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What is a Fantasy Campaign?

A fantasy campaign is a unique game concept which permits a group of
players to experience the thrills of Star Wars, Star Trek, Flash Gordon,
John Carter of Mars, Tolkien's Middle rth, nan, Tom Mix, The Lone Ranger,
Superman, Hopalong idy, Fri 's Lankhmar, Andre' Norton's High
Sorcery, Norman M: er's Gor, Tarzan, or countless other mythos in an open
ended format wh permits the game to progress from session to session. Some
campaigns have been running weekly sessions for vears. The facination which
captures the imagination and inspires this new gaming concept is the assump-
tion by hte players of roles during the pame sessions. One player is selected
to fill the role of judge. The ju selects the mythos upgn which the cam-
paign is based. A set of rules are purchased to resolve conflicts and pro-
vide a gamé system whereby the game can progress from session to se on with-
out Usually the mythos selected will dictate which rule set should
be purchased. Most campaigns are sed on the Dungeons § Dragons TM rule set
and this is the first f role playing system to have been published.
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The players begin play by selecting the type of creature they wish to
15 4 role in the game s ions to follow. The mythos and rule set will
determine the types of creatures which can be selected. Elves and dwarves are
common in most campaigns, but if the mythos is the Wild West creatures are
limited to men. the plavers dice for characteristics teristics
commen to most rule sets include strength, intelligence, terity, and other
qualities which g the cre: life in the context of the game. The charac
te will indicate what class of profession the character should assume
in ti A high st is the characteristic most desired hy fighters,
while : from a high intelligence. The options are limit-
ed by tl ...unless the judge wishes to develope his
oWnpro players are now ready to outfit their char-
acters with equipment, and this usually entails the purchase of swords, shields,
voelt 45's, and so forth with the money which the character begins play with.
used is determined by a die roll according to the rule set used.

ed is one of the first decisions the judge @ make. Al-
T jud allow the players to purchase eq ent liste

s and rule
ons for the game

n the
rule books, his campaign mythos may not provide a general store whereby the
players are automatically outfitted.

While all this may seem rather arbitrary with all the die rolling go-
ing on, it is important to remember that any good fantasy game system will
allow for an ordefly progression of the characteristics as the player-char-
acter gains experience which will tend to offset any very low die rolls by
an unlucky player. One of the most important characteristics is how many
points of damage the character can take (especially if he is going to venture
forth seeking dragons to slay). These points (often called hits to kill or
subdue) become greater and greater as the player-character goes up in levels
of experience. Special dice called polyhedral dice have been developed to
permit special probability rolls to be made and most rule sets for role play-
ing make use of these 4-sided, 8-sided, 12-sided, and 20-sided dice. With
the increased popularity of fantasy role playing, the price of these special
JocuLAR JUDGEMENTS dice. has plummeted until they are now available for only $1.49 per set.

Hlustration by the Sorcerar's Guild. all rights reserved

Mow the judge is ready to proceed with his major function. This in-

The "Monster Manual" by Gary Gygax is here! An illustrated compendium of cludes ¢ ting situations in which the player-characters will have the
monsters for use with Advanced Dungeons & Dragons TM, this 112 page hard opportunity to meet and defeat (usually) the enemy, perform heroic deeds and
bound book is another of the exciting releases from TSR that will gladden quests, grow in strength and wealth, and accomplish the impossible. The enemy
the hearts of any die-hard fantasy role playing fan...be he a novice or is most often a fantastic creature of evil disposition which has accumulated
hardened veteran of 1001 nights of treasure seeking and monster slaying. a hoard of ill-gotten treasure and the player-characters (having heard the
Indexed and detailed within are Aerial Servants, Anhkheg, Ant-Giant, Ape, rumor as to the location) set off in search of the lair. The judge has drawn
Axebeak, Baboon, Badger, Baluchitherium, Barracuda, Basilisk, Bear, Beaver up a dungeon and populated it with orcs, goblins, and other denizens of the
Giants, Beetle, Bugbear, Bulette, Bull, Beholder, Black Pudding, Blink deep wherein the player-characters must venture te locate the evil dragon's
Dog, Boar, Brain Mole, Brownie, Buffalo, Camel-Wild, Carrion Crawler, hoard and rescue the maiden. The rules give guidance in this area of setting
Catoblepas, Cattle-Wild, Centaur, Centipede-Giant, Cerebral Parasite, up situations but it is often advisable to select a judge at the beginning
Chimera, Cockatrice, Couatl, Crab-Giant, Crayfish-Giant, Crocadile, Demon, who is widely read in the mythos of your campaign. Many situations are de-
Devil, Dinosaur, Displacer Beast, Djinni, Dog, Dolphin, Doppleganger, rived from the rule sets because most offer a free form of extemporanious
Oragon, Dragonne, Dragon Turtle, Dryad, Dwarf, Fagle- Giant, Ear Seeker, play when the player-characters enter the wilderness surrounding the town in
Eel, Efreet, Elemental, E1f, Ettin, Eye- Floating, Eye of the Deep, which they start. Random encounters of werewolves, trolls, griffons, centaurs,
Flightless Bird, Frog- Giant, Fungi- Violet, Gar- Giant, Gargolye, Gas and other creatures are standard fare in most campaigns, especially in D&D
Spore, Gelatinous Cube, Ghast, Ghost, Ghoul, Giant, Gnoll, Gnome, Goat- based campaigns
Giant, Goblin, Golem, Gorgon, Gray Ooze, Green Slime, Griffon, Groaning
Spirit, Halfling, Harpy, Hell Hound, Herd Animal, Hippocampus, Hobgoblin, The player-characters can also encounter wandering monsters in the
Homunculus, Horse, Hydra, Hyena, Imp, Intellect Devourer, Invisible Stalk- dungeons as they search for treasure and fame. An encounter will result in
er, Irish Deer, Ixitxachitl, Jackal, Jackalwere, Jaguar, Ki-Rin, Kobold, an immediate check to determine if the monster or player-characters are sur-
Lamia, Lammasu, Lamprey, Larva, Leech- Giant, Leopard, Leprechaun, Leu- prised and if so, which has the advantage of the first round of melee. This
crotta, Lich, Lion, Lizard, Lizard Man, Locathah, Lurker Above, Lycan- ifrst round can be used to flee, speak, or close with the monster to strike
thrope, Lynx- Giant, Mammoth, Manticore, Masher, Mastadon, Medusa, Men, the first blow.” The rules for combat are not complicated once the players
Mermen, Mimic, Mind Flayer, Minotaur, Mold, Morkoth, Mule, Mummy, Naga, have been through a few melees. The monster is struck by rolling a 20-sided
Neotyugh, Night Hag, Nightmare, Nixie, Mymph, Ochre Jelly, Octopus- Giant, dice and crossindexing the result on a table which specifies the score re-
Ogre, Ogre Mage, Orc, Otter- Giant, Otyugh, Owl- Giant, Owlbear, Pegasus, quired to hit the monster with the monster's armor class and the player-char-
Peryton, Piercer, Pike- Giant, Pixie, Porcupine- Giant, Portuguese Man-0- acter's experience level and professional class, Fighters and Clerics can
War, Pseudo-Dragon, Purple Worm, Quasit, Rakshasa, Ram- Giant, Rat- Giant, hit any given armor class easier than a magic user although all gain in hit
Remorhaz, Rhinocercs, Roc, Roper, Rot Grub, Rust Monster, Sahuagin, probability as they increase in experience levels.
Salamander, Satyr, Scorpion- Giant, Sea Hag, Sea Horse- Giant, Sea Lion,
Shadow, Shambling Mound, Shark, Shedu, Shrieker, Skeleton, Skunk- Giant, As a campaign progresses, the player-characters accumulate wealth which
Continued 2nd Page, lst Column will permit them to hire guards, build castles, and engage in trade and other
activities which will add new dimensions to your campaign. The player-charac-
ters often engage in friendly competition and seldom does relations between
INSIDE THIS ISSUE pluyer—;hnruc?ers deue}np into total war. A campaign and the flow of strategic
activities which experienced players tend to introduce in it as they begin in-
Inn oF THE Sunken Bripee, Page 10; Hit LocaT1oN, fluencing world events is an excellent excuse for a miniatures involving Mid-
LYCANTHROPY, PAGE 3; WITCHCRAFT IN D&D, PaGE 4; d_lo._[iurth, Conanesque, and other armies which provide hours of fun and action.
Miniatures also add color to encounters within the dungeons. While not neces-
THE BROKEN LANCE, Pace 5;' HeraLDRY IN D&D, Pace 6; sary because most the play taking place in the dungeons is done on paper, a
plethora of monster miniatures have been recently designed to meet the grow-
CoNSTRUCTING ViLLaces, Page 3 anp More, ing needs of fantasy role playing. Dragons, halflings, ghouls, mummics,gand
hundreds of others have been released in iust the last year.
-1- Continued 6th page, .lst Column




Slithering Tracker, Slug- Giant, Snake- Giant, Spectre, Sphinx, Spider,
Sprite, Squid- Giant, Stag, Stirge, Strangle Weed, Su-Monster, Sylph,

Thought Eater, Tick- Giant, Tiger, Titan, Titanohtere, Toad- Giant, Trapper,
Treant, Triton, Troglodyte, Troll, Turtle- Giant, Umber Hulk, Unicorn,Vampire,
Wasp- Giant, Water Weird, Weasel- Giant, Whale, Wight, Will-0-Wisp, Wind
Walker, Wolf, Wolverine, Wraith, Wyvern, Xorn, Yeti, Zombie, and many of

them are sub-divided into related types such as dinosaur types. This is

a great buy for $9.95 and worth every copper!

The "Monster Manual" includes specifications on Frequency, 'the Tikelihood
of a particular creature being encountered in a region or area where it
might be an inhabitant'; Number Appearing, a general guideline; Move, the
average speed on a constant basis ( shorter periods of higher speeds being
possible ); Hit Dice, to determine the number of hit points a creature can
withstand without being killed; % In Lair, the 'chance of encountering the
monster in question where it domiciles and stores its treasure ( if any }';
Treasure Type, A through Z; Number of Attacks, 'the number of basic attacks
the monster is able to make in a given melee round'; Damage per Attack, the
damage inflicted by a monster without a weapon since weapons do damage by
type; Special Attacks, dragon breathe and so forth; Special Defenses, simil-
iar to Special Attacks; Magic Resistance, the percentage chance that a spell
cast by a 11th Tevel magic user will absolutely fail ( must be adjusted up
05% for every level below 11th of the magic user casting the spell and also
adjusted down 05% for every level above 11th of the magic user casting the
spell }; Intellegence, ranging from O to 21+ from non-intellegent to god-
like intellegence respectively; Alignment, indicates 'the characteristic
bent of a monster to law or chacs, good or evil, or towards neutral behav-
ior possibly modified by good or evil intent'; Size, indicates the relative
size of the monster compared to an average sized man S being smaller, M the
same size, and L being larger than man-size; and Psyonic Ability, showing
Attack / Defense Modes if applicable to that creature. Detailed information
is given for each monster and a picture is provided where necessary to give
the correct concept. Many of the descriptions provide in-depth background
that is ideal grist for any Judge. MNeedless to say, a work of this magni-
tude requires a great deal of time to digest and play test to do a complete
and fair review but we feel confident that the vast majority of gamers will
agree with us that the Monster Manual Yis a valueable tool for Judges and
players alike that will enhance the field of fantasy role playing tremend-
ously. The revised and expanded 1ist of monsters is truely & labor of huge
proportions personally handled by the master of fantasy role playing himself,
E. Gary Gygax: The monster descriptions ave concise and written in a very
informative style which makes for great reading. Many completely new items
of importance have been added to give depth and character to monsters which
have been used badly by many Judges { myself included ) in the past. We wish
to congratulate Gary for this new achievement and whole-heartedly recommend
the "Monster Manual" to guildmembers and fantasy role playing fans everywhere.

Bob Bfedsay

SWORDS & SORCERY SAGAS OF THE SACRED GENRE' &ob Bredsaw
"Flashing Swords! #4" 'Darbarians and Black Jagicians”, Publisned Hov.
1977 by Dell Publishing Co., Inc.; is a Swords & Sorcery anthology edit-
ed by Lin Carter.

"Swords Against the Marluk" by Katherine Kurty is the tale of the con-
flict between Brion Donal Cinhil Urien Haldane, King of Guynedd, Lord of
the Purple MMarch and The Marluk, Lord Hogan Gwernach of Tolan, Festillic
Heir to the Thrones and Crowns of the Elven Kingdoms. The story pivots
about the magical utility of the Deryni, an elf-race of which tne Mar-
Tuk and Alaric, Brion's Tiegeman, belongs. #An interesting and fast pac-
ed story.

"The Bagful of Oreams" by Jack Vance introduces Cugel the Clever to lolo
the Dream-taker, & magic-user on his way te an Exposition of Marvels fin-
anced by Orbal, Duke of Ombalique. Cugel is duped early in the story by
a wiley horse trader but he shortly proves his ingenuity by outsmarting
Iolo and leaves the exposition with a pouch-full of unearthly gems and
precious metal from another universe. The whole tale is a pure delight
to read.

"Storm in a Bottle" by John Jakes tells of the adventures of Brak, a
barbarian on a "long journey southward to golden Khurdisan". He is cap-
tured by the soldiers of Lord Magnus the Worldbreaker who is at war with
the Children of the Smoke. A magical drought has inflicted the Tand
that not even Ool the Wizard can 1ift. Because of a stroke of luck,

Brak is promised, "You will not die. You will not wear chains", but on-
ly if he can produce a downpour within two days and two nights. The fan-
tastic ending is a classic swashbuckler vs. powerful sorcery.

Poul Anderson's "The Tupilak" is a gripping saga of a merman, Tauno, and
his sister, Eyjan, which seek their people, the Liri, in the ciilly wat-
ers off glacier-crowned Greenland. The merfolk become embroiled in a
conflict between the vikings and the Skraelings. The tupilak is an un-
dead monster antimated a warlock, the angakok, of the Skraelings and Tau-
no must defeat the terror to save his sister. The story is unusual in
it's setting and a fascinating combination of history and fantasy.

"The Lands Beyond the World" by Michael Moorcock is another great adven-
ture of Elric the Melnibonean Prince and his black battle-blade Storm-
bringer. He is confronted with a choice, to sail into danger and never
return to his world or to risk landing "on island inhabited by the damn-
ed and those who prey on the damned". A sword-fight results in Elric
meeting Count Smiorgan Baldhead, a mariner anxious to leave the island
via the Crimson Gate back to Elric's world. Vassliss, a merchants dau-
ghter from Jharker, is being pursued by Earl Saxif D'Aan, one of the
greatest sorcerers of Melnibone. A mysterious white horse pursues Saxif
D'Aan! Elric’'s spell casting ability is weak in the Islands Beyond the
Crimson Gate:

"I am Efnic, son of Saduie, and T am the fouwr-hundred-and-twenty-eighth
Empenot of the fofk of R'Lin K'nen A's, whe fLanded upon the Dragon Tsfe
ten thousand years ago. 1 am Efric, your Emperon, Eanl Saxig 0'Aan, and
T demand youn fealiy”. And Efnic held up his wight hand upon which gle-
amed a fing set with a single Actorios stone, the Ring of Kings.

This anthology is a great buy of "new, never-before-published stories of
Swords and Sorcery written by five of the finest 1iving masters of the
genre", says Lin Carter, and we whole-heartedly agree. .The Swordsmen
and Sorcerer's Guild of America, Ltd. has a genuinely great series of
anthologies in the Flashing Swords series (and the introduction "Of War-
riors and Wizards" by Lin Carter alone is enough to make you feel like
a genius of economics). This magnificent work of art sells for a mere
150 CP.

TiPs FROM THE TOWER

Since some people have asked how the campaign maps, I am reproducing the
map from the Guide to the City State with the areas marked off. The num-
bers shown are the number of each campaign map. The area in the upper
right was made to nominally fit in with Dave Arneson's Blackmoor area.

We did this to expand the world area but it should be remembered that the
maps are different scales- our campaign maps are 5 miles per hex and Arne-
son's are 10 miles per hex. Two more campaign maps are being finished and
will be available for sale from the next Journal (they will be optional
and not sent out as an installment.

Blackmoor Area
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To be advertised in the next Journal is our reformatting of the City State
play aid and the Ready Ref Sheets package. The old Guide to the City

State is out of print and the second edition will have all of the booklets
I & J material incorporated into it, and in larger page size. The players'
city state map will be increased in size to 22x28" and the judge's map will
be reduced to the same size- 22x28". Each will have a square move agrid,
Tightly overprinted it. With all of the changes, we are reducing the price
to $8.00, from the previous $3.00.

The Ready Ref Package will now be in booklet form and will include all of
the rules-type material from issues I thru N, in addition to the previous
ready reference sheets. This will be a big increase in material and give
you what some of you have asked for- a complete source for our many rules
and forms. The price will stay the same- $2.99.

In case some of you missed it, the small numbers on some of the shops |ist-
ed on the City State map are merely street numbers and not a key for fur-
thur reference. We put them on for your own uses.

Thanks to so many of you for buying from our new expanded catalog of fan-
tasy items. We aim to be a full-service source of fantasy games and
accessories, and have tried to give the best service to your orders. If
this hasn't been achieved in your case, let me know. -pill oOwen
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PUBLISHER'S STATEMENT

Judges Guild Journal is published by the Judges Guild, P 0 Box 773
(304 S. Franklin St.), Decatur, I1linois, six times a year (bimonthlv,
starting in February). Subscriptions to the Journal are $4.50/year or
Guildmember subscriptions (512 & up) include both the Journal and much
fantasy material and maps, bimonthly- see Booty List. Judges Guild
Journal is copyrighted 1978 by the Judges Guild, all rights reserved.

Judges Guild would 1ike to acknowledge TSR's help, encouragement and
permission to reprint portions from Dungeons & Dragons TM ¢ 1974 Tac-
tical Studies Rules. Judges Guild fantasy game aids are officially
approved for use with Dungeons & Dragons TM by TSR. We would Tike to
recommend TSR's very fine Dragon magazine, $1.50/copy from TSR, POB 756,
Lake Geneva, WI 53147.

We would like-to give credit to Simulations Publications, publishers of
Strategy & Tactics, a very good magazine on historical boardgaming, for
the hex grid numbering system used on our maps. Subscribers to S&T get
a game in each issue- 1 year (6 issues) is $14- from Simulations Publi-
cations, 44 East 23rd 5t., NYC, NY 10010.

HOW TO SUBMIT MATERIAL:

We reserve the right to edit and change small portions of submitted
material. Material accepted and published allows you credit in the
amount of $1 per 8 columnar inches. It is best to send complete rules,
sets of NPCs, combat systems or what have you. Dungeon levels, castles
and other items to be inked must be finished by us; however, more credit
will be allowed for such items already cleanly inked, approximately 35
to 10 per project {graph paper with light blue lines may be used for the
original inking- do not use a dark grid, square nor hexagonal). In add-
ition, authors will receive name recognition on their material. We can
not return unsolicited material, unless a stamped self addressed envelope
is included; please write your name on each section submitted.



OMNISCIENT OPINIONS

This section allows the guildmembers at large to express their opinions
in article length. Lenard Lakofka is the author of the first two arti-
cles, Lycanthropy and Hit Location... the Hit Location article is pro-

jected to be used in the Advanced Dungeons & Dragons, according to Gary
Gygax, who collaborated on its development. As such, the Hit Location

is not official D&D, at least yet.

