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When it comes to cinematic locations, this issue of Pyramid
has enough ideas to pack a passport full of adventure!

Matt Riggsby (author of GURPS Hot Spots: Renaissance
Florence and GURPS Locations: The Tower of Octavius)
offers two “locations” — complete with full-color maps — that
can serve as their own focus or as a means of getting to other
adventures. By air or by sea, you can’t go wrong when you're
Going Places!

Loren Wiseman (GURPS Traveller) takes the gaming
classic of the “adventurous tavern” and turns it on its ear;
now it’s the interesting place to visit! Based on a real-world
recent-past locale, The Shady Rest Roadhouse is sure to be a
memorable night out.

Since Egypt is always the source of great cinematic
action, S.E. Mortimer takes you on location to The Temple of
Sobek, the Crocodile God. Whether tracking down ancient
secrets or modern-day supplicants worshipping an ancient
god, the Temple can serve as an action-packed source of
hieroglyphic pyrotechnics.

J. Edward Tremlett offers an “exotic but dangerous” secret
base in The Immensity. What will adventurers do in exchange
for the impossible power this place offers — and what shocking
secrets does it conceal?

Alternate Locations provides over a dozen easy ways to
transform a mundane location into a memorable one. Pick an
option or roll randomly!

Need a headquarters to call home, company offices to steal
secrets from, or a building to set a hostage situation in? Then
try this issue’s insert, The Office Building, which offers maps
that you can print out and use to quickly create your very own
modern multi-story structure.

Pyramid Editor Steven Marsh makes the case that Locations
Are People, Too, in this month’s Random Thought Table. Reviewer
extraordinaire Matthew Pook suggests some ideal location-cen-
tered games in Recommended Reading. And, of course, you can
locate your monthly dose of humor with Murphy's Rules, plus
some “odds and ends” that round out the magazine.
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