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INTRODUCTION

Once upon a time, there was a wizard. He was old, but his
magic was strong. He sat in his ancient tower overlooking a
quiet village, as alone with his thoughts as he could be, what
with the guards and the chambermaids and the apprentices.
Then one day . . . well, that’s up to you, really.

GURPS Backdrops: The Tower of Octavius describes a
small castle occupied by a powerful wizard and his minions. In
addition to a detailed description of the tower, its occupants,
and its environs, the GM can choose from a number of modes
to play the wizard. Do you need an evil necromancer? An
active landlord and member of the aristocracy? A quiet
recluse? Take your pick. There are also campaign and adven-
ture suggestions, including optional links to Yrth. You can use

the wizard and his tower in most GURPS Fourth Edition fan-
tasy campaigns.

In addition to the GURPS Basic Set, Backdrops: The
Tower of Octavius requires GURPS Magic. GURPS Fantasy
and GURPS Banestorm are useful but not necessary.

ABOUT THE AUTHOR

Matt Riggsby is trained in anthropology and archaeology
but, like everyone else in the 1990s, went into computers. He
now works for the medical division of a large corporation. In
his spare time, he lives as a recluse in a house built generations
ago, with his wife, son, and several friendly but not very bright
familiars.
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About GURPS

Steve Jackson Games is committed to full support of
GURPS players. Our address is ST Games, P.O. Box 18957,
Austin, TX 78760. Please include a self-addressed, stamped
envelope (SASE) any time you write us! We can also be
reached by e-mail: info@sjgames.com. Resources include:

Pyramid (www.sjgames.com/pyramid). Our online mag-
azine includes new GURPS rules and articles. It also covers
the d20 system, Ars Magica, BESM, Call of Cthulhu, and
many more top games — and other Steve Jackson Games
releases like luminati, Car Wars, Transhuman Space, and
more. Pyramid subscribers also get opportunities to playtest
new GURPS books!

New supplements and adventures. GURPS continues to
grow, and we'll be happy to let you know what's new. For a
current catalog, send us a legal-sized SASE, or just visit
www.warehouse23.com.

e23. Our e-publishing division offers GURPS adventures,
play aids, and support not available anywhere else! Just head
over to e23.sjgames.com.

Errata. Everyone makes mistakes, including us — but we
do our best to fix our errors. Up-to-date errata sheets for all
GURPS releases, including this book, are available on our
website - see below.

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A, and much
more. To discuss GURPS with SJ Games staff and fellow
gamers, come to our forums at forums.sjgames.com. The
GURPS Backdrops: The Tower of Octavius web page
is located at www.sjgames.com/gurps/books/backdrops/
towerofoctavius.

Bibliographies. Many of our books have extensive bibli-
ographies, and we're putting them online — with links to let
you buy the books that interest you! Go to the book’s web
page and look for the “Bibliography” link.

Rules and statistics in this book are specifically for the
GURPS Basic Set, Fourth Edition. Page references that
begin with B refer to that book, not this one.

INTRODUCTION 3