MISSLE FIRE, SPEARS, HAMMERS, DAGGERS & AXES

1. Training: Training is ESSENTIAL to firing a missle. If a person has
had no training whatsoever in a weapon type (bow, spear, weighted pro-
Jjectile--hammer, axe, dagger) he will have very poor success. However
a person with training in one type can use a similiar type at only -1
(long bow trained can use short bow) if it is a lower class, but -3
if it is a higher class (short bow trained can use long bow). Train-
ing is reflected by level

2. See if there is a hit on a NAKED BODY then see location then take ar-
mor into account!

Hit Location

Hit Weapon Shield
Level ace neck chest abdom Teg genit arm arm

]

12 - 13-35
13 14-38
14-15 16-40
15-16 17-42
17-19 20-46
1 21-24 25-50
3 25-28 29-54
5 16-28 19-32 33-58
8 19-32 33-35 36-60
1

5

0

36-70
39-74
41-76
43-76
47-74

71-88 89
75-86 87
77-84 85 86-93
77-82 83 84-92
75-80 81-83 B4-92
51-72 73-78 79-81 82-91
55-70 71-78 79-81 82-91
59-70 71-76 77-79 B0-90
61-70 71-74 75-77 78-89
64-72 73-74 75-77 78-89
71-74 75-76 77-81 82-91
71-72 73-74 75-77 78-89

90-95
88-94

96-00
95-00
94-00
93-00
93-00
92-00
92-00
91-00
50-00
90-00
92-00
90-00

B

14-24

PO =D WD 00 = O U L =

[ —

22-35 36-38 39-64
26-40 41-44 45-70
31-48 49-53 54-70

—
)

14+

CHANCE OF SPECIAL DAMAGE (takes into account aiming points--face, neck,

heart, weapon arm)

1-2 308 14%  40%  25%  20% 108 55% 0% 10%
3-4 33%  17%  43%  28%  23%  13%  58% 13% 13%
5 7T 21% 4¥% 32% 25%  15% B0%  17% 17%
6 42%  26% 52%  37%  26% 16% 63t 21% 21%
7 47%  30%  58%  42%  27%  16% 5% 25% 251
8 53%  33%  64%  45%  27%  16%  66%  2B% 26%
9 59% 3% 70% 47% 27%  16%  67% 3% 27%
10 6B% 38X 7V%  48%  27%  16%  E7E  35% 28%
1 73% 39%  83%  49% 27%  16%  67%  40% 29%
12 80%  40% 89% 50% 27% 16% 67%  45% 30%
13 a8y  41% 93%  51%  27% 16% 67%  50% 3%
14 95%  42%  98% 52% 2B% 17%  67%  S4% 32%

Copyright 1977 Lenard Lakofka in association with Gary Gygax, reprinted
with permission.

SPECIAL DAMAGE DONE (1-10 Extra Points Plus The Following):

1-10 EyeSB ScrB  Spine!Lung$S
S=5tun 1 round 11-17 EyeDB " Daze LungD
D=dazed 1-4 18-25 Eyelil " b LungD
rounds 26-30 B1iDB " " Lungl
drop items  31-36 B1iUB ScrS Stun Lungl
U=Unconscious 37-44 NoseB " " DEAD
B=Bleeding 45-50 NoseS " " DEAD
1-4 pts/rnd 51-55 NseUB " " Spine!
BB=2-8/rnd 56-60 MouSB ScrD VoiSB Spine!
BBB=3-12/rnd  61-65 MouDB "  VoiDB SB
66-70 MoulB " VoiUB SBB
71-75 Ear5S ScrSB DEAD SBGB
76-80 EarDB "  spiD .DBB
81-90 EarUB ScrDB spiDB!DBBB
91-95 DEAD DEAD spiUB.UBBB
96-00 scar ScrUB spiUD!UBEB

S NveS DB Nve drop
S NveD " Nve drop
5toSB.ilveDB " SB drop
StoSB.Knes " B

StoDB.KneD " B

IntSB.Foot UB DB drop
IntDB.Foot " DB drop
IntDB.Heel " EIb drop
LivsB.Heel " Elb drop
LivDB.AchT " Hand drop
LivUB.AchT " Hand drop
KidDB.toes " Fing drop
KidDB.toes DBE Fing drop
KidUB.toes " Fing drop
DB. B " Thumb drop
UB. BB  UBE Thumb drop

item
item
item

item
item
item
item
item
item
item
item
item
item
item

! Spinal hits will yield total paralysis from the neck down 50% of the time,

partial 30% Death 20%
. Bleeding is mainly internal and outer treati

ng will not stop it!

Eye=blind in that eye, Bli=totally blind, Ear=deaf, scar=glancing but easily
seen, Lung=reduce stamina, 40% permanent, 60% gradual healing, Sto=stomach,
Int=Intestine, Kid=kidney always permanent loss, Liv=Liver (These internal
damages have varing effects), Nve-nerve 30% disable feeling, 50% lose feel-

ing and abilities below wound, 20% partial nerve damage may repair with time,

Knee, foot, heal, acheles Tendon will 1ikely yield lame result which can be

mended with time but permanent 1imp possible.

EXAMPLE :

A 5th level archer aims at a man and fires at medium range.

His base percent

30%
60%
60%

70%
80%
35%
60%
50%
75%
20%
50%
75%
40%
80%

to hit is 75% with a long bow if the man is immobile and totally exposed (i.e.

no cover).
die).

Roll percentile dice for Hit Location.

(47)=Abdomen Check armor class abdomen (Chain) Long bow needs an 11 or high-
er and you rolled a 14 earlier so there is penetration into the abdomen!

Roll Percentile again.

Let's assume a Hit,(14--6-t0-20 would be a hit using a 20 sided

(20} There is special damage from this hit in the abdomen. (26 or higher

all you would have done is rolled a six sided

Ro1l a 10 sided for extra damage in points (4) then a six sided for base dam-
(47)=Intestinal dam-

age (3)=7 points of damage. Then roll percent

die for arrow damage).

ile again;

age, Dazed and Bleeding (internal bleeding) Roll a 4 sided die to determine

the number of bleeding points that will be lost per round and another 4 sided

to see how long you will be dazed by this woun
round for two rounds totally unable to defend

d. (3 & 2) three points per

or attack.

3=13 points of damage by the time the initail reaction of the arrow hit (and

penetration) into the abdomen occured.

Total damage is 7+3+

LYCANTHROPY

by Lenard Lakofka

LYCANTHROPY s a disease that produces a sort

self result. The changeling stays basically h
ial features, limbs body posture change. The

characteristics of the chan?a1in?; fangs for a
hair and fangs for a werewolf, elongaged snout
wereboar, a muzzle like face for a werebear, a
longated front teeth for a wererat. The limbs
THE FIGURE can still grasp an item because the
wholly lost. Yet using a held item as a weapo

of shapechange/polymorph

umanoid in shape but fac-

face assumes the general
weretiger, dense facial
and huge canines for a
rat shaped face and e-
contort and change BUT
opposable thumb is not

n is rare. Wererats and

3=

The other com-
Those weapons re-

Werewolves can use a weapon in their changeling form.
mon werebeasts can wield a weapon at from -1 to -4.

quiring dexterity and skill can not be used at all (such as a flail,
spear %thrown), bow and arrow, pole arm , halbard, two handed sword
etc.) by ANY changeling. Club Tike weapons only would be allowed;

hammer, mace, sword and cutting weapons; dagger, sword. Since there

is a personality change in the changeling form a magic weapon WOULD
give its plus to hit but no powers or abilities as the changeling's
mind would not be able to intrepret them. In most cases 1imb changes
involve the growing of extended claws or the formation of a hoof 1ike
structure. The body itself either remains basically unchanged (were-
wolf and wererat do not have major body changes) or the body ?rows as
in the case of the werebear. The mind of the changeling is altered.

He can not use any former abilities 1ike casting magic spells for exam-
ple. He thinks like an animal of prey though those thoughts are intell-
igent. He can use but the bare rudiments of language as the mental and
facial changes prevent articulation. When chang1n%_frum one form to a-
nother active memory is distorted so that the werefigure may not remem-
ber all that happened to him in human form and vice-versa!

It takes 1-6 minutes (or more)
In wereform the figure is

Changing is not an instanteous process.
to have all of the transformations occur.
highly 1ikely to discard unusuable items, especially armor, back packs
and hand held items. This does not mean throw away with no thought of
picking them up a?ain it means that the figure will lay them aside and
not carry them. In the wereform these items do not have a real grasp

on his mind as being too important. Items that strap on, go around the
neck or around a finger would likely be kept but remember that if the
body dimensions change drastically there may be no choice in removing

an item. Thus leather armor, e.g. would likely split and tear if a were-
bear did not remove it prior to changing. [f the werebear had on armor
he might be damaged in the transformation! Magic armor especially would
be very difficult to expand into. A werebear trying to change while
wearing mithril armor would 1ikely die in the change. Mithril is espec-
ially noted because changelings Toathe the touch of silver or dwarven
"true silver", i.e. mithril! A werefigure would NEVER knowingly carry

or allow to touch his person any silver item! Therefore werefigures

will deliberately remove such items prior to, or in the first moments of
a change! During the change they are a cross between the werefigure and
human form and limited properties of each should be allowed.

Lycanthropy can not always be controlled. The longer a figure is a ly-
canthrope the more control he gains over the change BUT the greater de-
sire he has to stay in changed form! Eventually he will almost wholly
(or wholly) discard his human form!

In human form a figure can still gain_experience in his area of exper-
tese. He can progress up to his Tevel in hit dice as a lycanthrope and
has a CHANCE to go above that level based upon his prime requisit. For
each ﬁoint above normal (average of 12) he may go one level higher at a
10% chance per point over 12. "Thus a fighter with strength 15 could go
a maximum of 3 levels above the hit dice of his lycanthropic form if he
makes a throw of 30% for each promotion. If he fails one throw he can
never go higher. If the figure infected with lycanthropy is already a-
vove the necessary level (acceptable level) he will begin to drift down
to his allowable level. Thus if a Wizard 12th level with Intelligence
16 is bitten by a werewolf (4 H.D.) then the wizard will drop (slowly)
to a minimum of 4 H.D. (maximum of 8 H.D.). To determine how far he
drops use the formula in reverse. He must throw 1-40 on percentile
dice (16-12) (10%) to keep his &th level. If he throws 41-00 he tests
7th level and so on. Once he makes a throw that is the lowest level

he will drop to: He will lose a level in his chosen area of expertese
every 2-24 days. This is irrevocable once the lycanthropy is perman-
ent.

Note that experience gained as a lycanthrope can help in gaining levels
as a human. Treasure gained can be used for training with no problem.
Experience gained in lycanthrope form can be transfered on a 1;2 ratio.
Each and every time the figure takes wereform he must make a saving th-
row to see if he will desire to return to human form! This is his nor-
mal saving throw AS A MONSTER vs POISON. If he fails the throw he will
stay in wereform for 4-24 hours before another test can be made. Once
ge féiTs three consecutive saving throw he will never return to human
orm.

As a lycanthrope a figure can be a part of a party. Yet in lycanthrope
form the figure will have poor communication skills (he will NOT be a?-

Towed to write in the dirt (with his claw/hoof) and his interests in ly-
canthrope form are not easily transferable to human form and vise versa.
Remember that in the transition memory is distorted and even lost. Make
a saving throw vs poison for any specific memory, thought in guestion!

Choatic Tycanthropes, if they are EXPOSED to a FULL MOON (about three
nights), will change at once and will not change back unt1l they have
ki?1ed a figure or until the FULL MOON has gone. A choatic Tycanthrope
who is indoors has a 25% chance PER NIGHT to still be effected in this
way.

Each time a figure changes his memory is distorted as I have said. This
is ESPECIALLY damaging to a cleric or magic user! He may forget a spell
or spells and not remember it when he returns to human form! In like
manner the spell may not be Tost but it may pe distorted by the change.
Distorted spells may not work, may backfire or may have lessened effects.
For each spell the figure had in his head when he changed he must make

a saving throw to see if he has retained the spell! If he makes .the sav-
ing throw the spell is intact. If he fails the saving throw by 1 point
the spell is distorted. A distorted spell will not function at al? (1-
25), backfire (26-60) or have diminished effects (61-00). If he fails
the saving throw by 2 points the spell will distorted and not function
(1-70), backfire (71-80) or have diminished effect 81-00). IF he fails
the Saving throw by 3 or more he has just lost the spell totally. All
the DM will tell him is that he has, or does not have the spell. The
DM will NOT tell him it is distorted.

Hote also that lycanthropy can effect aligrment. The alignment of the
figure that infects a victim is not the principle agent in determinin
the character's later alignment. The major factor will be the figure s
alignment in human form. ~If the human is Neutral the Lycanthrope will
be neutral 90% of the time. The other 10% he will be Good or Evil as
defined for the lycanthrope. If the human is Good he will be neutral
in Lycanthrope form 98% of the time if the choice is between neutral
and evil (choatic). The other 02% he will be evil in lycnathrope form
and be a true Jeckle and Hyde character: He will loathe his alternate
form and may openly plot to undo his alternate form. If the lycanth-
rope form is good then he will remain good 98% of the time being neu-
tral the other 02%. If he is evil in human form just reverse the a-
bove percentages.

Lycanthropes can be of other forms than the ones listed in MONSTERS &
TREASURES and/or GREYHAWK. The DM can invent other forms but he should
remember that the basic human form will be retained thus a lycanthrope
Dragon, Ki Rin, Balrog, Spider, Purple Worm etc. would not occur. How-
ever a Lizard man, Ogre, Gargoyle (likely without wings), Entish crea-
ture, Hulk, Golem'1ike figure etc. might be good choices. A potion to
produce lycanthropy might well be a choice for the magic research of a
Magic User or Alchemist.
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Lycanthropy Continued

If a Magic User or Alchemist made a potion to produce lycanthropy (blood
or saliva of a living lycanthrope or monster type would be almost sure-
1y required) then a potion to CURE Lycanthropy might also be made! A
cleric would almost surely be involved. FRemember that in the form of a
lycanthrope the figure would not want to be cured (The Science Fiction
book CITY --I forget the author--has an excellent example of transform-
ed figures not wanting to change back) and weuld cpenly oppose such an
attempt. Such a potion would not only be rare but its effectiveness
would be 1imited. Roll percentile dice. That number or less would have
to be rolled again to produce the cure once the potion was taken. Fail-
ure could yield permanent lycanthropy (and 1ikely alienation of the ly-
canthrope from the party), an increase or decrease in the lycanthrope's
abilities or even death (acting as a poison instead).

When a figure converts to a lycanthrope he does not automatically gain
the Hit Dice of the lycanthrope. If he is young and/or frail he will
have fewer hit dice but if he is very healthy and/or strong he may gain
more hit dice. In like manner if he exceptionally intelligent/stupid
and/or is much higher or lower in rank than the lycanthrope the abilit-
ies of the changeling could be altered accordingly.

In general lycanthrope should be, at best, no change in a figure's po-
tential. He might temporarily gain from the changeling form but event-
ually it should become Timiting and even detrimental to him. A disease
is not meant as a permanent benefit and should never be treated that
way by the DM.

WITCHCRAFT IN DUNGEONS AND DRAGONS
by Phil Benz

Witches are found throughout stories of ancient lore and deserve a
place in DUNGEONS and DRAGONS. Some DMs have witches function exactly like
their male counterparts as magic users, but this leaves a bit to be desired.
At the risk of my 1ife, I propose a new character class: The Witch (or more
properly, the Psionic Woman)

If Psionic Powers are taken as in ELDRITCH WIZARDRY, a player with
Psionics is much more powerful than one without, introducing much imbal-
ance ("Oh no, I'm cornered by a Landshark. I think I'11 teleport away.")

As an alternate, the witch uses these powers as her mainstay, without the
chance to meet Psionic creatures. She also gets some other abilities unique
to- her class.

Basic Supertor Att Def
Level Experience  Abilities Abilities Modes
Student 0 1 L d
Witch 2500 2 1 1
Yellow W. 5000 3 1 2 2
Green W. 10000 4 1 2 2
Blue W. 20000 4 2 3 2
Purple W. 40000 5 2 3 3
Red W. 80000 7 2 4 3
Black W. 150000 9 2 4 3
Soreress 300000 10 3 4 4
Demoness 500000 12 3 5 4
Hag 700000 13 4 5 4
Warlock 900000 15 5 5 5
Priestess 1100000 17 5 5 &
High Pr. 1300000 19 6 5 5
Black Pr. 1500000 21 7 5 5
Demon Pr. 1700000 21 8 5 &
Emelkartha 2722 21+ 18+ 5 5

Witches are neutral to evil with chaotic tendencies. They are seldom
player charactersand always female (exception: males may become witches
on a one-year contract to Satan).

Other characteristics include: 4 pip dice, at 1st level can pre-
pare drugs, at 3rd can prepare love potions, at 5th can prepare cursed
talismans, at 7th can prepare talismans of death, at Bth can prepare
potions, at 9th can animate one broom per month, at 13th can prepare
magic items as wizard. Each witch has her own additional personal abil-
ities which may be determined by the refevee. Witches often need obscure
items for their brews and potions, such as eye of newt, hand of elf,
gonad of dwarf.

Explanation of Abilities:
Prepare drugs- as Alchemists

Prepare Love Potions-base 50% chance of success modified-minus 5% for each
point of intelligence above 14, plus 5% for each point below &. Potions
have a 10% chance of misdirection (i.e. fall in love with the wrong person)
and 5% chance per level of victim being detected.

Cursed Talismans-require a lock of hair from person to be cursed. Typical
curses are "May Lord Milquetoast lose all bodily hair forever" or "May
Ninevah the dwarf be stricten with clap", saving throws allowed.

Talismans of Death-Require 20,000 GP and 2 months to prepare. They need
a lock of the victim's hair and a skin sample. If the save is made the
victim must save again or be cursed.

Prepare Potions-As Wizards, or possibly Alchemists
Animate om- 30,000 GP and one month

Evil witches may optionally be allowed to sell their souls to the Devil
on a seven year contract. She then gains: cause 3 light wounds, 2 cause
serious wounds and one finger of death per week.

Hhenever a witch makes a potion or magical item she must concoct a
magic brew consisting of a multiplicity of items compiled by the referee.
Some items will be very difficult to find, or cost quite a bit to get
These should be essential to the more pwerful magic items and potions. As
far as magic is concerned, witches can use any items usable by a magic
user, and those with pacts to Santan can also use (anti-) clerical magic
items excepting armour and weapons.

Finally, don't forget witch trials, burnings and harrassment by
peasants.

lustration by Sorcerors Guild
11 rights reserved

###45END 41,00 for our catalogue #5, or get it free with an order for theze items@=s* ORDER FROM LOU ZOCCHI

UNBOXED GAMES

Alien Space=$5, Ancient Conguest-$9, Anvil Dragoon=$6, Arms Race=$8, Atlantic=9$3.50, Aallastic
Missile=$4,50, Basic Fighter Combat=$5, Battle for Hue=37, Battle of Helm's Deep=$3.50, Battle
Stations=$8, Battle With the Graf Spee=$5, Battlewagon Salvo=33, Bay of Pigs=$5, Roer War=$5.50,
Cave=$6, Cesino=$6, Chickasaugua=§5, Chitin =33, Conquest of Spacez$%, Corsair=$7, Crete=z§3.50,

1“ 755 Postal Fee

Do Wel Sead Cash
Dealer Inquiries Inyited

Crimes 1941-82:$6, Cromwell=$7, Der Furher=$6, Dien Bien Phu=$3,25, Dragon Lord=$4.50, East Front O1AR WARS, 57“: |§;K,tiparr 1939,
=§15, bdgehill=§3.50, Elric=$12.50, Embattled Trek=34, Fmpire Dne=36, lst Indochin War=$6, FLASH GORDON, & all other ’“‘:”°‘
Friedland=$9, Flying Tigers=36, Fortress Rhodesia=$3.50, Calactic War=$4, Graf Spee=$6,Godsfire= [iction adventurea are recreate

§15, lsperialism=§10, Jacksonville=$&, Jerusalem=50, Kesselschlacht=$22.50, Khalkhin-fiol=%7, by
Woenigsrate=$5,50, Labrinthine=$4, Lords & Wizerds=$12, Melee=%3, Mercenary=510, Micro-Ancients= pl
$4.50, Monsters, Monsters=%$6, MIB=$4.50, Hukden=$5.50, New Drleans 1815:=$5.50, %omad Godss th
Nuclear Destructions=$6, Ogre=%3, Dperation Market Garden=$6, Panzer Division=%6, Poland 19=55 al
Pre-Ureadnought [ra=§5, Ouazar=$12, RAheinbung=$7, Rift Trooper=$8, Rommel in N. Afrika=$5.50 ;‘
Salernoz$6, Santa Cruz=3%7, Sea Lion=$6, Shiloh=$6, Schutztroop=$5, Side Rezeghz%i, Siege of u
Leningrad=36, Star Command=§5, Star Empires=$7.50, Star Fleet Battle Manual=$6, Star Lord=$5,

Star Probes=$6, Star Raiderz$7, Stellsr Conguest=$%, Swordplay=$5, Tannenburg=55.50, Tatchanka=$é,
Tobruk=35, Troy=$10, Tunisia=$3,50, U-Boat=$4,50, Vanguished Foe=$4, Venerable Destruction=$6,
Victory st Sea=$5.50, Viva=z$5, War of Sky Galleons=$5.50, War of Ster Slavers=§13, Warriors of

the Green Planetz=$4, War of the Wizards=$7.50, Warp War=$3, Warsaw Pact=5&, White Bear & Aed Moon
=$10, William at Hastings=3}%, Ythri=$8, 7th Cavalry=3%7. Polydice=52.25 per set. 20-sided dice=

$1.50 per pair. COMPUTER GEMERATED DUNGEONS $58 no two alike!

