can provide
Politics-18 and is completely reliable; with his sup-
port, the city government can act as a 10-point
Patron. He has Reputation -1 for advocacy of dem-
ocratic reforms and popular government (Tre-
droyan elite groups; 7 or less).

Archbishop Vespasio Santorini

Santorini, now in his late 50s, is the leader of the
Archdiocese of Tredroy and thus of the city’s largest
religious congregation. After more than a decade in
office, he is rising in power within the larger hier-
archy of the Church, and must divide his time
between local and ecumenical concerns.

The archbishop holds Religious Rank 6 and
Status 6. The archdiocese is a Patron worth 10
points. Santorini personally can provide effective

The mayor (Alaric Peterson; see below) is one of the elected
members and is expected to regain his seat at the next election
in 2010.

Council Island houses the civil government, many solici-
tors, guild branch offices, and the best and most expensive
inn, the Island Inn. The Council is responsible for taxation,
guild charters, trade regulation, citywide laws generally, and
citywide political issues. The three governors provide military
defense and enforce national or district laws. Law enforce-
ment relies partly on magic - for example, tax collection
relies on truth spells — and the Council recently established a
special unit to deal with magical crimes.

Tredroy is religiously tolerant; all religions are legal, though
not necessarily equal. It also is the home of other radical polit-
ical ideas: abolitionists seeking to do away with slavery, a free
speech movement, and a Tredroyan independence move-
ment. The free speech movement also gives aid and refuge to
banestorm victims swept in from modern Earth. An al-Haz

skill Law (Christian Canon Law)-18 as a Contact
and is usually reliable; he will not lie outright but
may imply things that aren't true.

Shlomo Georges le Perdu

The patriarch of the Jewish branch of the le Perdu family
has prospered under the city’s system of religious tolerance.
His trading specialty is rare books and art. At 66, he has been
guildmaster of the Company of Merchants for seven years. He
also has brought the merchants’ guilds of the neighboring
cities Calder and as-Siyassi under the Company’s influence.
His position in the merchants’ guild gives him Merchant
Rank 3 and Status 4. As a Contact, he can provide either
Merchant-21 or Connoisseur (Art)-18 and is usually reliable.
He can influence either the House of Le Perdu or the Company
of Merchants to act as a Patron, worth respectively 10 and 15
points. He is known to be fabulously wealthy — Reputation +2
(Citizens of Tredroy and nearby cities; All the time). He like-
wise has an annoying love of showing off his superior knowl-
edge - Reputation -1 (Wealthy Tredroyans; 10 or less).
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