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SPELLJAMMER™ Campaign
Screens, Ships, and Space

Welcome to the SPELLJAMMER
Dungeon Master's Screen. This DM
Screen contains many useful tables
and charts from the Dungeon Master's
Guide and the SPELLJAMMER boxed
set, and will allow you to spend more
time enjoying your SPELLJAMMER
campaigns rather than spending time
looking for facts and figures. In addi-
tion, the screen is graced by a fantastic
panorama painting of battles in wild-
space, a feature sure to please your
players. This package also contains
many full color, 3-dimensional fold-up
ships to add color and style to your
space battles. With all these features,
you will no doubt find endless hours of
use for this SPELLJAMMER product.

Space-faring ships take on
new dimensions!

In the SPELLJAMMER boxed set,
there are a number of silhouette ship
counters for use in ship-to-ship com-
bat; the full color, 3-dimensional fold-
up ships in this product are a great
enhancement from the original
counters. The ships are now in a variety
of sizes, bringing them closer to scale
in size. Even with the improved ship
counters, the scale is not perfect since
many ships in the SPELLJAMMER
campaign setting are simply too large
to make in scale.

Although these 3-D ship counters
are different from the original ship
counters, they can still be used to-
gether. They both only represent the
approximate placement of a spelljam-
ming ship on the starfield tactical map;
remember that each hex of the map
represents 500 yards of space, and
many ships should fit into that space.
The fold-ups simply improve your
game with a better visual display of the
ships involved in combat, allowing de-
tails of each ship as well as relative size
to play a role in the game.

When each of the fold-ups is com-
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plete, it will stand upon a one inch rec-
tangular base: the same length of one
hex on the tactical map sheet in the
SPELLJAMMER boxed set. The ship it-
self will determine its facing—the di-
rection of the rams on a squid ship and
the base beneath them represents the
front facing of the ship. During ship
movement and battles on the starfield
map, the front of the base should be
aligned with one side of the hex the
ship is occupying. If there is any ques-
tion as to where a ship is and which di-
rection it is facing, the Dungeon
Master is, of course, the final arbitrator.

The fold-ups are fairly simple to as-
semble, though it is helpful to have a
picture of each ship ready for reference
while putting them together. You may
find the following items helpful in as-
sembling the new 3-dimensional fold-
ups: a hobby knife or razor blade and
tape or white glue. Warning: Children
should NOT use a hobby knife or a ra-
zor blade without direct supervision
of a parent or other adult, as these
tools can be harmful if not used prop-
erly. Also, glue is recommended rather
than tape since tape is visible on the
outside of the fold-ups and can detract
from their overall appearance.

Once you have gathered all of your
materials, you are ready to begin as-
sembling your fold-ups. Each piece is
perforated, so carefully punch them
out of the page. It is recommended that
you punch only the pieces of one ship
at a time to avoid getting parts mixed
up or possibly lost. Each punch-out
piece has “score” lines on them: lines
pressed into the paper to provide a
guide for folding it. As shown in the di-
agrams on the next page, fold the main
body of the the ship to form the base
into a 3-dimensional triangle. The left
and right side of the body should go
flat against each other and be glued or
taped together. Then, if the piece has
any accessory (wings, legs, etc.), break
the perforation line on the ship and
slide the accessory piece into place.
Once this is done, the fold-up is com-
plete and ready for play!

Out of Drydock & Into Play

The color and detail of the ship fold-
ups makes them ideal display pieces,
but they were designed primarily for
use in ship-to-ship combat. When pre-
paring for ship combat, creating
matching opponents for your players
can become a problem unless you pay
attention to the following factors:

1. Ship tonnage and armor—the ship’s
size and strength of the ship

2. Ship maneuverability and speed;
these stats are most important in
terms of combat—they are both var-
iable and should be relative to the
PCs' ship. Keep in mind the SR of
the ship and the helms involved: a
12th level priest on a major helm is
more beneficial to a ship’s SR than a
17th level mage on a minor helm.

3. Ships' weapons; a ship with 4 It. cata-
pults is formidable until it faces 3
mages with wands of lightning!

4. Crew—PCs’ & opponents’ levels;
PCs’ levels are important for bal-
ance in hand-to-hand combat, but
ship-to-ship combat relies on the
space experience of the crew as well
as the adventurers on board. All the
PCs’ power cannot save a ship with
an untried crew with no knowledge
of ships or ships’ weaponry.