RULE BOOKS for playing gemes with miniature ships, tenks, sircraft, soldiers, cowhoys, Fantasy, etec,
Air Power=$a, All the World's Monaters=58, Americen Civil War=$2.50, Ancient Warfare=$4, Angriff=$3,
Armor & Inf 25-50z%4, Armor & Inf, 50-75=%5, Ax & Arrow=$5. Banzaii=$4, Bio Ome=%$2.50,
Blackmores$3, Book of Demons=35, Book of Monsters=§5, Book of Sorcery=$%, Boot Hill=%5, Bunnies &
y Chainmail=%5, Chivalry & Sorcery=$10, Citadel=34, CityStete of Invincible Overlord=$9,

arfare=§10, Colonial Skirmish=%5, Cordite & Steel=$8, Don't Giwve Up the Ship=$%, Down

4, Dungeans & Dragons (original)=$10, Dungecns & Dragons (Basic new revised)=§%, Eldriteh
Wizardry=$5, Emerald Taeblet=%7, English Civil Way=$2.50, En Avant=34, En Garde=354.50, Field
Regulations=$3, Fighter Pilot=$4, Flash Gordonz$6, Fletcher Pratt MNaval Rules=$4, General Quarterss
%5, General Quarters Part 2=$5%.50, Galactic Conquest=$4, Gladiators=$4, Gods, Demi-Gods, & Heroes=%5,
Grand Army=$3, Greek Naval Rules=3$2.50, Greyhawk=$5, Grosstaktic=$2.50, Imperial Guard=$4, Infantry
Action 25-50=%4, Irenclad=%$2, Ironclad Era=$2.50, Kepi & Pickelhauberz$5, Kmight & Squire=$5,

Knights of the Aound Tablez$6, Konigsgard=#5, Legion=$6, Legions of the Petal Throne=#35, Labyrinthine:

$4, Madam Guillotine=$4, Medieval Wargame=$4, Metsmorphosis Alpha=$5, Mitre, Mustache & Musket=$5,
Middle Earth Wergame Rules=$4, Modern Armor=$4, Napoleonic Land Warfuerz$2,50, Napoleonie Naval

4, Napoleonic Wergames=$2.50, 0ld West Gunfight=%$5.50, Once Upon & Table=$5, Panzer
Warga Professional Wrestling=3$5, Pas De Charge=$4, Rally Round the Flag=35, Ring Bearer=$4,
Royal Armies of Hyborean Agez$6, Second World War=$2,50, Semurai=$Z,50, Seekrieq=%%, Space Marines=
$6, Star Faring=$6, Sternkrieg=54, Swords & Spells=$5, Tractics=$12, Traveler=$12, Tricolor=$%,
Tunnels & Trolls=$4, Valeur Ft Discipline=$5, Valley Forge=§5, Wargamers Guide to Americen Rev=$4,
Jargamers Guide to Ancient Combat=$4, Wargamers Handbook=$4, Wizrards & Warfarez$5, WWI1 Coastal
Rules=§2.50, Zulust 10008Cta 100AD Naval=%a, 1000BC to 1000ADLand=$4, 1750-1850=%4, 1776=86,
1863 ACW=52.% Ll %, Deathtrap Faualizer=13, Auffale Castles$3, Character Archaic=§3.

these outstanding role
aying rules. Adventure thru
me and space to a thousand
ien worlds millions of

ars in the

ture!

-

SPACE PATROL

with
sSOLO RULES

If you could hecome a comichook

type hero, which super powers

wauld you choose?

Would you Fly?

Possess the strength of
1,000 men?

Make yourself invisible

or create some other

type of unigque power?

Superheras can be

sent on DED trips

as well as put inte!

other types of role

playing games. Send

us a stamped self

addressed envelope

with the words SUPER

HERD SOLO RULES on

the flap, if you have

this game already, but

didn't get the new

sole game rules.



A travel-stained and bandaged fighting-man confronted a Constable in
font of the Wine Shop of By-Water Road, Porter Borowrain, proprietor.
Both brandished their weapons, but a kind-faced cleric intervened and

no blows were exchanged.

The fighter, who was not recognized by any of the large crowd nearby,

had come by horseback down By-Water Road past the Flipping Frog Tavern.
Customers at the Flipping Frog noticed his passage, and also observed

a black dragon's horn slung on his back.

The fighter then dismounted next door at the Wine Shop and went inside,
to purchase a bottle of Bouguet d'Agrat wine, a fine and expensive im-
ported wine, paying from a bulging purse with gold coin.

He apparently stumbled on the masonry steps at the door of the Wine Shop,
falling against a passing Constable. Both the bottle of wine and the Con-
stable's lance fell to the street, broken.

The Constable quickly drew his mace and prepared to attack. The fighter,
with darkly-gleaming plate armor, drew a shining sword to counter.

But a cleric, shopping for wine to give communion, stepped between them
and explained that the encounter was accidental. Many bystanders sensed
the use of magic as the cleric talked the two men into putting weapons

away . :

The two then discussed their differences. The fighter was heard to say,
“You dare to challenge me? Me, the one 1iving man who has laid eyes upon
the Empire Stone of the Citadel of Agrat?" There was a tense moment when
it seemed that the men were about to draw their weapons again.

The swordsman's weapon came half out of its scabbard, and the Constable
readied his mace. But the latter noticed a gleam of enchantment on the
half-revealed blade, and some of his stubborness vanished. Eventually
the Constable yielded several silver coins to the fighter, collected

the broken, trampled and muddy fragment of his lance, and hurried off
The fighter put the silver in his purse, mounteéd up, and rode off down
the road. He continued down Sea-Brigand's Street and stopped at the
Gaming House on Beggar's Street. His forceful presence of character, said
to equal of a Swashbuckler, was so strong that the gutter beggars evaded
him.

The fighter spent the rest of the evening at the Gaming House, speaking
of the Empire Stone at the Citadel of Agrat, then mounted up again and
rode off in the direction of Caravan Street. A fifty-gold-piece reward
is offered for his capture, on the charge of assulting and extorting a
Constable in the performance of his duties.

Hear ye, hear ye! Cross my palm with silver and hear the world of the
confrontation between a Constable and an unidentified fighting man
occurred last Thursday night, at the Wine Shop on By-Water Road, Porter
Borowrain, proprietor. Weapons were brandished but a passing cleric in-
tervened and no blows were exchanged.
The fighter rode into the city on a heavy, armored charger, with a Black
Dragon's horn strapped to his back, on the Twilight Road through the
Grand Gate. :

He turned down By-Water Road, where his passage was noted at the Flipping
Frog Tavern, Pug Shadbolt, proprietor. Customers later said that he was
very weary-looking, travel-stained, and bandaged, and both his own head
and his horse's were bowed with exhaustion.

So many customers and shop owners on By-Water Road witnessed his passage
that a street name has surfaced, "The Dark Horseman." His real name, and
any and all knowledge of him save what 1 tell, is not known or kept sec-
ret.

As he passed the Sailmaker's,Longwithy, proprietor, the Dark Horseman
tossed a bulging purse to a loiterer, who nodded and vanished into a
dark alley. It 1s thoght that this Toiterer may have more knowledge of
the mysterious fighter.No one saw him clearly, but he is believed to
have been an elven thief.

(This loiterer may contact me at the Flipping Frog. I will pay silver
for knowledge of the Dark Horseman.)

The fighter then stoppedat the Wine Shop and purchased a quart bottle
of Bouguet d'Agrat, a fine and expensive imported vintage, paying from
another huge purse bulging with gold.

As he stepped back into the street, the Dark Horseman may have either
stumbled into or attacked a passing Constable, Saland Tovansa, and the
bottle of wine and the Constable's lance fell into the mud, broken.
Tovansa cursed and drew his mace. A brightly-shining three-foot blade
slid halfway out of the Horseman's scabbard.

At that moment Kalim Vestumium, on his way to the Wine Shop to purchase
wine for communion, saw the disturbance. The cleric stepped between
them and raised his hand. Observers later mentioned sensing a wave of
peace and well-being emanating from the cleric.

The tension of the moment subsided as Tovansa saw the glow of the en-
chantment on ‘the Dark Horseman's half-exposed blade, and the dark gleam
of his plate armor.

The Constable put away his mace, the fighter sheathed the sword, and
after a few moments Tovansa gathered up the trampled, broken frdgments
of his muddy lance, gave the Horseman his own purse, and silently skulk-
ed away.
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After taking the purse and mounting up, the Dark
Horseman rode to the Wild Surf Tavern, Lindworn
Oyveloor, proprietor, on Beggars' Street. He stabled
his horse and stayed all night, after an evening

in whichhe drank Targe quantities of ale, telling
other patrons of the fortress of Yankhorim and the
many things he encountered there. Those who heard
him will say no more of 1t...

In the morning the Dark Horseman had disappeared
with his mount and belongings, leaving his fees

on the bed. He stopped that Friday morning at the
Gaming House, Verstagin, proprietor, and spoke of
a Tich stronghold, the Citadel of Agrat, where he
saw the priceless Empire Stone and slew all manner
of horrible creatures. The Citadel, according to
him,is some 400 miles southwest of the city.

A reward of 100 gold pieces has been offered for
his capture, on. charges of assaulting and extorting
a Constable.

You desire to hear yet more? Ah, you tax my patience!...
Oh, very well! Atthe Lamp and 0i1 Shop on Fog Street,
Vathak, proprietor, a steady customer told of a
secret cavern beneath the city. The customer, Kargrel
Reosar the dwarven fighter, stated that the paintings
detailed an ancient race of great warriors who

slew Mammoths and buffalo for food. Apparently

the region where the City-State now stands was

once a great prairie with bedrock close to the
surface. These warriors mined into the bedrock

for iron, and lived in the tunnels, coming out

only to hunt for food.

One set of paintings, Reosar said, showed a great
change in the history of this warrior race. It
depicts them trading iron for strange artifacts

with red men whoflew through the sky in magical
machines. Several works showed the red men pointing
out certain bright stars to the warriors. Next,

a strinkingly climacttic mural showed a breakdown

of relations and war between the warriors and the

red men. The latter would attack with devastating
effect from the ground and from their sky chariots
firing strange and deadly weapons that cut warriors
in two with beams of 1ight. Final paintings shewed
the survivors shelving their dead in the mined
catacombs, tunneling upwards, and opening more
passageways to the surface. The last scene showed

the warriors planting crops and building crude

houses on the surface, with one man sealing up

the cave entrance. They left the strange artifacts

of the red men in the crypts of their dead.

...Very well! You shall hear more legend lore for
your silver. Six fighting men brought what was
thought to be the body of a young Tyrannosaures
to the Taxidermist's on Water -Rat Road, Laughing
Tawn, proprietor. The body, to be stuffed, was
carted in an ox-drawn heavey wagon. The service
cost them 250 gold pieces.

As Tawn examined and prepared the subject, he noticed certain pecul-
jarities in the anatomy of the carcass. He called in a zoologist, who
found it to actually be a particularly dead mutant form of a Green Dragon.
The band of fihgters returned four days later, on Friday morning last.
Upon inguiries, they disclosed that they had sighted large numbers of
identical creatures but would not devulge where they had been seen.
Wingless, hornless, very young Green Dragons roam the wilderness, with
greater powers than norm. Tawn and the ‘zoologist attempted to keep the
discovery a secret, but a new strain of horrible monsters surely lurks
somewhere in the wildlands. Adventurers, caravan merchants, and other
travellers are hereby forewarned of this new danger.

The Fisher, Yaridar Babok of End-Gate Road, is said to have netted a
Sahuagin Teader and six bodyguards twenty miles beyond the mouth of

the estuary. They broke loose, chopped their way through ten deck-

hands, and leaped over the side. One of the hands, ETivor Heygar, was
killed; two others were critically wounded, and the other seven re-

ceived minor wounds. It is heard that this was not the only encounter
with Sahuagin.
The Fisher of Water-Rat Road, Ghouly Mab, was attacked by Sahuagin
thirty miles from the estuary mouth. No one was injured, but the
ship was severely damaged.

The Ship Magnate nearby, Balinoika, knows at least four ships coming
in from distant lands have been pulled under within sight of Tand
during the Tast four months.

Hear ye! I have just received word from my messenger that the Sailor of
By-Water Road, Helmsman Parzival today killed four Sahuagin and drove off
others that attacked his ship as it neared the mouth of the estuary!

T read to you now the message: "The ship I was hired to navigate was set
upon by some twenty Devil-Mne of the Deep. My employer, Sir Willegmont,
was killed by a cast trident. Two other crewmen were injured. Several
Devil-Men were began swarming up the sides, their lamprey-mouths working
and drooling in anticipation of a feast. .

"1 and another crewman, brave Sklar Voiderwell, leaped in among them as
they came over the gunwale. I was wounded slightly in the arm; Sklar
succumbed to many trident thrusts. The Devil-Men fled into the sea as

we sailed into the estuary, leaving four of their dead on the deck. I
may have the bodies mounted by a taxidermist, and am willing to pay a
cleric to resurrect brave Sklar."

Enough! You have each paid me only one silver to speak, you do not own
me. Get you hence!

deddedk
And with that, the Hawker of By-Water Road strode off to the Flipping
Frog, to find more rumors to pass on.
The City-State of the Invincible Overlord is a living, growing metro-
polis. Its legend lore must also grow as time passes. Eight riew legends
have surfaced in the Hawker's speech, for several establishments which
had no information for an adventurer interested in the usual. And, hope-
fully, the Hawker will soon return to our street to tell us more.

The Harbinger of Madfantim
Street Reporter for
The Judges Guild



FANTASY ROLE PLAYING, A SWORDS & SORCERY FICNIC,

What Game Aids are Available to Enhance a Starting Campaign?

Continued from Ist Page

How do you get started in setting up a campaign?

For Swords § Sorcery type role-playing games, like Dungeons § Dragons,

Judges Guild offers a wide range of referee aids. TIts City State of the Invincible
Overlord details an entire fantastic, medieval city, room by room. Like Tegel

Manor, & haunted house, many non-played characters, legends and helpful campaign

Select a mythos that you feel will suit the tenor of your group. By guidelinss are included.

this I mean you should decide roughly whether your campaign should have the
depth to hold the interest of the group for a long pericd or merely several
sessions. This should give an idea as to how much effort you should expend
in creating a unique and structured universe for the players. Are your play-
ers purists when it comes to the Tolkien approach? Should you populate the
area with many adventure possibilities or simply have one dungeon for your
group? These are questions only the judge can answer and if time is preci-
ous he may opt to purchase several playing aids to lighten the workload.

It is important to get an area map around the dungeon prepared before be-
ginning play because it will give the players a feel of reality if the fea-
tures can be mentioned as they move into the wilderness. For a really short-
shriff campaign, this problem can be circumvented by locating the dungeon in
the same one-horse town as the player-characters begin in...but it isn't near
as much fun.

For a larger 'feel', its Wilderness of High Fantasy pro-

vides many large maps of part of the City State 'world'.

To promote smoother play Judges Guild has produced many 'nuts § bolts' aids

Judges Shield, in addition to providing a screen for the referee's secret maps,

also contains game charts and references to Dungeons & Dragons. Campaign Hexagon
System provides mapping paper for detailing campaign areas and is usable for vir-
tually any game system.

TSR, the company that produced Dungeons § Drapons, has made Dungeon Geomory

dungeon areas that may be rearranged for variety. Monster § Treasure Assortment
provide useful listings of random items usuable in D&D.

As has been implied up to this point, dungeon adventuring comprises a
significant portion of the play. While this holds true at the beginning of
a campaign, the players will gravitate towards more esoteric pursuits as they
gain power and influence in your pseudo-universe. Much time is spent in de-
signing castles to he constructed, developing magic spells and devices, man-
ufacturing potions, engaging in trade, and dealing with the situations which
only result when establishing the player-character as a baron or notable
earth-shaker. Many times the players find these activities more enjoyable
than the actual adventuring. They often spend weeks developing organization-
al structures, defensive and offensive strategic plans, and political machin-
ations to achive the goals which they set for themselves. Adventuring then
is often used in reducing a theives' quarter, protectifg trade, or obtain-

Heraldry for Medieval/Fantasy Campaigns
by Alan 5. Dowd

The birth tables described in "The Dragon" and the advent of the "Chivalry

and Sorcery" rule set have made personal heraldry a potential facet of any

medieval/fantasy campaign. This can pose a problem when non-played charac-

ters appear. What now does the OM do when he rolls up the son of a duke

for his Rent-a-Thief? How odes he respond when the player asks, "What arms

do those horsemen bear?" during a wilderness encounter? Hopefully, he turns
to these tables to generate the appropriate arms. Note that only the nobil-
ity, whether by birth or by elevation, may bear arms in their own right,

ing tools to accomplish elaborate ends. The campaign takes on a life of it's although a retainer might bear his master's arms on some sort of badge.

own as the players begin to interact with the campaign's powerful non-played
characters created by the judge.

Since these tables are designed for someone with a basic knowledge of

heraldry, no technical terms will be defined. A good introduction to herald-

With this in mind it behoves the judge te anticipate the interaction ry can be found in Simple Heraldry by Tian Moncrieffe. KISS (Keep It Simple,
to come and develop a plausible background of non-played characters for any Stupid) has been my watchword throughout while designing these tables. I
long-term campaign. Non-played characters are created by the judge using have intentionally avoided the rarer tinctures, varied fields, sub-ordin-

the same game system which the players use to create their player-characters.
In addition, the judge usually names the characters, giving them personal-
ities, backgrounds, and positions in the social structure. Some may be mere
armorers, smiths, or tavern keepers, while others will be kings, chieftains,
and generals. The playing aids sold by Judges Guild supplies hundreds of

aries, modified lines of partition and a multitude of possible charges and
their variations. Table VIII is not intended to be exhaustive or proportion-
ally representative of heraldic charges; it simply lists fifty of the more
common charges found in the British heraldry. For some extensive information
on British heraldry, see Boutell's Heraldry by J.P. Brooke-Little, Complete

N.P.C.s (non-played characters) which can save the novice judge many hours Guide to Heraldry by A.C. Fox-Davies or Shield and Crest by J. Franklyn.

of preparation. Players particularly enjoy developing continuing relation-
ships with the non-played characters of a campaign and even a villain of

For Continental heraldry, see The Art fo Heraldry by A.C. Fox-Davies or
Rietstap's Armorial General and its supplements from the Geneological Pub-

mischievious intent is eventually the object of affection if his, or her,

Tishing Company. Remember, these tables are intended to produce the basis

or it's personality is strong and tinged wiht humor. Reactions, negotiations, of simple, accurate heraldry in spur-of-the-moment situations, not to bind
and other guidelines are provided in many rule systems to lend spontaneity otherwise inventive players into an arbitrary and Timited set of constraints.

to non-played characters. Some N.P.C.s enter the game by becoming hirlings of
the player-characters while many are introduced by adventuring, such as a res-
cued sage or princess.

