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In this month of romance, you’d think that Pyramid would
focus on love being a battlefield. Not so! However, if you love
GURPS, you’ll love this issue, packed with four GURPS arti-
cles, including three using GURPS Mass Combat.

Ultimate GURPS sage Sean Punch reveals the secrets of
The Society of Siege Sorcerers, an ideal group for battle-ready
mages in a war-torn setting; it includes information for
GURPS Mass Combat and GURPS Thaumatology: Magical
Styles. Kelly Pedersen expands on the guidelines found in
GURPS Powers-Ups 1: Imbuements and takes the ideas to
armor; now you can have the Perfect Defense! When the bat-
tle is over, the GURPS-statted Vulture Squad descends to
uncover magical loot in the debris, as told by Brian
Rogers. Our game aid this month takes some of the rules
from GURPS Mass Combat and puts them on ready-to-
print cards.

Demi Benson’s Magic and Naval Warfare examines
how the GURPS Magic system would affect control of
the seas, with special attention given to GURPS Mass
Combat details. J. Edward Tremlett ponders the nature
of war, wizards, and world design in the generic Our
Wyrds at War, while Steven Marsh ponders what hap-
pens when you combine the realistic and fantastic with
war and magic in his Random Thought Table. Our highly
trained specialists make suggestions for other inspira-
tion in a pair of Recommended Reading articles.

Once the peace treaties are signed, everyone can relax
and chuckle with the Odds and Ends section. Finally, the
Last Word comes from Jeff Vogel, founder of Spiderweb
Software and creator of the magical-battlefield-themed
Geneforge and Avernum shareware computer games.
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