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Copyr1ght© 1980 by Judges Guild Incorporated, RR 8 Box 9, 1221 N. Sunnyside
Road, Decatur, IL 62522. All rights reserved. Permission to copy the Mapping
Gmds and the Map Key & Record Sheet is hereby given to purchasers of this book
for individual non-commercial use. We would like to acknowledge Simulations
Publications Inc., New York, N.Y. as the originators of the standard hex number-
ing system. Printed in the United States of America.

The Fantasy Cartographer's Fieldbook is the Judges Guild solution to many of
the Fantasy Role Playing mapping problems. Here in is provided a set of compre-
hensive mapping sumbols which singly or in combination can mark all features and
encounters. Three separate types of mapping grid are provided so that the Fantasy
Judge may choose the one most suited to his or her needs. Note that the bulk of
the pages have been printed in a light blue color, a shade which the camera and
the copy machine do not pick up. This is to make it easy for the Judge to quickly
draw out the plan or map by following the grid lines but to be able to make copies
of the drawing without the lines coming through to spoil the drawing. However,
in some instances the Judge may want the grid to show through, so on pages 8, 9,
16, 81, 88, & 89 we have printed the Map Key and Record page and the four styles
_f'Mappmg Grid in black ink so that they will copy. Permission is given to pur-
chasers of this book to reproduce the Map Key and Record page and the Mapping
Grids for their own non-commercial use.

This book is produced to aid Fantasy Gammg Judges in the record keepmg‘
chores of an active campaign and also to assist in publication of their material. A
Judge is limited only by their imagination but magazine and publishers are limited
by printing processes. The printing process must use only one color of ink at a
time. Printing plates for the press are made by photographic means. The camera
and film reduce everything to shades of grey. However, the film is color-blind in
very peculiar ways. The chemistry of film development makes light blue drop
completely out of the picture but makes red, orange, purple, and brown come out
as black. Depending upon the particular brand of film used violet, green, and
yellow may come out black or may not come out at all. Gamers have sent some mag-
nificent pieces of art into Judges Guild, but because of the colors used to draw
them, these masterpieces could only be hung on the wall and admired, never pub-
lished. Maps and plans drawn on these forms in black are certain to meet printer's
requirements. Gamers are sure to find this book useful for record keeping and
mapping their own campaigns. The increasing number of gamers who are writing
magazine articles, designing products, and submitting contest adventure scenarios
will find this book invaluable.



HOW TO USE

The Mapping Grids are supplied in four styles. The first style is a 5mm (one
fifth inch) hexagonal grid, generally useful for outdoor and large scale maps al-
though some game systems utilize it for all scales of encounters. The second style
is 10 squares to the inch rectangular grid, often used for city mapping and ex-
tensive underground complexes. The third style is § squares to the inch rectan-
gular grid, the commonly used pattern for mapping underground complexes and
buildings. The fourth style is the special Judges Guild Numbered Hex Grid
from the Campaign Hexagon System, with its universal application to all scales of

. mapping. At the bottom of each Mapping Grid is a line where the particular scale

being utilized on this drawing should be recorded.

The Judge has the choice of utilizing the facing page as the Map Key and Record
for each map or using the reverse page as the key. In the latter case the map
and its key can be removed from the book without disturbing other maps. In either
case, a title block is provided at the top of the page to record the name of the
specific Man or Adventure, the Level of the complex or building or the section or
province, the Date of the adventure or the specific campaign date the map applies
to, and a Location blank to record any other appropriate information., At the left

of the title back is a compass rose where the appropriate directions may be filled
in. A large block of lines is included where the Judge may record any other per-
tinent information such as room numbers and contents, political alignments of
provinces, or the specific contents of some chamber.

The left column is a comprehensive set of symbols and indicators to be used
for mapping buildings and underground complexes. Inside the front cover is a
summary of some of the typical cartographic symbols as used on Topographic Maps.
These are from the Judges Guild Campaign Hexagon System and conform to inter-
national standard mapping practice.