A final word about cadency before I give some examples of using the tables.
Only in Great Britain have marks of legitimate cadency been formalized, and

that at a fairly late date (e.g., 1572 in England). Marks of illegitimate

The judge must determine the nature of each adventure until he has built cadency have never been formalized and there is no such thing as "bar sin-
up a store of possible alternate adventuring possibilities for the players. In ister" (shudder!) to indicate bastardy. A1l of the works cited above dis-
essence all that is necessary is a dungeon (drawn up by the judge or purchased cuss cadency at length; I shall say no more.
as a playing aid) populated with monsters which hoard treasure. For a long-
term campaign however, the judge will often place within reasonable distance As a first example of generating atms, Simon the Simple rolls a "3" on Table
from the starting village a lair or two, a dungeon, a stronghold with a N.P.C. I, a "5" on Table IV, a "2" on Table VII, a "28" on Table VIII and a "6" on
requiring some assistance by adventurers, a small temple with a priest requir- Table IX. His arms are "Vert, a boar's head argent".
ing some quest to be fullfilled, a tavern wherein can be heard the rumor of -
some magical item which is hidden and protected, or any number of options for Orluk the Awful is our second armiger. He rolls "6" on Table I, "3" on Table
the player-characters to decide for themselves how to set off to seek their IV, "5" on Table ¥V, "2" on Table VI, "6" on Table XI (which requires re-rol-
fortunes. This ability to make their own decisions or blunders permits the 1ing) and a re-roll of "3" on Table IX. At this point he has a gold shield
players to more readily identify with their characters and the judge should with a blue saltire. Mow he must determine what other charges are present
be careful not to become arbitrary in his manipulation of the player-char- since he rolled "5" on Table V. On Tbale VII he rolls a "2" and, wanting some

acters within the framework of the rules.

Bob Bfedsaw other charges, rolls again, getting an "8". Satisfied with this, he goes to

Table VIII where he rolls "37" for his first charge and "2" on Table IX for

What Role Playing Games are Available?

its tincture. Then he goes back to Table VIII for the second charges and rolls
a "68" followed by a "4" on Table IX. His finished arms are "Or, a saltire

azure between a martlet gules and two fluer-de-1is vert". More properly, the

Deserving first mention is Dungeons & Dragons, the first game utilizing blazon is "Or, a saltire azure between in chief a martlet gules and in fess
the role playing campaign concept. Furopean & Greek mythology is the basis two fleur-de-1is vert". At times the DM must supplement what the dice gener-
for D&D and is thus readily identifiable to those with American and European ate. Note also that Orluk rolled twice on Table VII; artistic judgement
upbringings (yes, the game is popular overseas, particularly in England). over-ruled the die-roll.

Dungeons § Dragons is a three booklet set, and is also available as an intro-
ductory version called Basic Dungeons § Dragons.  Another similar but even Our final poor soul is Oiving the Confused who rolls a "10" on Table I. He
more detailed game is Empire of the Petal Throne, by Prof. M.A.R. Barker. The then rolls a "6" on Table 11. Going back to Table I, he rolls "1", "10"
professor has created a complete mythos replete with exotic mensters and cul- {which he ignores), "6", "1" (which he also ignores) and "8". He goes to
tures for his extensive game, which gives many game aids in setting up a cam- Table IIT and rolls "4". Starting with the partition with the "1", he rolls
paign. Empire of the Petal Throne includes a large rules/background and three "5" gn Table IV, "7" on Table VII, "44" on Table VIII and "3" on Table IX.
colorful maps of the continent and main capital. So far he has generated "Per pall gules two scallop shells or, or and ermine"
- Going back to Thale IV, he begins on the partition with the "5" by rolling

Well-known fantasy author, Lin Carter, has co-authored another game re- a "2". This he follows with a "6" on Table ¥, "4" on Table VI, "6" (ignored)
creating the adventures of Flash Gordon. For medieval history buffs, a very and "4" (used) on Table IX, "10" on Table VII, "23" on Table VIII and final-
detailed role-playing game, Chivalry § Sorcery, has been developed. This game 1y "1" on Table IX. At this point he has " Per pall, gules two scallop shells
allows for jousting and numerous kinds of dark magic in addition to the mons- or, or a chevron vert between three bears' heads sable, and ermine". To com-
ters that terrorize the populace. When your medieval role-playing expands to plete his arms, he returns to Table IV where he rolls "1". Susequently he
include an entire battle, a miniatures battle rule set, Emerald Tablet, boasts rolls "1" on Table 'V, "2" on Thale VI and "2" on Tbale IX. His final blazon
actual Thaumaturgical Encyclopedias as source material, reads "Per pall, gules two scallop shells or, or a chevron vert between three

bears' heads sable, ermine a fess sable".

Switching to science fiction, we find in addition to Flash Gordon and the

Warriors of Mongo, more role playing vistas. Metamorphosis Alpha describes a
giant spaceship lost in the dark void and stricken by dangerous radiation. How-

ever, this scenario allows the players to assume the roles of unusual creatures Table I Field
with mixed characteristics, struggling for control of the numerous man-created 1 Gl
landscapes of this artificial 'world'. Traveller, a three booklet set, describes 2 A" s
your induction into the futures space marines et al. Detailed procedures allow 5 VZUEE
for diversified interaction and even the building of custom spaceships- a very 3 Se;1
expensive undertaking, however! Space Patrol focuses in on the individual ad- 5 Pa ?
ventures of space travellers on an alien planet's surface. The rules detail & Ugrp €
futuristic weaponery and have guidelines on the 'creation' of unique alien 7 Argent
peoples replete with strengths and weaknesses. 8  Ermine

Venturing out to the Wild West, Boot Hill allows the plaver to assume the 13 :i;zy field
role of would-be gunslingers. Modern Bat Mastersons must roll dice to determine
their gun handling, speed and even gambling ability! Another imaginative con- :
cept is found in Superhero 2044, a game where the participants become comic Table II Party Fields
book heroes. SuperEero 2044, exposits a future where a man may equip himself 1 Per pale
to take advantage of strongpoints in the neverending fight against crime. With 2 Per fess
an updated slant, these crimefighters are occasionally pitted against desparate 3 Per bend
terroist i iti i ek

ists, in addition to those scattered throughout the comic book world. 4  Per bend sinister
5 Per chevron

En Garde! is a chivalrous representation of the age of the Three Musketeers. 6 Per pall
liere a player is not only concerned with his swordsmanship and fair play, but also 7 Per saltire
his social status in a very genteel society. Monsters, Monsters! takes the more 8 Quart?rly
common fantasy theme and gives it a different twist. In it the players become the 13 E:':§11

monsters who come out of the dungeon to raise havoc among the adventurers above
ground. Bunnies & Burrows portrays the world of intelligent rabbits as depicted in
the popular novel Watership Down. As more and more people get hooked on this habit-
forming hobby, the 1ist grows larger- allowing more choice to would-be adventurers.
Jr-y.

Continued 7th FPage, 1st Column



Table 111

Charges on Party Fields

1-2 Single charge over all of shield - go to Table VIII
3-6 Each partition is charges separately - roll on Table IV through

LET m¢tE [ aomr T\
HEAD/

CrRACK You
OVER THE

Table IX for each partition
Table IV Presence of Ordinaries
1-3 Ordinary present- go to Table V
4-6 Mo ordinary present - go to Table VII

Table V Other Charges with Ordinaries

1 Mo other charges
2-3 Charges on ordinary

4-6 Charges around ordinary

On a roll of "1", determine the type of ordinary from Table V1 and its tinc-
ture from Thale [X. On rolls "2" through "6", determine the ordinary and its
tincture, then dtermine the number, type and tincture of additional charges
as appropriate from Tables VII, VIII and IX.

Table VI Ordinaries

Pale

Fess

Cross

Chevron

Bend

Bend sinister
Saltire

Pall

Chief

10 Re-roll

[Pl T R ST

Table VII Number of Charges
2-6 Single charge
7-8  Two charges - identical

9-11 Three charges - identical

12 Multiple, different charges - roll twice, ignoring "12"
Table VIII Charges
01  Lion rampant 51 Serpant
03 Lion passant 53 Wyvern
05 Lion's head 55 Crescent
07  Horse rampant 57 Sun
09 Horse passant 59 Star
11  Horse's head 61 Dak tree
13 Griffon rampant 63 Oak leaf
15 Unicorn rampant 65 Trefoil
17 Unicorn passant 67 Fleur-de-1is
19 Unicorn's head 69 Rose
21 Bear rampant 71 Thistle
23 Bear's head 73 Avrow
25 Boar passant 75 Axe
27 Boar's head 77 Bow
29  Hound passant 79 Castle
31  Hound's head 81 Gauntlet
33 Eagle displayed a3 Hammer
35 Eagle's head a5 Harp
37 Martlet a7 Helm
3%  Dolphin 89 Hunting horn
41  Fish 91 Key
43 Scallop shell 93 knife
45 Dragon rampant 95 Spear
47 Dragon passant 97 Sword
49 Dragon's head 99 Tower
Table IX Tinctures of Ordinaries and Charges
Field is:
Die Color Metal Ermine Vair
1 Or Sable Or Or
2 Or Gules Sable Sable
3 Or Azure Gules Gules
4 Argent Vert Azure Vert
5 Argent Purple Vert Purple
6 Argent Re-roll Purple Re-roll

Use this table to determine the tincture of charges on ordinaries (Table
V, 2-3) as well as for the tinctures of ordinaries and charges on fields
For an overall charge on a party field (ref Table III) roll against the

"Metal" column, re-rolling if the tincture of the charge matches one of

the partition tinctures; roll against the “Color" column if 6" is rol-

led against "Metal".

Jupces GuiLp CHrRisTMAs ParTy, Decemser 17, 1977

Below are pictures of the Guild's year end fet. First shown are Scott Rowan,
Craig Foghe & Mike Petrowsky. In the 2nd pic, attempting to start a Kingmaker
game (which lasted 1 turn), are (from left) Bi1l Davis, Mark Holmer, Doug Hazel-
rigg, Scott Rowan &-TJ Kater. In the third is Debi Bledsaw, Marc Summerlott,
Mark Holmer & Craig Fogle.

DUNGEONMASTER LISTING

As a service, we will 1ist you or your club here to
allow others in your area to know about your inter-
Please send your listing on
a separate card from orders and other correspondence.

est in fantasy gaming.

Gordon C. Moneymaker
PO Box 1648
Titusville, FL 32780

Phillip V. Rowell
2310-A Matador St.
Rome, NY 13440

Mark L. Tippett
Box 247

Astoria I1. 61501
or

Room 207 Gunz Hall
Eureka Collge
Eureka I1. 61531

Chip Charnley
U.5. Naval Facility
Argentia Nfld.
Canada ADBIWO

Clayton Sager
8635 Capri Dr.
Dallas Tx. 75238

University of Lowell Tactical Society
Student Union Building- South Campus
Lowell, Mass 01854

IMlinois Valley Fantasy Wargame Club
¢/o Richard Staff

202 Washington Apt. 5

Streator, IL 61364

Steve Huff
326 Amy
Goose Creek S.C. 29445

Dale Walter
326 Amy Dr.
Goose Creek S.C. 29445

Red Dragon Fantasy & Wargame
c/o Robt. Nedwich

1461 Red Maple Lane
Allentown Pa. 18104

Randy Hood
Rt. 1 256 ZionWood Rd.
Loganville Ga. 30249




CONSTRUCTING VILLAGES
by Richard Mueller

Foremost in every wilderness campaign; be it a forty-man expedition
in search of enchanted treasure or two mangy thieves trying to kill off
some harmless wildlife in order to get up to Fourth Level; is the village
or town or city. Our characters live in them, provision in them, gamble,
lie, cheat, steal, and often die in them. We base in them before setting
out on dungeon expeditions and each village, be it Freyr or Dobleburg or
Kurremkarmurrek, is an essential part of the local cosmos.

But too often the directions we get upon entering the village amount
to nothing more than an automatic direction to the inn or weapons shop
and, if the referee has really done his homework, the brothel. Some re-
ferees seem loath to go into the intricacies of constructing even the
smallest of villages which, considering the torturous machinations they
go through building a dungeon, is plainly silly. I propose a possible
system to make this easier and more fun:

First decide where you want the village. This should be done esthe-
tically, conforming to contours of valleys, river junctions, road termini,
etc. In other words, put them where you think they'd be or, if that fails,
where they'd please you. Next figure out the dominant alignment of the
area and make the village correspond. Very special and highly unlikely
circumstances would make a lawful village possible at the foot of a power-
fil chaotic castle but if you want to throw in an occasional free port
or open city, do it. Variety is the spice of death in D&D. Lastly figure
out the dominant 1ife form using the same table you use to determine -the
birthrace of adventurers. Again variations are possible: Some creatures
would not herd together in towns, such as Ents or Dragons. In other cases
you might want an entire province of Orcs or Elves. Feel free to experi-
ment.

When you've done the above three steps you get to my tables. I find
they work well for me and are, as everything in this game, adaptable to
endless variations.

TABLE T: POPULATION AND SIZE

# Rolled Ponulation # of Commercial
Buildings

1-10 10-100 1-8

11-14 101-250 4-24

15-17 251-500 5-40

18-19 501-1000 6-60

20 1000- 10-100

Next we go to the fun table,

TABLE IT1: BUILDINGS

# Rolled  Establishment Conditions

01-04 Brothel at least 1/500*
05-19 Inn at least 1/1000%**
20-27 Armorer at least 1/300*
28-33 Farrier at least 1/200%
34-39 General Store at least 1/200*
40-41 Dock/Toll Gate

42-45 Cemetary at least 1/500*
46-47 Stonecutter

48-49 Butcher

50-51 Lumber

h2-54 Leather

55-57 Tailor

58-60 Silo-Grain Warehouse

61-64 Smi th

65-66 Mill

67-68 Weaver

69-72 Barracks at least 1/300*
73-74 Magic Shop *
75-76 Temple *
77 Jewels *
78 Money Lender *
79-81 Slave Bazaar *
82-83 Winery

84-85 Brewery

86-87 Wheelwriaht and Cooper

85-89 Localized Ind. (Shipyard, etc.)
90-91 Potter or Glassblower

9z Tax House at least 1/500 *
93 Alchemist

94 Cartographer *
95 Guild Hall *
96 College *
97 Library *
98 Shrine

99-00 Other

At this point I will construct at random, a village: Yokunem,
a human habitation. Yokunem has 305 inhabitants with 15 public struc-
tures. Immediately we can see that among those are 3 inns, an armorer,
a farrier, a general store and a barracks. That leaves 8 to be deter-
mined randomly. They are a smith, a magic shop, a second general store,
a tailor, a second farrier, a cemetary (increased chance of undead),
a stonecutter and a second smith. With two smiths and two farriers
we can infer heavy road traffic and a stonecutter suggests a nearby
quarry and a tie in to the cemetary via headstones.

When dealing with the regions capital city follow the asterisks:
The capital will contain first off, regardless of size (though it is
usually among the largest of cities), a brothel, 3 inns, an armorer,
a farrier, a general store, a cemetary, a barracks, temple, magic shop,
jeweler, money lender, slave bazaar, tax house, cartographer, guild
hall, college and library. Again, any reasonable variation is permissible.

Then, once you have the basics set up, you can, if you wish, map
the village and inventory each public structure, as per the following
table:

NAME :
TYPE:
LOCATION:
LAYOUT:
INVENTORY :
STAFF:
DETAILS:

With these tables and any variations of your choosing, you can
give the adventurers who travel your roads, a bit of variation, whether
it be in Yokunem or in Fort Fnert...with populations of 11 and 1100, re-
spectively.

SQuasHIANS BY PIXIE BLEDSAW

AC 9

"AROLF"

HD 1-1
TrREASURE Tyre J
MacicaL ResisTANcE 30%

NA 1-6  Move 4”
Mo. OF ATTAcks 1

2 In Latr 85
S1ze M
AL16NMENT LAwFuL-Goop

FREQuENCY UncomMon
Damase / ATTack 1-3

INTELLEGENCE VERY
POTENTATE OF SQUASHIRE KINGDOM The squashians are a totally
weaponless society located

in a marshy region near the
Phantasmagmire. Their only
defense is to hurl themselves
on the enemy to subdue him,
They have never been conguer-
ed mainly because they are
not worth the effort. Their
chief use is as scouts due

to their multiplicity of eyes.
They are completely without
emotion, selling themselves
to the highest bidder and
then plodding doggedly thr-
ough their appointed task

in a most singleminded fash-
ion. Their bodies are quite
nerveless being composed of
vegetable matter rather than
flesh and they have no obje-
ctions to rendering up por-
tions of themselves if food
runs short on a long trek.
However this is purely a
matter of desperation as

they taste extremely nasty.
Their mouths are used soley
for vocalization. They rec-
ieve their sustenance in the
form of minerals and water
absorbed through the soles

of their feet. They repro-
duce by planting the "corms"
on the ends of their fingers.

Arolf holds the Sacred Leaf-Staff of the Great Seed which
can control 3-18 plant creatures (saving throw applicable).

Coming CONVENTIONS

As a service, the Judges Guild Journal, will Tist upcoming conventions.
Urganizations planning same should send a postcard or letter to the
Journal, Box 773, Decatur, IL 62525. For more information on the event,
entrance fees and lodging available write to the addresses listed under
each con.

Emperor's Birthday Convention VIIT, February 18, 1978
Location: McNaughton Park Pavillion, Elkhart, Indiana
Info: R. Hagerty (219) 293-4398

525 Middlebury St. Apt. 302

Elkhart, IN 46514

TEXCON, March 10-12, 1978
Location: Stephen F. Austin Hotel, Austin, Texas
Info: TEXCON

PO Box 12385

Austin, TX 78711

CANGAMES 78, May 20-22, 1978
Location: Holiday Inn, Dalhousie St., Ottawa, Ontario, Canada
Info: CANGAMES 78

201-360 Dundas St. Vanier, ONT, Canada KIL 7W7

ORIGINS 78, July 14-16, 1978
Location: University of Michigan, Ann Arbor, Michigan
Info: Metro Detroit Gamers
c/o Al Slisinger
19941 Joan
Detroit, MI 48205
GENCON XI, August 18-20, 1978
Location:. University of Wisconsin-Parkside, Kenosha, Wisconsin
Info: TSR, GenCon XI
PO Box 756
Lake Geneva, WI 53147

PENN CON '78, June 23-25, 1978

Location: Widener College, Chester, PA

Info: PENN CON '78 c/o Strategy and Fantasy World
Valley Forge Shopping Center
King of Prussia, PA 19406



Sorry to hear about the blizzard!
drowned in orders and correspondence.
you could ever meet, I am generally pleasantly surprised at the speed with

I can easily understand how you could get
Since I am one of the laziest persons

which you answer my questions and fill my orders.
and my Tittle brother, George.