5. Magic items; one mage with a wand
of fire or any offensive magic item
can seriously outweigh any weap-
ons of the opponents. Magic item
use must be carefully considered,
ships needing fire resistance or an-
other benefit to counter-balance the
powers of any magic items.

When comparing one ship to an-
other, look at things like those men-
tioned above. Think about beefing
ships up in some areas while trimming
other factors: ships with high AR tend
to have a low SR or MC; ships heavy
with magic items could have a green
crew, etc. After some experimenting
and play-testing, you will soon be on
your way to designing fun and chal-
lenging ship-to ship combat scenarios!




Assembly Instructions

Carefully punch out the pieces. It is suggested that you leave the smaller pieces on the cards until you are ready
to attach them to the main ship. This keeps your pieces from being mixed up or lost.

Before gluing, gently flex pieces back and forth along the (scored) fold-lines. A white glue is recommended for
assembling your foldup ship. When applying glue, apply evenly over the entire surface to be joined. Wipe away
excess with your finger until only a thin, shiny layer of glue remains. Glue should not seep out when you press
pieces together.

@ Apply glue to inside of ship A
and fold together.

Do not apply glue below
this fold-line yet.

@ Press halves together for a few seconds
till glue sets. Set aside and allow the
glue to dry. While waiting, you can
proceed with this step on other ships.

@ After your glue has dried from the above
step, apply glue to the underside of a
bottom flap. Fold up the unglued flap
first, then fold over the flap to which
glue is applied.

@ Using a pencil, press down lightly on
the inner part of the base. Hold steady
for a few seconds to set the glue and
allow to dry.

@ Punch out the pieces remaining for the
ship and insert them into the
appropriate slots. Feel free to bend or
curve the pieces as you see fit. The
score lines provide a guide to where
your ship pieces can best be folded.

Credits

Dungeon Master's Screen
Presentation and Layout by J. Paul LaFountain

and Steven E. Schend The bases have a one inch length, and they can
Spacefaring Ship Foldups easily be used with the tactical star map included
Design and Graphics by Diesel in the SPELLJAMMER™ campaign boxed set.
















Heavy Balllsta

Light Catapult
Medium Catapult
Heavy Catapult

Greek Fire Projector 1 13 3.30 1/4 5 16 18+

Missile Weapons

Arquehu 1(1 0 110 1/3 _ g =

Comp Short Bow
Flight Arrow 0 0 1-6 21 1 a —_
Long Bow
Flight Arrow 1 0 1-6 21 1 a —
Sheaf Arrow 0 0 1 4] —
ing
Bullet . 1(1) 0 1-4+1 1 1 u —
- Stone 0 0 1-4 1 1 a —

No other missile weapons are significant enough to rate at this scale, though they are useful in ramming, boarding,
and melee situations. The hand-held missile weapons marked 1(l) are capable of hitting at a range of one hex, but this
is E‘n?hsidered long range. Missiles marked with a range of 0 can be used only if the target ship is in the same hex as
wi e attacker.

U=User’s level used to figure THACO,

SHIP'S RATING USING
MAJOR AND MINOR HELMS A H
Level of Wizard  Major Minor ~ as el ] Solits
or t heim helm Deck Crew Casualty

Interior Crew Casualty
Shif Shaken

Loss of 10 Hull Points

Ship Shaken

Fire! n

Loss of SR Attacker on higher
ground

Defender invisible

Defender off-balance

17 aneuverubillly Loss
18 Loss of 10 Hull Points
19 Loss of SR

20 Spelljammer Shock! Missile fire,
long range -5

Missile fire,
medium range et
Rear attack +2

ADVANCED DUNGEONS & DRAGONS, ADAD, and SPELLJAMMER are trademaris of TSR, inc.
BINIXNN1401 1891 TSA, inc. AN Rights Resarved



14 14 14 12 12 12 10 10 10 8 8
16 15 15 14 14 13 13 12 12 11 11
10 9 8 7 6 5 4 3 2 1
15 15 15 14 14

Priest 20 20 20 18 18 18 16 16

Rogue 20 20 19 19 18 18 17 17

13 11
17 17 17 16 16 16

Warrior 20 19 18 17 16 15 14
Wizard 20 20 20 19 19 19 18 18

1 9 9
The THACO of creatures continues to decrease by 2 points per 2 Hit Dice Myond 16.