The other two are my dad

I am enclosing two cards with Judges names on-them for your DM listing. Dale
Walter plays a dwarf named Dur in my campaign. He is very strong on judging
fighters and somewhat weak on magic. Because of his attention to game balance
and his tendency to squat Sumo Wrestler beer belly and all on magic users, he
is one of my favorite Judges. Squatting on MU's has a tendency to aid game
balance I have noticed. MacDougal, who introduced me to the game, judges with
a total disregard for the rulebooks and a great deal of loving interest in

the game. His adventures are among the best I have been on and [ prefer
playing in his wilderness more than most others I have been in. Because he
and I were the only two Judges with regular campaigns while he was stationed
with me, we have never been on an expedition together. Last time we talked,
he related that he had just achieved 38th Level Wizard. As a Judge, I am
offended at the very thought of a 38th Level Wizard. The dungeon 1 am design-
ing for his benifit will probably get him at the entrance. It is not that

I'm viscious, but every dungeon I do has been designed to make him sweat.

If he slips up just once, it will get him. 1 never have managed yet, so [
just can't help working on a sure catch gottcha! Of course, we never use
Auto Kills and it will only work if he makes the.wrong move.

I have an advantage becayse | subscribe to the Judges Guild and the Dragon.
I therefore have a clearer idea of what works and can draw on the suggestions
of numerous other Judges for dirty tricks. 1'11 scream if he escapes.

My players recently named my campaign "Turtle-Dragon Castle". Mycroft's
World surface is divided into two major portions, those inhabited by humans
and those unknown and forbidden to humans. The first portion of the play
area consists of a strip of world 1200 miles across and 49,500 miles in
circumference on the surface and beneath the twin suns and seven moons.

The world is hollow and there is a similar strip on the inside that is
eternally lighted by the molten core except for that portion which is in
eternal shadow from the interior moon which is also inhabited by monsters
and humans. The world's creation is shrouded in myth and is variously
attributed to different gods and beings by the different races and monsters.
Known only to a few is the fact that the world was created in the full

bloom of it's existence, complete with histories, cultures, and ruins
dating back hundreds of thousands of years...created by an alliance of six
magic users of great power and the race of Great Dragons which were shifted
into this universe from another continuum about 378 years ago. The Dragons
required a place created in pact with creatures of this continuum where they
could breed if they were to survive.

When first entering this continuum, the Dragons encountered the spacecraft
of Mycroft, sorcerer brother of Harold, conqueror of a hundred worlds.
Mycroft was fleeing all worldly things with his love, the slave girl, Kelrena.
After this meeting, Mycroft summoned the other five wizards to a meeting in
the Astral Plane. There came, Ashton Smith who rode upon a an eight foot
spider of quasihuman intellegence named W81f, Miky] Donavan, master of the
Black Pirates of Donavan's World, Steven Hall, son of the Founder of the
Institute of General Knowledge and deified in the Solar System as the God
of Magic, John Cabot, creator of the science of Homology ( my version of
Psycohistory ), and another shap whose name is forgotten except his best
friend was a Tyranosaurus Rex named Oscar who spoke English with an Oxford
accent and his wife was a princess of Atlantis on Earth ( the sorcerer not
the Tizard ).

The Great Dragons possessed the power to create by singing ( also to cause

to cease being by singing a different song ). Together with the six Sorcerers
they created Mycroft's World, first by writing it's symphony and then by
singing it beneath the twin suns.Created shortly thereafter were the Guardians
and Dragonriders, to see that the will of the Six Sorcerers was accomplished.
The world was divided into 55 domains, each being 1200 miles by 450 miles.

For each domain, a Guardian was appointed chosen from the puissant and
colorful herces and villians of human history and literature which the Six
were familiar with. To serve these Guardians, two special races, the Dragons
and the Dragonriders were created with special abilities and equipment to
insure that the will of the Six would be paramont upon the world. These
creatures and their dwelling places ( as well as the dwellings of the Six )
were hidden from the eyes of normal mankind and monsters by secret enchantments
and may only be seen by those who can see into the realms of the three Kings
of Faerie. Only the most powerful beings even know of their existance.

Because the world's existence is dependent upon the Six who aided in it's
creation, if anyone of them is killed one sixth of the world will cease to
exist... that sixth that he himself created. Stephen Hall created the elves
and the goddesses Isis and Brigit, the three Kings of Faerie, and much of
all that is fantastic and strange in the world. Mycroft created magic such
as humans can use, the roots, depths, and all the great mysteries of the
world, and the god Vulcan and Asura which is the one occupying the High

Seat of the 12 gods. John Cabot created unicorns, pegasi, and all other
lawful good beings, the Courts of Law, the god Mitra, and the god Oghma,
being the mightiest warrior and the wisest sage of the world respectively.
Ashton Smith created Chung Kuel ( so that all men may be tested ), Dionchect
to help all mankind, and all beasts of fire, air, and water to roam the

far reaches of the world. Mikyl Donovan created Set, Tsothoggus, and

all manner of demons and monster races to plague and destroy so that all
might prove interesting and amusing to observe. The last of the Six created
Manannan MacLir for the sake of all who sail the oceans and Pan for the
Elves and the poorest of creatures. Each of them also created many things
too numerous to list here. Since the destruction of any is linked to a
similar destruction of the world, nothing made from the materials of this
world or forged on this world will harm any of the Six.

The areas inhabited by humans and monsters are surrounded by impenetrable
mountains, and beyond these mountains lie the breeding grounds of the
Great Dragons, covered by a great fog. Any beings venturing into this fog
are immediately teleported randomly to any inhabited portion of the world.
No saving throw is permitted! In addition to the outer surface, the inner
surface, and the inner moon, there are many bubble universes created by
sorcery or the whim of powerful beings or at the time of creation, which
may be entered through magical doors scattered throughout the world. There
are some doors which lead to other worlds which are not ruled by the Six.

On the surface, technology is an odd combination of Medieval and ancient
Mediterranean. Within the center of the world there are many special
enclaves of differing technologies and occasionally a spaceship will land
there by way of the great openings at the poles. MNo players normally
adventure there altough they may land there by circumstances beyond their
control.

It is an open wilderness campaign, which means that I will accept anyone
who wants to play regardless of the relative level of their character

If the level difference is too great for the regular group of players, I
just allow the character to enter an area suitable for the charcter or

if my normal wilderness would not offer enough challenge, I create a bubble
world or special dungeon and locate it a few thousand miles from my players.
Melee and hit probability is Greyhawk { as well as monster attacks and
damages ). The gods are from Gods, Demigods, & Heroes. Monsters are
largely of my own design. The hierarchy of Hell for example is drawn from
my copy of the Sorcerers' Handbook and designed to fit my vision of the
beautious Despair of that realm. Rules for enchantment are from the Dragon
issue that mentioned Wizard Blades and Embedding Spells. Tenth level spells
are only used by mages of 19 or higher intellegence and eleventh level
spells are restricted to those with intellegence above 21. Thus far,

no players are capable of using such spells because of the level requirements.
Gnomes, gnolls, hobgoblins, kobolds, goblins, yeti, leprechauns, and some
others do not appear on my encounter tables as they are limited to special
areas of small extent which have special encounter tables or live in only

in other worlds. 1 sometimes completely rewrite them for inclusion by

the result of special actions. [ have the Bastarrii, an intellegent race
of humanoids with cat-1ike characteristics and created by the cat goddess
Bast. The Cheloptra are an intellegent race of insectoids with a hive
culture. The Rakha are semi-intellegent winged bald greyskinned creatures
noted for their cowardice. The Fuzzies are straight out of the book, Little
Fuzzy by H. Beam Pipers.

I have special monsters which I originated which are far too numerous to
mention. I have rewritten almost all of the monsters in D&D to include 1ife
cycles which might seem to you as farfetched. 1 have,for example, 6 varieties
of Ogre which occur naturally and one which occurs only as a result of great
enchantment. The effects of magical spells are out of the books, with the
gaps filled in as best as possible. An exception to the men and magic rules
that I use is that magic users may use magical swords & fireballs do not
bounce off walls but lightning bolts do. One interpretation I play is to
allow plus 5 armor and shields to repell lightning bolts and fireball blasts
but stand a fair chance of being destroyed in the process.

The highest Tevel player character in my wilderness at the moment is a fif-
teenth level wizard. Since all of the other judges moved out on me, I have
occasionally taken my own player on adventures into my wilderness. As might
be expected, he tends to get in more serious trouble there, than in anyone
else's world since I roll for his actions randomly. He is a fifteenth level
wizard with a Wysard Blade of 1,200,000 FP. At the current time, most of the
players in my wilderness play married barons and are raising crops of heirs
so that they can go out again and not be bored. It's a lot easier to make
an adventure interesting for 1st to 5th levels. Besides, they've recently
developed interests in being merchants.

The plot lTines of my wilderness vary with the continent, country and area you
are in. The major conflict is between the Dark Lord Khasrau and Carl the VII
Emperor of Tanara- this embroils almost the whole of half on my world, though
the real action is majorly confined to half a down domains. Agents of the
major contenders do find their way to the oddest portions of my world. This
has little effect upon the majority of my players who live on the other

side of the Peles. One player is.engaged in a minor war with the King of the
Wererats and the other two are engaged in starting a school of martial arts
and a military academy- but have new worries with the discovery of platinum
on their island!

They named my game, Turtledragon Castle after the Castle of my player chara-
acter, Bard a wizard. My castle has been in existence for over 15 game years
now, and is extensive and quite detailed. [ like using Bard as an NPC in my
campaign because I can say with assurance what would happen in that particu-
lar corner of the world because it is so well mapped out. MNeedless to say, in
a world as extensive as mine, the larger portion of it is drawn with broad
strokes- the details being largely in the vicinity of the actual players and
in those areas where players had been.

When there were other judges playing and judging campaigns here, back in the
good old days, I was considered a tough Jjudge and only a few people would
play in my world. Now that most of the others have left, those who wouldn't
play in my world before, will now, but the number is small. One of these days
I would 1ike to see a game where there were fifteen or twenty players, in-
stead of all their associated NPCs. 0Oh well, such is Tife. I still like
playing first levels, but you get so attached to your old player characters
that you don't want to stop playing them.

I would like to close out this letter with a few questions before you look
into my order. First, could you explain the status of TSR's revised D&D
rules and their progress. One of my players said that his brother had a
set but ['ve heard that they haven't completed them yet. Second, could

you tell me something about Heritage miniatures. You list Good Wizards for
2.95- is this a set or what? Third, what would you suggest for a figure of
a wizard with a wizard blade, or just wizards in general. Likewise for
Lords, dwarves and elves. Lastly, thank you for your invariably polite re-
plies and swift service. Best wishes,

Stephen Huff

Dear Stephen,

It's good to hear about different slants on D&D judging. It's appar-
ant that your desire to 'see' a game of twenty players is not the way you
want to judge your campaign though or you wouldn't be so tough! But, to
each his own. I've played it both ways and must admit that a dozen people
is just too much and prefer smaller

TSR's Monster Manual is due to be shipped by the middle of January;
but then, their printer had told them the middle of December, which is why
we ran our ad in the last issue. If it is finished before this Journal goes
to print, the info will be in the Stop Press section. VYour friend's brother
apparantly has a D&D Basic book which is available (since GenCon X in August)
now, but is mainly a cleaned up, simplified D&D. The item that you really
want to know about is the D&D Advanced. We have not seen any drafts of the
Advanced edition but will when 1t is furthur along- all I can say is that we
will let you know when it is imminent.

A1l of the Heritage, Grenadier and Fantastiques are sets of similar
figures. Usually, the pack has 4-10 figures in 1-4 poses.

While, I like Garrison's wizards the most- none have swords. I like
Grenadier's Dwarves and elves and Heritage's Superheroes (Garrison's
also)., - Bill owen



NN OF THE SUNKEN BRIDGE

Sirs,

Enclosed is the "Inn of the Sunken Bridge". 1 think you'll find it plugs
directly into your system. It has been modified from a wilderness inn I
have been using in my campaign. In that campaign, it has worked as a
fairly secure base of operations for a number of years. Hopefully, the
enclosed material is self-explainatory. If I've skipped any points, it's
probably through over familiarity and I apologize. 1 grant you permission
to use any or all of the enclosed material.

Vours,

Fred Moye
554 E. Cavanaugh

Lansing, Mich. 48910

INN OF THE SURKEN BRIDGE

Three days ride north of the City State, beyond Moonraker
to the Majestic mountains crosses the north branch of the
The river there is not wide, but is deep and swift enough
This is the only known crossing of the north branch

Moorlands, the road
river 5tillring.
to reguire a ferry.

On the south side of the ferry there is a walled inn, the Inn of the Sunken
Bridge. The stone inn and ferry are both owned by Dismar the Stout. Dismar
claims to be a retired fighter of great renown, but all that is known of him
for sure is that he paid for the ferry and for the construction of the inn
with gold, and the inn is said to have been protected from dragons, fireballs,
and lightening by an extremely powerful west coast Wizard (42nd level) for
whom Dismar had performed some service. While not a citadel, the inn is eno-
ugh of a stronghold to have beaten off several attacks by bandits of various
races and, with the help of a party of traders, a determined attack by the
goblins of Trollslore.

On an average evening, there are 3-30 guests at the inn. They are mostly
merchants traveling the Rorystone road with their guards. The cost of a day
and night in a private room at the inn is 1 gold piece with fire, 10 silver
pieces without fire. A shared room on the second floor is 1 silver piece.
Private rooms come with two beds each, the shared rooms with straw pallets
Food is 1 silver piece extra with no charge for preparing food brought in by
the travelers. A mug of beer or wine costs 1 silver piece. A drink of winter
brandy costs 5 silver pieces. The cost of stabling an animal is 10 silver
pieces. Turning an animal loose in the horse pens is 1 silver piece, but is
allowed only with animals that won't upset the horses. The horse pens at the
rear of the inn hold 3-24 horses plus the guest's animals. 1/2 the guests
have no animals, 1/4 have one animal and 1/4 have 2-16 animals. Anyone who
wishes to, may stay free of charge in the field across the road from the inn.
(10% chance of being raided by wild animals or goblins each night.] Crossing
the road towards the inn after dark invites an attack from the watch hut 50%
of the time. Going to the rear of the inn after dark invites an attack from
Monon, the hostler, 50% of the time.
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Class/Align/Lv1/HTK/Soc.Lv1/Str/ Int/Wis/Con/Dex/Char/AC/Weapons

Dismar Fgt W 7 32 7 4 9 11 15 11 12 5 +1 L.Bow
Jasu (wife)Fgt N 6 28 6 16 % & 10 14 % 7 Sword
Negal (1st
son)Fgt N 4 20 5 17 8 &8 16 12 5 4 +2 Sword
Lango (2nd
son)Thf N 5 18 b5 12 11 10 14 16 14 6 +1 Dagger/
Sword
Dis (3rd
son) Fgt N 4 21 5 13 70 12 15 12 13 4 Axe
Dema
(mother) Special 10 20 & 9 15 14 6 15 12 9 Spells
Smiles
(cook) Fgt N 8 36 & 18 9 3 5 9 6 & Meat Cleaver
Monon
(hestler) Fgt N 6 40 3 16 5 & 18 9 4 8 Hammer
stable boys
Nod Fgt N 2 13 3 0 8 9% 12 10 7 8 Bow
Shalt Fqt N 1 8 3 g 7 6 9 13 8 8 Bow
Zeb Fgt N 1 6 3 1311 10 6 11 10 8 Bow
barmaids
Jenaf Thg N 3 12 4 12 12 11 10 15 16 8 +3 Dagger/
Bow
Luce Fgt N 1 5 3 6 3 9 9% 11 8§ & Bow
Grenwaith Fgt N 1 6 3 1 6 14 11 % 14 8 Bow

Dismar's family and Smiles will act as bouncers, the others will fight only if
the inn is attacked or they are personally assaulted.

Dismar the Stout - Owner of the inn and ferry. Althcugh the area is under
nominal control of the governor of Byrny, Dismar is the defacto magistrate
of the area and uses his sons as constables. He is a former warrior but
has only continued in practice of the long bow. He will occasionally gam-
ble with the patrons for drinks at double or nothing (H.O. +10%) but has
no patience with hagglers concerning either ferry or inn rates

Jasu, Dismar's wife - A large woman who is very quick for her size. She's
quite proud of the family and all its property. She's also proud of a
sword sne owns that she got by killing a trouble-making minor noble with
one blow of a chamber pot. The sword hilt is worth 500 GP.

Negal the Noseless - Dismar's zldest son lost his nose in battle when a
goblin bit it off. He's hated goblins ever since and is extremely morcse
and touchy about any talk that refers to noses or good looks. He fights
well at long range, but tends to berserk (50% chance each melee round) in
hand to hand combat.

Lango the Holy - Dismar's second son always carries himself with a very
pious air. He spent three years studying with the thieves guild at the
City State. The family refers to this as his time at the seminary. He
investigates the baggage of all strangers who stop at the inn and, in
some cases, will pick pockets for further information.

Young Dis - A younger version of Dismar, he spends much of his time away
from the inn while roaming the area ten miles to either side of the inn.
He is the best woodsman of the family and often supplies table meat by
hunting. He seems to have the ability to blend with whatever background
he's in and be forgotten. He overhears a lot that way.
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Inn of the Sunken Bridge Continued,

01d Dema - An aged woman who may or may not really be related to the family,
she's called mother by both Dismar and Jasu. She refers to herself as a
Hedgewitch and has the following powers: Cure light wounds, cure disease,
remove curses (50% chance), make up love potions [10% chance of effective-
ness), cast illusion, speak with animals (scavengers only), and she can
curse one person a melee round, indefinately. She's normally found sitting
by the fire in the kitchen, wandering through the woods around the area or
mixing things together in the shed to the left of the gate as you go out.

Smiles - The cook is a mute with a facial scar that gives him a permanent

grin. He also has scar across his throat as if it was once cut. He is
fearcely loyal to Dismar. He fights with a meat cleaver 1ike it was a +3
hand axe.

Mad Monon - The inn's hostler and blacksmith is good with all animals and,
in addition, has a ring of mammal control. He brings in additional money
to the inn by breaking wild horses that Dismar buys from traders coming
around the mountain from Shewolf. Other than smithing and handling animals
Monon is more than a little strange in his actions and appearance.

Stableboys and Barmaids - General help from local peasant families. Lismar
has trained them all to use bows, but other than Jenaf, none are very good
in hand to hand combat.
mistress.

Peasants - The nearest peasants farm the five acres that keep the inn sup-
plied with food. There are two families of them with seperate huts each.
One family has eight members, the other, five. In case of trouble, they
disappear.

RUMORS :
Hydra attacking partys on the Roarystone road north of Byrny.

Dragon attacked Trollslore and badly damaged the goblins, but only got 1/10
of their gold.

Sjlverminers at Anvil are being turned into zombies by something in the
mines.

Hgge monster has been driving folks out of the west end of the Swarthlad
Plain.

Pirates have established a portage between the rivers Stillring and Con-
querors river and are passing themselves off in the City State as river
traders from the north when they sell their Toot.

Huberic of Haghill has the pox.

(If traveling north) There's a surplus of horses to the north and no mar-
ket. (The inn will buy horses at a discount.)

(If traveling south) There's a shortage of horses in the south, a real
sellers market. (The inn will sell a few of its own short supply at a
premium. )

The Paladin of Nimbus Tor is marching against Belash of Maskhol.

An army of giant rats is attacking. the nobles homes every evening in the
City State.

Far to the west, in a land of golden people, there is a great treasure
called the Eyes of Zanuck. It is said to cause eternal youth and happiness.

Jenaf has been at the inn a long time and is Lango's

£ - Secret door.

0 - Door, opens to side pictured.

F - Fireplace.

G - Guest room.

SG - Special guest room, only high level, high charasmatic guests. Costs
3 GP per night including meals.

T = Trap door.

TB - Trap door for lowering and raising supplies from the basement.

SR - Strong room. The room has a double illusion. One illusion is that

the large block of wood in the center of the room is an iron bound
chest. The second illusion disquises the locked wooden cabinet on
the south wall as a solid part of the wall. The cabinet holds any
valuables the guests want held plus Dismar's treasure: 1329 GP,
5392 SP, and 4362 CP.

There is a strongbox in the kitchen with the day's receipts and a fund to
make change, 15 Gold Pieces, 43 Silver Pieces, and 57 Copper Pieces.

Loose floor boards provide access to the guest rooms from the basement.
There is a crawl space between the first and second floors and loose floor
boards in the guest rooms on the second floor.

811 interior walls are 6" thick. A1l exterior building walls 1 foot thick.
The outer wall is 5' thick, 10" high and has a 4' high battlement. The
northwest corner tower is 20' high and has a 4' high battlement and a watch
hut on it. A1l the other towers are the same as the wall as is the gate.

SOME NOTES TO D.M.'S ON THE WHYS AND WHEREFORES OF
"THE INN OF THE SUNKEN BRIDGE"

To make the inn effective in your scheme of things, you should remember
some things about it and about inns in general. It is self-substaining,
but doesn't have exceptional storage areas. If you remove the surround-
ing cleared fields and pasture land, you must create another ready local
supply of food and other materials, or add-a much larger storage area.

The inn, Tike all good structures, has a reason for existing. In the case
of this inn, it is located at a ferry crossing and is a days normal cara-
van or wagon ride from the nearest lTogical stopping places on the Rorystone
road. These reasons are independant of its nearness to the mountains or to
a high banked river which might house cavern entrances. Remember, despite
rumors to the contrary, normal citizenry doesn't hang around the entrance
to a dungeon full of nasties, nor do they set up inns where there are no
travelers. So if you put the inn too near monsters or too far from travel
routes, make it an abandored one.

The Inn of the Sunken Bridge is a walled inn. It is not a stronghold or
citadel. It is strong enough to hold off raids by bandits, animals, and
the nearest active unfriendlys, the goblins at Trollslore, because it can
count on them being just that, raids. So, with the help of random travel-
ers and guests, the inn is defendable. If the inn is approached by an ar-
my, in all 1ikelihood, the innkeep will cut and run. Sensable, wealthy
travelers avoid armys. Even friendly armys have a tendancy to drink now
and then pay never. Since there is Tittle to be gained by innkeeps who
hang around, an inn in the path of armys or in an area that has been ex-
tensively marched or fought over is also 1ikely to be abandoned.

This particular inn deais on the side in horses, thus it needs corrals,
feed sheds, etc.. If your inn deals in money changing, it will need a
strong room, if in armor, storage and probably a smithy, etc.. Remember,
if it deals in any product on the side, it will need a source of that pro-
duct or of the raw materials to make it, storage, work areas and all the
rest.

About the behavior of players at the inn. None of my characters is able
to take on a really obnoxious high level player by themselves, nor do they
want to. They will either wait to cang up on him, or, by preference in my
game, just let things slide and poison the wine on the way out the door.
Unless you wish to put a super strong character in residence, vou might
find the second solution preferable as a means of reminding players that
W.P.C.'s are people, too.
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WHAT IS A BOOTY LIST?

It is a listing of fantasy & science
fiction games and accessories that you
can order from Judges Guild. The next
pages (12-16) have a detailed listing
of various types of games and companies'
products. We ship your order the same
day it is received and by 1st Class
Mail or by United Parcel. To holders
of P Boxes- please give us your street
address also, in case the weight ne-
cessitates UP. We have attempted to
give a short synopsis of each product
so you'll know what you're buying. If
you have any questions, don't hesitate
to write.

MINIMUM ORDER:

Minimum order for games, rules & aids
is $1.00. Minimum order for any order
that includes miniatures is $10.00,
however other items may ordered in
addition to the miniatures to make the
$10 minimum.

POSTAGE CHARGES:

Following is for orders other than sub-
scriptions (see section on subs for
their postage charges). There is no
postal charge for U.5., Canada, APOD &
FPO. Exception: Frazetta prints re-
quire a $1 per order {up thru 6 posters)
postage charge.

Foreign:

Foreign orders will be sent surface mail
unless following Foreign Air Mail sur-
charge is added- you must include §3 of
pustage for 35 of merchandise ordered-
we will refund any excess postage (for
example: an order tofalling $14.99
would require 36 postage additionall).

TAX:

Orders from |11inois must include 5%
sales tax on all items except subscrip-
tions & magazines.

SUBSCRIPTION ITEMS V5.

NOM SUBSCRIPTION ITEMS

Subscription items are items originally
sent out as a part of the Guildmember
subscription., MNon-Subscription items
are opticnal and must be crdered separ-
ately; also subs may not be back-dated-
issues become back issues as they are
published.

Subscribers fo the Journal receive only
the Jourpal. Guildmembers receive the
Journal and fantasy material (including
quideline booklets and/or maps).

BACK ORDERS: B
Rulebocks, games and aids will be back
ordered if out of stock and we are ex-
pecting more in soon. Miniatures will
be back ordered only if the tolal out

of stock miniatures add up to a $10 or
more. |f we are unable to back order,

a credit memo will be issued usuable

for a future order or cash refund if re-
quested.

DISCONT INUED I TEMS:

Certain items have been discontinued
and their numbers will not appear be-
low when no longer available.

JUDGES GUILD FANTASY GAME AIDS:

We produce game aids for added depth
of play for DUNGEONS & DRAGONS T Reg
App For, and usable for other fantasy
game systems. Most of our retail game
aids found in stores are made up of
previous Guildmember subscription
issues. Since many have asked for a
description of what has been published,
we have provided that below- with the
numbers of the issues that made them
up.

PAYMENT :
Flease send a check or money order,
don't send cash!

5 / Send to:
Judges Guild
PO Box 773

Decatur, Il
62525
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JUDGES GUILDMEMBER SUBSCRIPTION
ISSUES PUBLISHED THUS FAR:

47 CAMPAIGN HEXAGON SYSTEM- 55 small,
THUNDERHOLD ISSUE a castle of a dwar- numbered hex grids plus terrain gener-
ven King and extensive Cavern with ation guidelines for mapping wilder-
gu1de;ines on po;:on, metal/co:n val- Tands hexes and many other uses 2.50
ues, beggars, buffoons, special en- .
R V] 48 WILDERLANDS OF HIGH FANTASY- combines
counters {originally 'J') 2500 five different 17x22" maps (with 1
CITY STATE CAMPAIGN ISSUE a wilder- each for judge and players) plus two
lands map (1 each for Judge & Players) sixteen page guidelines booklets on
for the area around the City State villages and campaign guidelines (or-
with villages, castles etc.; guide- iginally issues 2, 5 & 6) 8.50-
lines on Baronies, technological Tev-
el, trade guide, wishes, morale,
NPCs & negotiations ('K') 4.50 MASTER LIST
TEGEL MANOR ISSUE a huge haunted All qudqes.cuild items ére lisFed ba—
house with room & monster descrip- low including parts of issues in case
tions and guidelines on magic statues you have lost a certain map or booklet.
and resurrection results ('L') 4.50
. SPECTAL BACK ISSUE OFFER (replaces
MODRON ISSUE a town map and an under- original offer in previous issues):
water map with descriptions of town When buying three or more back issues
inhabitants and quidelines on swim- deduct %1 ger Tese arderad t Eop aar
ming, sharks and monster compendium s REF IS3H &
of D&D monster statistics (M) 3.50 ample: Ordering issue 1, 2 & 3 would
. : be $3 + 4.50 + 4.50= $12 - 3 = $9.00.
BARBARIAN ALTANIS/GLOW WORM STEPPES Applies to orders of three or more only.
CAMPAIGN ISSUE a wilderlands map of —
both areas above (with 1 each for
Judge & Players), with villages, cas- e
tles etc.; guidelines on ruins, caves, 7. 34x44" City Map (4 sections) 5:'32
searching, rivers ('N') 5. 50 2, 135 Dunggun Tac Cards f
4. 17x22" City State Players Map 50
VALON/TARANTIS CAMPAIGN ISSUE a wil- NON SUBSCRIPT ION 1 TEMS:
derlands map of both areas above 9. 17x22" Small City State Judges Map
(with 1 each for Judge & Players), 1 section .50
with villages, castles etc.; with 10. Guide to the City State 56 pages of
guidelines reprinted from the 2nd more NPCs and quidelines
issue on Baronies, technological lev- 11. Special Starter Package- D&D plus
el etc. ‘0" 5.50 Associate Guildmember Subscription
(add required postage) 20.00
THIEVES OF BADABASKOR ISSUE a 32 12. City State of the Invincible Overlord
page booklet, based on a fortress Play Aid- 9.00
adventure complete with 5 advanced 13. Deluxe Fantasy Package- Item #12
dungeon levels. PLUS D & D PLUS Multi Sided Dice Set
(current issue 'P' ) 3.50 19.95
14, Ready Ref Sheets Package- 20 pages of
JUDGES GUILD RETAIL STORE LINE (WITH iﬁ:z: ﬂ1¥:§::?%mzﬁtctarts pub11shegg
ORIGINAL ISSUE(S) SHOWN) : SU%SCRIPT?ON TEMS :
DUNGEON TAC CARDS- 140 weapon & action  15. Thunderhold/Sunstone Caverns 11x17"

cards showing Greyhawk % Chainmail 'to
hit' scores and stats {or1g1ha11y as

a part of Basic Sub) 3.95
CITY STATE OF THE INVINCIBLE OVERLORD
GAME AID- huge ref's aid to a large,
fantastic medieval city with large

counters and regular features .80

map and Players map of Thunderhold

Thunderhold Installment

13.

3.00
17 x22" City State Campaign Map One
with all names shown 1.5

city map, guidelines on NPCs and back  19. 17x22" City State Campaign Map Dne

ground plus Thunderhold/Sunstone Cav- without names shown L.50

erns (originally from Basic Sub and Campaign Installment 4.50

1st issue) 9.00 21. Newsletters I( J &K, )a11 3 for .gg
: : 22. Newsletter L (4 pages .

READY REF PACKAGE- combines many guick 5 i o -

reference sheets for D&D from many of 2. 1?*22| Judges Map of Tegel Manorzagg

the guildmember issues (from Basic Sub "

and Issues 1, 2 and 3) 24, llxl? Players Map of Tegel Manor

and area 1.00

38. Judge's First Fantasy Campaign

Map 17x22" 1.50

39. P1ayers' First Fantasy Cam-
paign Map 17x22" 1.50

40, Judges Guild T-Shirt, adult
sizes 3.75

41. Judges Guild T-Shirt, children
sizes 3.25

42. Judges Guildmember Button .25

SUBSCRIPTION |TEMS:

43, Barbarian Altanis/Glow Worm
Steppes Issue (N) 5.50

44, Wilderlands Campaign map from
issue N 17x22", specify which
you want- Judge's or Players'

(printed both sides) each 1.80

45. Judges Guild Journal N .80

MON SUBSCRIPTION ITEMS:

46, Blank Wilderlands Hex Grid
17x22" printed both sides on
same paper as other maps .80

47. Campaign Hexagon System, a
booklet of 55 1ight grey hex
fields (hexes are numbered &
.3" in size- making them .2
mile for the standard DAD
5 mile Wilderness hex) 8Lx11"

2.50

48, Wilderlands of High Fantasy
includes two sets of five
different campaign maps and
campaign guidelines 8.50

SUBSCRIPTION ITEMS:

49, Valon/Tarantis Issue (0) 5.50

50. Wilderlands Campaign Map from
issue 0 17x22", specify which
you want- Judge's or Players'

(printed both sides) each 1.80

51. Judges Guild Journal 0 .80

52. Thieves of Badabaskor 3.00
53 Judges Guild Journal P .80
54. Thieves of Badabaskor Issue

(includes Journal P}  3.50

JOURNAL SUBSCRIPTIONS:

Six bimonthly issues $4.50 (Canada
& Foreign add $1, for 3rd class/
sea mail- no lst/air service).

GUILDMEMBER SUBSCRIPTIONS :

See postal surcharges at end of
list.

ASSOCIATE SUB, $12, includes Judges
Shield as 1st sent item plus the
next 6 issues.

SEVEN ISSUE SUB, %12, includes the
next 7 issues.

CATCH UP SUB, $22, includes the
last 4 issues, just published,

plus the next 6 issues.

CITY STATE CATCH UP SUB, %30, in-
cludes the Tast & jssues, just pub-
lished and a City State Play Aid

TEGEL MANOR- a huge haunted house with 25, GL Booklet L- 24 pages & Character plus the next 6 issues.

Jarge map of manor and area plus room Checklist RR chart ADVANCED GUILDMEMBER S”B=15195_d

descriptions and guidelines- a good,  27. Tegel Manor Installment- items 22-25 ~ Includes the Lity State Play Al

basic dungeon-type scenario (issue 3) 4,50 as the first sent item, plus the
4.50 NON SUBSCRIPTION ITEMS: next b issues.

JUDGES SHIELD- a reference screen for 28. Judges Shield- cardboard screen with

D&D monster stats, Hit matrixes, ex- reference material 1ike to hit charts POSTAL SURCHARGES: : CANADA*

perience points and much more; three & monster compendium of statistics Effective Jan. 1, 1978 1st Class +4,50

cardboard pieces fit together, also 1. US/APO/FPO* 3rd Class +3.80

serves as a screen to hide ref's se- 29. Six Character Checklists (RR from 15t Class +3.50 FOREIGﬂ*

cret material (originally part of Installment L) 0 3.d Class + 00 Air Mail +14.00

Associate Sub) 1.98 30. 11x17" Reduced Judge's Map of Tegel Sea Mail + 5.20

CHARACTER CHRONICLE CARDS- a compact
character reference for players or

su

Manor and Area .75
BSCRIPTION [TEMS:

3 31. City of Modron/Underwater Adventure
NPC 1istings. Room for stats, armor llx¥?“ Judges' Map & 811" Players
and background, 100 cards. 1.98 Map 1.00
FIRST FANTASY CAMPAIGN by DAVE ARNESON  32. GL Booklet M- 16 pages & RR chart
92 page book & large wilderness cam- listing all monster statistics 2.50
paign map (1 each for Judge & Players) 33, Newsletter M (8 pages) .60
trace history & development of the or- 34, Modron Installment- items 31-33 3.50
iginal fantasy role-playing campaign MON SUBSCRIPTION ITEMS:
by the originator of the dungeon ad- 35. Three Monster Statistics Compendium
venture concept. Many new rule guide- Sheets (printed both sides .5
lines on lair generation, character 36. Character Chronicle Cards- new NPC
interests, army make-ups etc. 7.98 and g1ayer character cards for re-
BLANK CAMPAIGN Wip- 172" numpered  Sording characteristics, weojors,
hex grid (printed both sides) for 37. First Fantasy Campaign by Dave

mapping new wilderlands areas or other
purposes .80

JUDGES GUILD JOURNAL N- 16 large pages
on wilderness encounters, dungeon en-

Arneson- 92 page booklet and two
campaign maps describe the dewvelop-
ment and background of the original
dungeon game 7.98

*this surcharge is levied for the
extra cost of sending the issues-
any items to be sent out as 'lst
sent' items will go the best way,
regardless- UP, 1st Class or Air,
respectively.

SUBSCRIBERS, IF YOUR ADDRESS LABEL

has a 'P' next to your name, re-
subscribe today so you won't miss

an issue. If it has a 'Q" next to

your name, you may get $1 early
resub' discount if you resub by
19?8 Don't Delay:

March 15,

CHANGE OF ADDRESS:

Please enclose old address and
effective date in addition to new
address.

Stop Press!

LaTesT New RELEASES
Ava1LABLE From Jupees GuiLD

To bring you up to date from last issue,
we do have the following items in stock:

TSR's Monster Manual

SPI's Middle Earth

SPI's War of the Ring

Fantasy Games Unlimited Archworld
Metagaming Concepts Rivets

& Wizard

(note that the price is $1 more than the

other Minigames)

Another belated release which I expect

in by the printing of this Journal is
MACHIAVELLI from Battleline @$12.95. I

saw it at the Wintercon held at the U of

I Campus at Urbana, IL. I've been assured
that we will be receiving our copies soon.
It looks like an interesting Diplomacy-type
game with lots of extra goodies like brib-
ery and assassinations. It's boxed with
map and die cut counters. The game's de-
signer, Stephen Peek, told me it's best for

$9.95 4-6 players but 2-8 will do also.

20.00

15.00 From Valiant Miniatures, Space Ship enthus-
6.00 iasts be watching for the new Stardate min-
2.95 iatures including many smaller ships, even
3.95 a Star Wars-type fighter. We'll let you

know when they are available. -Bill Owen

-12-




TSR GAMES & SUPPLMENTS Available from Judges Guild.

DUNGEONS & DRAGONS

Dungeons & Dragons, the original fan-
tasy role playing game system. In-
cludes three booklets, boxed (poly-
hedra dice required). More extensive
than the D&D Basic Book which is an
updated low level game system. In-
cludes information on all phases of
adventuring- dungeon, wilderness, sea
and air £10.00
Dungeons & Dragons Basic Book, a good
start into fantasy gaming including
all of the basic information for Tow-
er level of play (lst three levels).
As a note, an advanced version will
be released, also rewritten and ex-
panded, to add on to this basic sys-
tem 5.00
Dungeons & Dragons Basic Set, includes
the D&D Basic Book, a Monster & Trea-
sure Assortment, a Dungeon Geomorph
and a polyhedra dice set 9.95

* T.M. Reg. App. for.

Monster Manual now available
9.95

Supplements to D&D:

The following Supplements are not
strictly necessary to play D&D, but
do add much depth of play once your
campaign has been established.

Greyhawk, Supplement 1 5.00
B]ackmoor, Supplement 2 5.00

Eldritch Wizardry, Supplement 3 5.00
Gods, Demi-Gods & Heroes, Supplement
4 5.00

Battle Rules for Miniatures:
Chainmail, the original medieval
battle ru]es with man to man section
recommended for use in D&D 5.00
Swords & Spells, battle rules de-
signed for use with the D&D game
system, very detailed 5.00
Legions of the Petal Throne, battle
rules designed for use with the EPT
game system (listed below) 5.00

Aids for D&D:

Monster & Treasure Assortment #1,
gives tables for random treasures
and monster encounters for levels
one through three 2.49

Monster & Treasure Assortment #2,

Booty List Cont.

tables for levels four through six
2.49

Dungeon Geomorph 1- Basic Dungeon,
geomorphic pieces of a dungeon floor
plan designed to fit together many
different ways 2.49
Dungeon Geomorph 2- Caves & Caverns,
pieces of a cavern-type floor plans
2.49
Dungeon Geomorph 3- Lower Dungeon,

(For Listing of Dice, see back page)

Publications on D&D:

Strategic Review is a small news-
letter with new monsters, character
classes and other D&D material.
Strategic Review later became The
Dragen which is a colorful, glossy
magazine with emphasis on D&D mater-
ial (with some on EPT and others).

Strategic Review Vol. I, #1, 2, & 3
each .50
Vol. I, #4, 5, Vol.
11, #1 each .75
Vol. II #2 1.00

The Dragon (Vol. 1 #1-6 is out of
print) Vol I1, #1, 2, 3, 4 each 1.50

Other Role Playing Titles:

Empire of the Petal Throne, a huge
game system, world maps and capital
city map, boxed. The theme is a
complete fantasy mythos of the world
of Tekumel developed by Prof. M.A.R.
Barker. Exotic peoples, monsters,

gods, background and language abound.