20 20 1919!7 n 15 15 13 13 11

Warriors

16-20 10
21+ 8
* Excluding polymorph wand attacks.
+ Excluding those that cause petrification or polymorph.
{ Excluding those for which another saving throw type is specified, such as death,
petrification, polymorph, etc.

4
3

Green:

space

before.

Green
Average
Trained
Crack

Average
Trained
Crack

(Previous

2 gp per standard month

(inexperienced groundlings)
Average:

4 gp per standard month

Complete novices in

Abaove, but military or
mercenaries
Have been in space

pace sailing experience

{ -
Unmodified

=1

-2

Unaffected
+2
+4

Hurricane®

Becalmed
Becalmed
Becalmed
Light Breeze

Storm
Gale
Hurricane*®

Becalmed
Light Breeze
Light Breeze
Favorable

Gale
Gale
Hurricane*®




1 die fireball
4" across
3 die fireball
1" across

Candle (lit)
Lantern (lit)

Fireball 3 times size and
effect

1-2 points (plus
immediate misfire if
arquebus)

Match (fuse)

Less than 10 miles
across

From 10-100 miles
Across

From 100-1K (1000)
miles across

From 100K-1000K (1M)

across
From 1M-10M across
10M across or greater

Size Class A: 10 rounds (1
turn)
SizeClass BE& C: 2 turns

Size Class D: 3lrs _

. 4 turns 4 .
48 turns (8 hrs)
96 turns (16 hrs)

Size Class H:
Size Class I:
Size Class J:

Mormal :
Mormal
_Normal

Becalmed
Light Breeze
Favorable

Time x4 x'a
Time x4 xa
Mo takeoff or landing

possible

Storm
Gale
Hurricane

FIREARMS TABLE

Name Cost  Weight Size  Type Speed Base Damage Additional

500 10 M
500 12

Arquebus
Blunderbuss

Ribald
Starwheel

Arquebus
Blunderbuss

Ribald 1124*
Starwheel 113
{wheel lock pistol)

Angelship
Barge of Ptah

Drakkar
Dramond
Dwarven Citadel
Eel Ship

Great Galley
Hammership
Lamprey Ship
Leaf Ship
Longship

Ogre Mammoth
Porcupine Ship
Scorpion
Shrikeship
Sidewheeler

Swan Ship
Thorn Ship
Tradesman
Turtle Ship
Tyrant Ship

Large weapons include all ranks of ballistas and catapults.
Rams: B = Blunt; G = Grappling; P = Piercing.

P 15
P 15

10
10

1410/1d10
1d4/1d4

1d4/1d4

1d4/1d4

L Charge Backfire

1

Thick wood
Thin wood
Metal
Thick wood
Thick wood

45 Thick wood

10 Thick wood
16 Thin wood
300 Stone

20 Tln wood

20 Thick wood

60 Thick wood
26  Thick wood
70 Ceramic

4 Thin .

Thick wood
Thin wood
Metal
Thick wood
Metal

Thin wood
Ceramic
Thick wood
Metal
Stone

1-2
1-2

3 Irg wpns
12 Irg wpns
36 Irg wpns
1 Irg wpn

3 Irg wpns
1 Irg wpn

3 Irg wpns
10 Irg wpns
2 Irg wpns

3 Irg wpns
3 Irg wpns
4 Irg wpns
5 lrg wpns
1 Irg wp

3 Irg wpns

2 Irg wpns
2 Irg wpns
4 Irg wpns
none
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INVHAL
H300H38
BEHOLDER

TYRANT

LNVHAL
H3070H38

H3T33IHM3IAIS
SIDEWHEELER

LNVHAL
H3a70H38
BEHOLDER

TYRANT

TYRANT SHIP TENTACLES

TYRANT SHIP TENTACLES

H3AIdSHIV3a

DEATHSPIDER LEGS UPPER

DEATHSPIDER
LEGS LOWER
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MAN-O-WAR

GALLEON

GALLEON REAR SAILS

GALLEON FRONT SAILS
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