27.50

Metamorphosis Alpha, a role playing
game system for a giant, Tost space
ship where the players can choose
characteristics via strange mutations
5.00

War of the Wizards, a game magic in
the arena designed as adjunct to EPT.
Very detailed spells and interactions
7.50
Boot Hill, relives the wild west in
a role playing game system allowing
players such characteristics as gam-
bling skill, throwing, marksmanship
etc. 5.00
Star Probe, the first part in a Sci-
fi trilogy game, includes star map
6.00
Star Empires, the second and very
detailed part of the Sci fi trilogy.
with star map 7.50
Don't Give Up the Ship, miniature
rules for the age of sail 5.00
Classic Warfare, ancient miniature

rules by Gary Gygax 10.00

to the present. Includes three vol-
umes, charts & box 11.95
Wizards & Warriors, simple fantasy
quest game of escorting a princess
past monsters to the castle. Pieces,
colorful map and box 6.95
Dungeon!, simple game of players en-
tering different parts and levels of
a dungeon to win treasure from the
menaces therein. Includes colorful
board, monster & treasure cards and
pieces 9.95

GaRRISON MINIATURES

Available from Judges Guild,

order including miniatures must

total at least $10.00 {other items may be ardered for minimum).

Garrison miniatures are very well done
and may be purchased 1 figure at a time,

if desired.

are imported from England, we will be out
of some numbers until another shipment
arrives; each newsletter we will list the

However, since the figures

SWORDS & SORCERY Designed

'Conan’
Games Unlimited
Hyborean battles)

especially for the Hyborean
age of the
[See Fantasy

rulebook on

series

figures that we are out of at that time- AQUILAND
these will be marked at a star. §519  Bosnian Archer
* 5520 Pikeman
Foot Figures are 40¢ each (almost all 'SS' The Tyborean Age 5521  Infantryman
and 'ME' numbers are foot except as noted) 5522 Standard Bearer MET MEB
Cavalry Figures are 85¢ each (and are listed - + 8523 Dark Legion
as 'SSM' and "MEC'] " SSM24 Mounted Knight VANHA
Special Figures and Sets are marked to side + SSM25 Black Guard #85¢ §540 Infantryman
of the figures' name. +8SM26 Mounted Standard Bearer £85¢ §550  Archer
i i . i 8851 Guard
These figures are highly recommended gég%DIA‘\rchcr P Storasrd pesper ST
P 5528 Infantryman ss5s2 Mamoth and Crew
Knights on Foot 40¢ each ) SREN eoysl SRS HERO'S
ME1 Short spear closed plumed basinet SSM31 Mounted Knight 085¢ 551 Barbarian on Foot
ME 2 Sword Basinet open S5M32 Mounted Guard ©85¢ SSM58 Barbarian Mounted 8854
ME3 Battle axe chapeau de fer *SSM33 Mounted Standard Bearer @85¢
+ ME4 Two Handed sword crested helmet NORTHMEN WIZARDS
ME5  Knight with mace and chain §84  Infantryman w/mace §553  oOrder of The Pale Hand
887 Archer 5554 Wizard of The Dark Ring
Men At Arms on Foot B40¢ each s88 Infantryman w/spear 5855 Druid
ME& Short spear and shield 559 Infantryman w/axe sss56 Friest of Matri
ME7  Glave no shield SE1D.  Seandaraches §557  Follower of SET
: i e ~andard Bearer
MES& Battle axe and shield 882 White Magician
ME9 Footman w/military flail CORINTHIAN 5561 Enchantress
ME10 Longbowman firing bow 5534 Infantryman
ME1l Longbowman taking arrow from belt HYKAN MISCELLANEOUS
ME12 Genoese Crossbowman SSM35  Horse Archer @85¢ 5859 Queen with Tiger @&§1.00 per set
ME13 Genoese Crossbowman readying crossbow SSM67T Cavalry w/glaive B85¢ 5562 Attendant
MEl4 Foot Soldier w/spear & shield 5563 Attendant
~ ME15 Foot Soldier w/Pavise & Spear 5564 Temple Doncer
ME12A Pavis for use with Crossbowman PICT 5SM60 Mounted King
ME16 Scot with claymore 5536  Infantryman S5M6B Mounted Sultan
ME17 Scot w/lochaber axe SHIM 55ME69 Enchantress Riding Tiger g
ME18 Footman w/halberd 553 Guard
ME19 Scots Spearman 5538 Archer DEMONS & MONSTERS
ME20 Foot Knight w/poleaxe 555 Troll
ME21 Scots Pikeman, advancing c.1320 AMAZON 586 Frost Giant @§1.00
5837 Archer Ss11 Snow Ape 2831.00
STYGIA 5512 Demon
55839 Infantryman 5513 Winged Demon @§1.00
5540 Archer 5514 Winged Dragon
5541 Standard Bearer 5515 Hawkman 251.0¢
5551 Chariot & Crew @2§3.95 5516 Two Headed Troll Giant e§1.00
TARUN 5517 Easten Giant g%1.00
5542 Infantryman 5518 Winged Serpent ©%1.33
5543 Immortal 5565 Griffon @51.00
5544 Archer 5566 Centaur B§1.00
5545 Standard Bearer 5571 Gobl;n {(Ore) Chief w/std.
55M46 Heavy Cavalrymar @#85¢ 8572 " w/glaive
55M47 Horse Archer B85¢ ss573 " " w/mace
ssM48 Mounted Standard Bearer #85¢ 5574 Armored Frost Giant g$1.00
5570 Tree Demon @$1.00

Note:
price raises between
Journals but are rais

We've held these

ing

them effective Feb. 7.

Knights Mounted B85¢ each
MEC1 Lance crested helmet barded horse
MEC2 Mounted Knight w/sword
MEC3 Battle axe closed plumed basinet unbarded
MEC4 Mace crested helmet unbarded horse
MECS Squire open basinet carrying forked banner
MEC6E Mounted Knight w/small banner
MEC7 Mounted Knight w/standard
MEC9  Man at Arms, Mtd. w/spear
MEC10 Mounted Crossbowman

*unavailable at this time

-] 3=

(check cover date)

*items marked with a star are out of stock at time




GRENADIER MINIATURES Available from Judges Guild. Booty List Cont.

MEDIEVAL WARRIORS

2 5mm

1066 M 24 Man-at-Arms, Crossbow firing
M 25 Man-at-Arms, Crossbow loading
M 1 Viking Swordsman M 26 Man-at-Arms, Longbow firing*
H 2 Viking Axeman M 27 Man-at-Armsa, Handecannon
GLADIATOR SET: M 3 Viking w/spear M 2B Péasant levies, Spears & Gleaves
6 Gladiato different positions M 4 Viking Archers M 29 Knights w/Swords#®
Lights, Mediums, Heavy and Tridentman M 5 Viking Berserkers M 30 w/Maces or Axes
Price,..51.98 M 6 AngloSaxon lousecarl w/faxe M a1 s w/Morning Star & Warhammers
M 7 AngloSaxon Housecarl wisword M 32 Mounted, Man-at-Arms w/Bills
M B AngloSaxon Arche M 33 Mounted, Man-al-Arms wiAxe
H 9 AngloSaxon Fyrd Spearman M 34 Mounted, Man-at=Arms w/Crossbow
M 10 AngloSaxon Fyrd Clubman M 35 Mounted, ¥ni H . Lance
M 11 Norman H\-‘Uk’dsmn M 36 Mounted,
M 12 HKorman M 37 Mounted, &
M 13 Norman M 38 Mounted,
M 14 HNorman M 39 Mounted,
M 15 Norman M 40 Mounted
H 16 H 41 B
M 17 Mounted, Norman w(Sword M 4
M 18 Hounted, Normsa w/Mace H

Hussite

1400 - 1550

M 19 Man-at-Arms, Sword®

M 20 Man-at-Arms, Axe*

M 21 Man-at-Arms, Battle Axe

M 22 Man-at-Arms, Poleaxe

M 23 Man-at-Arms, Bills & Halbards

Footmen Packs §1.98 (6 figs)
Mou d Packs 52.40 (3 figs)
Others As Marked

-.!33 Pack 1-2
,2_o1r.- Packs- W27 & W32

i WARRIORS 25mm

Spearmen (6) mounds of coins,

*lry, coins and

W4 Wood trolls & Cave trolls (6)
Swordsmen & Bowmen () W Mordor Command pack ST 2

W 5 E Goblin, Ore, Great Orc, B i = B . Laff ’ e
Spearmen Standard H\':lrt-r:;, Hazgul & Dungeon Duke it r“llh'_" R "'"“:!: staff, barrel, crystal I:;all,

WoE G of the Rune Shield W 25 Chaotic Warriors of the East :CREE L S SEEXCE BRELINE And ;2. Books of Speble.. - =¥2-00

smen, Axemen & Spearmen (B) Swordsmen (6) SET 3

W 7 Ents of the Great Weod W 26 Berserkers hield, elf shield, man shield, orc shield, 2 helms,

Twoe different Ents Axemen & Swordsmen (6) ]

L-rdn. 2 crossbows, hammer,

» battle axe, spear and

W B Good men of
Bowmen
W % Good men of

7 Mounted Black Riders (3)
W 2B Monsters 1 .
Balrahg (1} & Wraiths (3) SET &

MACE . .o wa$2.00

lking door, Rune Throne, crypt, dead warriors, stone

Sunrdsne:‘., 3 I:)pt_ W 29 Monsters #2 hair and table,
W 10 Good men of the West Slimes, molds, oozes, jellies, etc. (&) idol, 2 stone wrne, small altar, trap door, 2 wall torches......$4.00
Spearmen & Axemen (6) W 30 Monsters #3 i §
W1l Female Characters Werewolves (3) & Wererats (3) S5k S AMBER o ) . . . ;
Fighting Woman, aword, spear, W 31 Monsters #4 cution 2T, w/hot iron, The Rack, The Iron Hrud:-n.l talfle
bow, 2 sorceress & thief (6) Ghouls (3) & Mummies (3) arture devices, er with hot irons, The stocks, and the Vietim
W 12 HNorthern Barbarians W 3! Monsters #5 senesa5h,00
Swordsmen & Axemen (6} ‘lementals, Adr, Earth, Water, Fire (&) SET 6 THE SORL
W 13 Sorcerors W o33 sters K6 Table w/open book, 1.rull, candle on skull, lizard and amulet, shelves with
6 different types of Magic users Ogres (3) & Giant (1) books, battles 1unng sorceror seated on stool, stone
W 14 Spectalists W 34 Monsters #7 urn, h\lk’h’.‘l, 1 nd chest and boiling couldron...$4,00
Thief, Assassin, Bard, Cleric Minataur (I} & Medusa (2)
Ranger (6) W 35 Monsters #8 SET 7 E TEMPLE
W 15 0Orcs of the Red Eye Zombies (2) Skeletons (2) Altar with sacri ctim and stone statuwe. High Priest holding
Swordsmen & Axemen (6) Gargoyles (2) up heart and knife. 2 Pr temple braziers.....54.98
W 16 Orcs of the Red Eye W 36 Monsters #9 . R )
Bowmen & Spearmen (6) Purple worms (2) Giant Snakes (2) ASE T8 CTHE. THEAGEHE A3 . )
W17 ﬂrcs of the White Hand W 37 Large Monster #1 - Hydra 54,00 Stack of large che i piles of gold bars, 1‘..|'|an.' of gems, 2 urns of coins
ordsmen & Battleaxemen (6) W 3B Large Monster #2 - Red Dragon $4.00 and Bems, open che ° s 55:;/:!,. of bags u_\l‘- ins, plile urrv;lru:us
of the White Hand W 39 Large Monster #3 - Blue Dragon $3,00 treasure items, counting table w/treasure, stool wiscribe.....$4.98
Polearms & Bowmen (&) W 40 Large Monster #4 — Wyverin 5$3.00 SET 9
W 19 Goblins aof |1.u\\ Misty Mount W 4l Large Monster #5 = Manticora $3.00 beds with hanging weapuns, stack of weapons, table w/mugs, food,
Swordsmen (6) W42 Large Monster #6 - War Mommoth $4.75 lantern, knife, and botile, two stools, chest, barrel and couldron....54.00
W 20 Gobline of the Misty Mouwnt W 43 Catapult wfoerc & man crew $4.00
Axemen & Spearmen {6) W 44 Dart thrower w/ore & man crew 53,00 SORC HARTOT
. Sorceror with familiar riding in wildest fantasy chariot drawn by twe Uni-
ad range and highly im rapidly made it COTNS. .. v . 54,00
rica. The lire conta you need to stock a

I\,-mn». of warriors or cr

can T e

s Lype than y
d proportions
popular with

a temple quarters
erve your

pplimenting ranks .
sfessor MuAJK. Barker for his

ne,

ORILLA, 1st Starguard
3 : Supplement, to be used
o 'J;G‘l" DRG0 ; 1 with Starguard, below 3.50

SORHNS ! STAR SOLDIER

teers
d Officer

IRONMENT

er rifles*®
rcketeers

TERN GUNFIGHTER

25um
c 1 B DO _C“*'}"-'“-' 5 PACK s & ¢ with needle rifle 5-15 Laser Cannon w/cresman for
Lndeu:.l er w/tombstone Star‘guard, s 7 nt with Coneguns and 3 Aliens
L I:_‘ouEr:lnmin S'C'i'_f.i n11"n— - tsis nerators and Mortars (4)
3 rith pisto S‘SL jature rules Infantry and Rocket Pods (2) and Mines (5)
= r M . i Antigrav Sled w/Detachable Rocket Pod
) Doctor 53.50 Z
€ 2 BANI DMER PACK Town  drunk 2 different po
2 Mexican Banditos
3 Holdup men C 7 CAVALRYMEN PACK
ling Gificer
2 Troopers firing
ey 2 Troopers charging -
" [roope: ading carbine A
loonkeeper w/scatte “hiseey Sading chtins MILGAMEX RULEBOOKS  Available from Judges Guild
mh ler © H INDIANS PACK s -
Saloon Girl Chief
3 Fighting 2 Indians fiving bows Sword & Spear, a very interesting matri ey - for
¢ & TOWNSPEGFLE Tapians _Fw\_IIn:hrlJ’les blow by blow melee combat with basic a Oy STariy,
SORSE HAMAG 60 sions. Dozens of weapon classes (7 swore® Of Priy,
c o9 l'l-'Rsnr-';\Ll‘.'ll-:s PACK along with a fantasy supplement are included 15
Wyatt Earp
Doc Holliday Ancient Warfare, a very detailed rule set for large
j:-:-“ sl‘:;;‘::’ ancient batties (utilizing the WRG stand sizes). Many
Shantist, Wes Harding interesting concepts on generalship, scouting, melee
c 5 Squirrel Tooth Alice and a middle earth supplement in addition 3.95
c 10 ‘ 17_*11’ COWBOYS ros Tactical Ancient Armies, a large and comprehensive
-'\uhcl\:;:::'.:‘::;:l;o source for organizina ancient armies appropiate for
and rifles WRG type rules plus middle earth supplement 5.00 3
KE 1.98 each




WAR oF THE Rine & MIDDLE EARTH Available from Judges Guild.

NEW!

CHAOSIUM FANTASY GAMES Available from Judges Guild. Booty List Cont.

The following games, by the publishers of
Strategy & Tactics Magazine, have been
long in the making- and are now available!
Each makes use of S&T's colorful maps and
die cut counters and is enclosed in a
large plastic box (with compartmented
counter storage).

Middle Earth, the Wars of Middle Earth

5.R. 1419, is the complete game with the
double-map campaign game (WotR below) and
two smaller battle games (Assault on Gon-
dor & Battle for the Ring) $20.00

War of the Ring, a campaign game with
double map of Middle Earth covering the

quest of the Ringbearer's party and the

war itself. The major part of the Middle

Earth game, above, available separately
15

Elric, of Michael Moorcock's series is the subject of this medi-
um - complexity campaign type game. Accent is on the characters
and magic of this Melnibonean epic, for which colorful cards and
die cut counters are provided. The playing map is 22x28" and
quite beautiful in four colors $12.50
A11 the World's Monsters, 120 84x11" loose leaf (three-hole
punched] pages of at least 265 new monsters usable for D&D ad-
ventures. Characteristics, attacks, descriptions and occasion-
al illustrations are included. Also included is a Monster Crea-
tion table to allow you to roll up a unique monster 8.00
White Bear and Red Moon, is a complete fantasy boardgame with
die cut counters and map-board. Colorful 70 page booklet in-
cludes background, heroes, tribes and rules 9.95
Nomad Gods, second in a series with WB&RM, is similar with color-
ful map, counters and background/rules booklet, 72 pages 9.95
Troy, is a complete boardgame with die-cut counters, colorful
mapboard and 44 page booklet of rules & backgroupd of the siege
of Troy. Also included is cards allowing intervention by the
residents of Mount Olympus in this recreation of Homer's Iliad
9.95

FanTasy MINIATURES AvAILABLE From JupGeEs GuiLD

GOBBLES AND BODGERS

150 Hleohed back Gounch (25 §2.00 VUG Arrors (6] $2.08
151 Blubborr Kret (7] 52,58 5 & (81 52,90
a8

FANTASY MINIATURES :

1062 Slingers of Anfal (6) 1.98
Packs that are starred (*) have not been re-
leased at this tiMe. . 1063 Bowmen of Morth (6) 1.98

V1S3 Tasmanian Cevil (1) §2.08
1153 Bar-lika Thing (41 $2.98

115
1166 #, i
1187 =, roil 171 $2,98

1168 Hairy-fuds Thing (8] 53,50

----- 1064 Hillmen of Lame (6) 1.98 : —
@“ KW 1065 Axemen of Lossar (6) 1.98 %r_l‘demgg Instr‘uctmns:] ble direct f
A 1066 Swordsmen of Pinngel (6) 1.98 Judges Eitila: There 1= a: $10 minimm o
Fantastiques 1067 Spearmen of Ringo (6) 1.98 Oﬂdgﬁs iﬁ‘] din ;j ‘i @ ( ‘:"1 l '1”2 g"
1057 The Fellowship $3.98 1068 Fishermen of Ether w/tirdents (6)  1.98 frO; ihe ; gt Eist 1: t;esbagk ea : :ﬂs
1055 The Foes 3.98 1069 Rangers of Ithil w/bows & spears (6) 1.98 be o dot J : tg' e b )p gTh Y
1058 The Hobb 3.98 1070 Swan Knights (mtd.) w/lances 2.25 iE o eret 10 ﬂa - lidm1n1mum sent e:e
1056 The Friends 3.98 1071 Amrot Men-at-arms (6) 1.98 uﬁigodpgspa 1c i;ge. ; grs i;etsih via
1059 The Supporting Cast 3.9 *1072 Goodly Men Command (4) 2.49 h ed rarcel, the same day that they
re received.
1054 The Characters 3.98 1073 Rangers of the Morth (2 mtd.) 2.25
1086 Balrog w/whip & sword 2.98 1074 Grds. & Rangers Command (4) 2.49  GOTHIC MEDIEVAL PERIOD
1087 Ring Wraith on winged beast 3.98  ALLIES OF THE GOODLY MEN 1425 English billman w/felt hat advan-
1088 Ent (Treeman) 2.49 1075 Men of Dale w/bows (6) _ 1.98 cing (FF-25) . 2.95
1089 Stone Troll (Giant) w/cudgel 2.49 1076 Men of the Lake w/javelins (6) 1.98 1426 English bowman w/felt hat firing
1090 Ogre w/club 1.98 1077 Men of the Bear w/spears (6) 1.98 (FF-29) ) 2.95
1091 Smog (Dragon)NEW! 19.05 *1078 Wosies (Aboriginies) w/poison arrows 1427 Billman in salades attacking
1092 Eagle of Misty Mtns. 2.25 (6) 1.98 (FF-30) 2.95
1093 Lycanthrope (man & bear) 1.98 1079 Shadow Host w/spears & swords (6) 1.98 1428 Enlght w/closed helm and war hammer
1098 Black Riders (2 mtd.) 2.25 1082 Shadow Host (2 mtd.) w/lances 2.25 (FF-33) 2.95
ORCS OF THE RED EYE *1083 Shadow Host (2 mtd.) w/bows 2.25 1429 Man-at-arms w/salades and pole axe
1000 Lesser Ores w/scimitars & spears (6) 1.98 1084 Woodsmen of Mirk w/staves & bows (6) 1.98 (FF-34) _ 2.95
1001 Lesser Orcs w/bows & axes (6) 1.98  THE ROHIRUM 1530 Crossbownan “in. pates.armor_and
1002 Lesser Orcs w/hammers & bills (6)  1.98 1080 Men of the White Horse w/lances salades (FF-36) 2.95
1003 Lesser Orc Comd. - Leader & Standards (4) (2 mtd) 2,25 1431 Man-at-arms w/glaive (FF-39) 2.9
1.98 1081 Men of the White Horse w/bows 1432 Spearman in pothelm advancing (FF-40)2.95
1007 Great Orcs w/maces & whips (4) 1.98 (2 mtd.) 2.95 1433 Front rank pikeman in full armor and
1008 Great Orcs w/short swords & bills (4)1.98 7085 Men of the Mark w/javelins & swords 1434 :aladgsh(FE;35} £ ol &4
1009 Great Orcs Comd.-Ldr. & St?R?ard (4) $.4g (6) 1.98 52?§§;§ ggdegzzk¥éio?;Fozsg ates, .
*1021 Great Orcs w/bows & siths .9 1094 Men of the Mark w/spears & bows (6) 1.98 . : i - i
ORCS OF THE WHITE HAND 1035 :gn gf the Mark Cémgand (4) (6) 249 1435 Highlander swinging claymore {FF-37) 2.95
1004 Orc Comd.-Leaders & Standard (4) 2.25 1436 Highlander wf:;aﬂ?m firing bow ;3;
1005 Orcs w/short swords & spears (4 1.98 . 1438 Hand gunner - .
1006 Ores w?(bows % hofaskes. () il s Heritage Models 1439 Swiss pikeman advancing (FF-42) 2.95
ORCS OF THE MORTH *1440 Swiss Halberdier advancing 2.95
1010 Warg Riders (3 mtd.) 1.08  25mmFANTASY FIGURINES 1441 Armored bowman w/salades (FF-48) 2.95
1017 Wild Wargs (4) 1.98 1301 Good Wizards 2.95 1450 Mounted knight w/lance and shield on
ORCS OF THE MISTY MOUNTAINS 1302 Evil Wizards and Ring Wraiths 2.95 comparisoned horse (FFC-1) 2.95
1012 Goblins w/bows & clubs (6) 1.98 1303 Super Heroes 2.95 1451 Mounted knight in salades w/lance
1013 Goblins w/bills & scimitars (6) 1.98 1304 Anti-Heroes 2.95 and shild on fully barded horse
1014 Goblins w/axes & spears (6] 1.98 1305 Fire Giants 2.95 (FFC-1) 2.95
1020 Goblins Comd.-Leader & Standard (4) 1.98 1306 Frost Giants 2.95 1452 Mounted French knight w/lance on
TROLLS OF EVIL DISPOSITION 1307 Ghouls 2.95 comparisoned horse (FFC-3) 2.95
1015 Hil1l Trolls (3) 1.98 1308 Gargoyles 2.95 1453 Mounted French knight w/lance on
1016 Wood Trolls (3) 1.98 1309 Balrogs 2.95 fully barder horse (FFC-3) 2.95
1017 Cave Trolls (4) 1.98 +*1310 Hobgoblins 2.95 1454 Mounted Gendarme on charging horse
1018 River Trolls (3) 1.98 1311 Hobbits 2.95 (FFC-3) 2.95
1019 Mountain Trolls (3) 1.98 1312 Ents (FF-12) 2.95 1455 Mounted German knight w/axe on fully
EVIL MEN 1313 Wood Trolls 2.95 barded horse 2.95
*1022 Half-breeds (6) 1.98 1314 Mountain Trolls 2.95  EARLY MEDIEVAL PERIOD
WILD HILL MEN 1315 River Trolls 2.95 1400 Billman advancing (FF-24) 2.95
1023 Dumblings Comd.-Leader & Standard (4)1.98 1316 Cave Trolls 2.95, 1401 Crossbowman in felt hat advancing
1024 Dumblings w/clubs & axes (6) 1.98 1317 Dwarves w/swords and shield 2.95 (FF-26) 2.95
1025 Dumblings w/spears & swords (6) 1.98 1318 Dwarves w/axe and shield 2.95 *1402 Peasant bowman firing (FF-27) 2.95
SOUTHERNERS 1319 Dwarves firing bow 2.95 1403 Peasant w/bill attacking (FF-28) 2.95
) 026 Hareds w/spears & bows {6) 1.98 1320 Dwarves attacking w/spear 2.95 1404 Peasant w/pole sling 2.95
1030 Hareds w/swords & javelins (6) 1.98 1321 Orc Light Infantry w/bow 2.95 1405 Dismounted knight w/mace and bass-
*1031 Hareds (2 mtd.) w/bows 2.25 1322 Orc Light Infantry w/spear and inet attacking (FF-31) 2.95
1032 Hareds (2 mtd.) w/scimitars 2.25 shield 2.95 1406 Man-at-arms w/pointed bassinet and
1096 Hareds (2 mtd.) w/lances 2.25 1323 Orc w/glaive 2.95 pole axe attacking (FF-32) 2.95
*1033 Hareds Elephant w/driver 1.98 1324 Orc w/spear 2.95 1407 Spearman advancing (FF-41) 2.95
*1034 Hareds Comd.-Leader & Standard (4) 2.49 1325 Japanese Ogre 2.95 1408 Armored longbowman w/sword and buck-
1028 %ggsairs w/scimitars & boarding pike 1326 Ogre w/shield and club 2.95 ler firing (FF-45) 2.95
1.98 1327 Centaur w/shield and spear 2.95 .
1099 Corsairs leader & archer (6) 1.98 1328 Centaur firing bow 9.5 o 1o MACISUTIE- R ik Tl el KRIESE) .00
1027 ‘El'gni‘ious of Khan w/scimitars & bills 1329 Gnome w/axe E AL bl :;ﬁaoehzzggda;:gm“g ggg
1.98 1330 Gnome w/spear 2.95 B " L d
1097 Various of Khan Command (4) 2.39 1331 Legion of the Dead archer 2.95 :mg Crosshowen N BIace stir fining o 6.2
1029 Men of Far w/whips & spears (6) 1.98 1332 Legion of the Dead attacking w/spear 2.95 Early Period command pack w/mounted
EASTERNERS 1333 Legion of the Dead w/sword 2.95 herald, standard bearer, foot stan-
*1035 Men of Ruin w/bows & spears (6) 1.98 1334 Legion of the Dead w/spear BUBRCCIL TS DRATRES. AG Sommncer MiRd 8 aneZil
1036 Men of Ruin w/axes (6) 1.98 1335 Mounted Legion of the Dead w/Lance 2.95 14 Mounted knight w/lance and shield on
1037 Men of Ruin (2 mtd.) w/axes 2.25 *1336 Elves w/bow and sword 2,05 ', COMPENTSONSd horse (FFc-2) , 2.95
1038 Men of Ruin (2 mtd.) w/bows 2.25 *1337 Elves w/spear.sword. and shield 2.95 5 Mounted man-at-arms w/lance charging 2.95
*1039 Men of Ruin Comd.-Leader & Standard *1338 Thief/Assassin w/dagger 2.95
(4) 1.98 *1339 Thief/Assassin. mounted. w/sword 2.95 Teka Fine LinNe BRUSHES
DWARVES OF STRONG VISAGE 1340 Unicorn 2.95 5 )
1040 Dwarves w/axes & spears (6) 1.98 1341 Pegasus 2.95 00000- $1.603 000 - $1.40; O - $1.65
1041 Dwarves w/swords & bows (6) 1.98 *1342 Lizard Man w/Halberd 2.95 P SF PAINTS 60 Khaki
1042 Dwarves w/mattocks& 2 hd. axes (6)  1.98 *1343 Lizard Man w/sword and shield .95 LOLl s ke 62 Sahara Sand
1043 Dwarves marching w/mattocks (6) 1.98 *1344 Goblins w/bow 2.95 THIN 64 Dk. Earth Brown
1044 Dwarves Comd.-Leader & Standards (4) 1.98 *1345 Goblins w/spear and shield 2.95 5/8 oz. bottle- 65¢ 73 Midstone (tan/olive)
ELVES OF FAIR COUNTENANCE *1346 Mounted Goblins w/Lance on Warg 2.95 #6 Metal Primer 83 RLM Gray (1ight
1045 Wood Elves archers firing & spears(6)1.98 1347 Orc Archer 2.95 10 Night Black green/gray
1046 Wood Elves archers notching & swords 1348 Orc w/two handed axe 2.95 11 White 702 Panzer Gray
(6) 1.98 *1349 Mind-beater 2.95 12 Equip. Light Gray 703 Panzer Dk. Yellow
*1047 Wood Elves archers aim. & cast. *1350 Brawn-hulk 2,95 20 Fire Red 704 Panzer Dk. Green
spears (6) 1.98 *1351 Minotaur 2.95 23 Flesh 705 Panzer Red-Brown
*1048 Elves Command-Leader & Standard (4) 2.49 *1352 Classic Gargoyle 2.95 24 Int'l Orange 810 Desert Pink (a
;ﬂ?g Hgod Elves (2 mtd.) 2.25  *1353 Medusa 2.95 25 Royal ?ur?1e deeper fleshtone)
REFOLK-THE LITTLE PEOPLE 1354 Mummy w/coffin 2.95 26 Federal Blue . . :
1050 Tookers w/bows & spears (8) 1.98 *1355 Giant Cobra 2.95 30 Blue Note: Orders including
1051 Townspeople (8) .98 1356 Wargs 2.95 132 Sky Blue oy o L
1052 Warriors w/weapons & standard (8)  1.98 1357 Warrior Maiden w/bow and sword 2.95 40 Yellow east (may include
1053 Mounted Warriors (4) 2.25 *1358 Mounted Warrior Maiden w/sword and 41 Earth Yellow °ﬁ“e; items to makg
MEN OF GOODLY NATURE lance 2.95 50 Jungle Green e 1”.1‘}1121“1““‘)- s
1060 Citadel Grds. w/spears & swords (6) 1.98 *1359 Fair Maiden 2.95 52 Olive Drab TS ML) S senk post
1061 Archers of Leb (6) 1.98 *1360 Maiden lying on Sacrificial Table  2.95 53 Dark Wpn. Olive reesia United Earcel:

-15-



VALIANT MINIATURES

stardate : 3000

Federstion Sisefleet

Pursuit

- ‘1lll"

503 Prenton

balﬂscpmsena

$3.50 per pack (quanity each shown)

S0-1 'Intruder' TID Scout (9)
SD-2 'Vigilante' I1IC Interceptor (6)
SD-3 'Phantom' VB Assault Ship (4)

SD-4 Alien 'Banshee' Scout (6)
SD-5 Alien 'Vampire' Interceptor (4)
SD-6 'Draco' Class Destroyer (2)
SD-7

'Aries' Class Escort Cruiser (1)
SD-8 'Perseus' Class Cruiser (1)
SD-9 'Orion' Class Heavy Cruiser (1
5D-10 Alien 'Sadr' Class Destroyr (
SD-11 Alien 'Phardos' Escort CA (2
5D-12 Alien 'Murazh' Battle CA (1)
SD-13 Alien 'Merak' Hvy Battle E (1)
50-14 Small Movement Stands (9)
50-15 Large Movement Stands (6)
*'Orion' Class is $4.50 each

Alpha Omega, sci-fi boardgame by
Battleline, designed to be usable
with the Stardate 3000 ships $13.00

See Sci-fi section below for other
tactical space games.

5017

SD-10 Alien “Sanr

Alien

Available from Judges Guild, see requirements for ordering miniatures on the Booty List.

Aliea Staefleet
[y

S0:4 Alien “Barshee” scout (6}

class Destenyer 21

T B

S0-11 Atien “Phardos class Escort Cruier {2)

wwngroscady

Mirazh™ class Battle Cruiser 111

SD1E Alge “Merss' clas Heavy Bantle Cruise

505 Alen “Vampire” interceptor (4]

)t
2) SO
(2)

Wooden Ships & Iron Men, boardgame
usable with Fighting Sail series

ships below 9.00
i Don"t Give up the Ship, miniature
rules for sailing ships 5.00

VALTANT FIGHTING SAIL MINIATURES
$3.50 per pack (gquanity each shown)

FS-1 100 Gun Ship of the Line (2)
FS-2 74 Gun Ship of the Line (2)
F5-3 44 Gun Frigate (2)

F5-4 36 Gun Frigate (2)

FS-5 20 Gun Sloop of War (3)
FS-6 18 Gun Brig of War (3)
F5-7 16 Gun Schooner (3)
FS-8 12 Gun Cutter (3)

FS-9 Bomb Ketch (3)

FS-10 Mediteranean Galley (3)
FS-11 Algerian Xebec (3)

FS-12 Ships' Boats (15)

FS-13 Masts Under Full Sail (12)

e (1 $350

F5-14 Floating Batteries
FS-15 Land Fortifications

(6
(

)
3)

Science FrcTron Games & MiNIATURES RuLEs

Game Designers Workshop:
Traveller, three volume sci-fi

*focchi &
Star Fleet Battle Manual, ship to ship

Associates:

roTETﬁTE}1ng, boxed. Detailed

combat for Star Trek-based battles

Available from Judges Guild, other Sci-fi titles Tisted in TSR's

and other criminals
Space Patrol, extensive sci-fi role
playing booklet with accent on ad-

5ecC

6.00

character generation, space- utilizing energy allocation to shields, ventures on alien planets. Includes
ship building and movement, & phasers, warp drive etc. Cut-out ship roll-your-own alien charts 5.00
worlds and adventures  $12.00 silhouettes are included; designed for STAR TREK SHIP MINIATURES-

Imperium, MEW strategic inter- use with minjatures listed $6.00 Dreadnought 2.50
stellar war with hard-backed Alien Space, sister game to 5Star Fleet Cruiser 5‘98
map of the near region of the Battle Manual with many new ship types Destfoyer 1'c3
galaxy, die cut counters and 5.00 Scout | 1.58
box | 11.98 Star Command, tactical level rules 5.00 Romulan 2.50

Superhero 2000, role playing of the

future with players constructing
their characters into an optimum
crime fighter to battle terrorists

imum. )

(Orders including miniatures must
total $10, minimum; rulé%,gannx
may be included to make the min

FANTASY GAMES UNLIMITED

Chivalry & Sorcery,
fantasy rules, 129 pages

miniatures

NEW role playing medieval
$10.00
Gladiators, man to man contest in the arena
suitable for use with Grenadier's gladiator
5.00

Royal Armies of the Hyborean Age, battle
rules and miniatures organization for the

Conan era

6.00 =L
Down Styphon, musket & pike era battle rules i

and figure organizations, uniform guide.

Based on Lord Kalvan of Dtherwhen, fantasy
4.00
Flash Gordon & the Warriors of Mongo, role

action on an alternate earth

playing adventure rule system

Bunnies & Burrows, role playing system 1n—.

spired by Watership Down usuabde with Gren-
6.00

adier miniatures of the same name

Lords & Wizards, fantasy boardgame with die-
1200
Citadel, mini-game of the guest recover the
Tong-gone wizard's talisman; includes rules
4.00

cut counters, 22x28" three-color map

cut-apart counters and 12 floor plans

Available from Judgps Guild

- Chivalry & Sorcery

8 zar‘far’t u\)IZJI"J]’\' in the Peudal F\qr

GLADIATORS

tion. See order requirements for miniatures.

*Avalom Hill:

Starship Troopers, man to man sci-fi board

game with hard backed map and die cut count-
ers based on Robert Heinlein's book 10.00

*Metagaming Concepts:

Monsters Monsters, fantasy role playing w1th

the n]ayurs being the monsters 5.95
Ythri, sci-fi game of Poul Anderson's Avalon
8.00

Ogre, mini-game on future supertanks 2.95
Chitin, mini-game on war between races. of
intelligent insects 2.95
Melee, mini-game on man to man combat 2.95
WarpWar, mini-game on tactical spaceship

design and combat NEW 2.95
Rivets, a mini-game of war between unin-
telligent robot vehicles

2.95

Wizard, the second mini-game in Metagam-
ing's Swords & Sorcery trilogy- not avail-

L
mmﬁmwxm e

NEW- Archworld is a fan-
tasy world with lesser
emphasis on magic

booklet $6.00.

able 3.95
Royal Armies of
FLASH GORDON & Lo S ot
A Wargamers Gukde to M fge o Conan

FRAZETTA PRINTS
their poster price to $4 each

have raised

effective December 1, 1977.

F

RANK FRAZETTA's FANTASTIC ART

FRAZETTA PRINTS $4.00 each, full

color, each approx.

18x24", add $1

postal charge for each order of

Stranded

poster(s). Numbers (from Book I &
11) available are shown below:
5) Wolfmoon
6) Sorceror
10) Spiderman
12} Green Death
17) Snow Giants
20) Tyrannosaurus Rex
21) Egyptian Queen
22) Sun Goddess
23) Atlantis
24) Silver Warrior
31) Death Dealer
35) Core
38) Savage Pellucidar
39) Chained
42) Sea Witch
43) Flying Reptiles
44) Jongar Fights Back
45) Pony Tail
)

Available from Judges Guild.

The Moonmaid

The Destroyer

The Norseman
Escape on Venus

A Princess of Mars

Thuvia, Maid of Mars
Gulliver of Mars
Against the Gods
Beasts of Venus

Ghoul Queen

The Huntress

Dark Kingdom

NO POSTAGE CHARGE FOR ORDERS
OF SEVEN OR MORE POSTERS!
Include $1 for postage for
orders of six or less.

No postage charge for the
following books:
'The Fantastic Art of Frank

Frazetta' (Book 1), 42 plates
most in color $7.95
'Frank Frazetta' (Book 2),

39 plates, most in color 7.95

John Carter and the Savage Apes

T

£l

GaMES AND ACCESSORIES

DICE:

High Impact Polyhedra Dice Set, in-
cluding 4, 8, 12 & 20 sided $2.25
High Impact Twenty Sided Die, orange

plastic each .75
Polyhedra Dice, including 4, 6, 8,
12 & 20 sided 1.49

Twenty Sided Dice, one red and one

white plastic pair .89
Average Dice, six-sided dice number-
ed 2, 3, 3, 4, 4, 5 pair 2.00

Note: High Impact dice numbers are
not filled in; a permanent Sharpie

Available from Judges Guild.

marker is recommended- with two co-
lors for the 20-sided, cne for the
teens and another color for ones.

GOW:

En Garde, swashbuckling role playing
in the era of the Three Musketeers
with emphasis on maintaining social
level, dueling and military campaign-
ing., Forty-six page booklet .00
Avalon Hill:

Diplomacy, one of the best games on
dipTomacy which is simple to learn

more.
life levels
Heritage Models:

players with scenarios for Napoleonic
through World War I eras
Kingmaker, another good game for

wheeling and dealing with each play-
er/baron attempting to crown his own
royal piece king.
plexity for 2 players and up
OQutdoor Survival, game of survival
in the wilderness.
featuring lost parties, hunting and
Allows gradual expiration of
10.00

Expandable com-

Many scenarios

D&D Index by Dave Arneson, indexes

but hard to master. Best with 5-7

the original volumes of D&D

11.00

10.00

5.00

Ancient 3000 BC to 1250 AD, rules by
Wargames Research Group in England.
The most widely played rules here
and in England 5.00
Wargamers Guide to Ancients, paint-
ing tips and organization 4.00
Renaissance 1490-1660 AD, rules by
WRG for full plate & arquebusier

An adaption of the their popular
Ancients rule system

Creative Wargames Workshop:

Emerald Tablet, very detailed rules
for fantasy miniature battles with
an emphasis on medieval type magic
(which is risky!) 6.
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