The symbols and indicators are meant to be used singly or in combination to
record the precise location and nature of any item. For example: The symbol
for Door may have ! added to it to indicate it is locked from one side. The side
the symbol appears on would indicate which side the lock could be opened from.
Placing !! by the door would mean it was locked on both sides. Placing M! by
the door would indicate this particular door was Magic-Locked. The addition of

¢ or = would indicate that particular door was alarmed or trapped. A line under

the identification number of a particular chamber would indicate that it is inhabited
and that the Judge will need to refer to his or her room key to find the statistics
of those inhabitants. At the bottom of the Key is listed a series of the more com-
mon colors along with a line to indicate the particular meaning of this color on this
special map. (A reminder though that most of these colors photocopy as black
and will be indistinguishable on the copy). A space is left at the bottom of the
list for adding that special symbol to cover that neat new item that the Judge has
just invented.
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" FIRST FANTASY CAMPAIGN

46 WILDERLANDS HEX SHEETS. .......... $3.00
66 SEA STEEDS & WAVERIDERS ... ....... $6.50
68 WAR CRY AND BATTLELUST.......... $4.00
69 FLOTILLA ONE. ... < vicnsion oo xvimsiiin $5.00
96 TREASURY OF ARCHAIC NAMES. .. .. ... $4.95
240 THE FANTASY CARTOGRAPHER'S
FIELD BOOK: . .\ o o2 s oe wios o $3.98
390 BEEBMIELD. . .o i vein s wp sase $3.00
380 LASERTANK v ouitus v o i oty o $1.50
400 THE TOUGHEST DUNGEON............ 54.00
410 THE ASTROGATORS CHARTBOOK. . ... .. $3.98
50 MAZERN ... S e Bha il $2.00
APPROVED FOR USE WITH D&D tm
2 DUNGEONTACCABDE .. .. vium e + 5 $3.95
14 READY REFBOOK . :.oi %%tk v ou i $2.99
27 FEORLMANOR. . .\ . cnbonpn B vt s 5450
38 JUDGES SHIELD . i o o s s woe s wiss $1.98
A MOBBON . oo siciisnic: boons o e Bis $3.50
36 CHARACTER CHRONICLE CARDS . . ... .. $1.98
47 CAMPAIGN HEXAGON SYSTEM .. .. ..... $2.50
48 WILDERLANDS OF HIGH FANTASY . .. ... $8.50
52 THIEVES OF BADABASKOR. ... ........ $3.00
55 GENCONIXDUNGEON ............... $3.50
§9 VILLAGEBOOKI ................... $2.75
gl GASPLEBOBR [ i soions mgnmslis vglss $2.75
61 ISLAND BOOKT | < voiivevr v aViviany $2:18
62 CITY STATE OF THE INVINCIBLE
; DVERLOED .. Lo on s v soiom wa souis $8.00
63 CITADELOF FIRE. .................. $3.00
67 FANTASTIC WILDERLANDS BEYONDE . . .$8.00
71 FRONTIER FORTS OF KELNORE. . ... ... $3.00
76 DRAGONCROWN .. ................. $1.75
80 OF SKULLS AND SCRAPFAGGOT GREEN . .34.50

WILDERLANDS OF THE MAGIC REALM . . .$8.50

92
93 UNDER THE STORM GIANT'S CASTLE . .. .§3.00
95 SURVIVAL OETTHE FITTEST . ... ..o v i v $3.50
102 CAVERNS OF THRACIA. ... c¢ devnin e cm $6.50
104 VIELAGEBOOKAL . . . ot soau $3.00
108, VERBOSH . ...oovi o i o Smn Lo $6.50
111 MINESOF-CUSTALCON. .. .. coom v o cons $3.95
113 BOOK OF TREASUREMAPS. .. ......... $3.95
118 SWORDOF HOPE ... vow an v siis s soa wowis $3.00
119 TOWEROF ULISSION . ... ... ... ... $3.00
150 CITY STATE OF THE WORLD EMPEROR. .$12.00
290. SPIES.QF LIGHTELF .. . ssomvie vpesniniin $4.95
300 WILDERLANDS OF THE
FANTASTIC REACHES. . . .. .. .0 .. $8.50
320 BOOK OF TREASUREMAPSIT.......... $3.95
420 UNKNOWNGODS ................... $6.00
Available from your Local Hobby Store.
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APPROVED FOR USE WITH AD&D tm

CHARACTER CODEX. 5. %5 v4 50 50 Sors 2658 $4.50
DARK TOWER. . o0 vos bo wniis v sigains $5.50
OPERATION OGRE ... i ooy v oo $3.25
MELTESUCLUR- .. o s Soina s wclls & $4.00

TEMPLE OF RA ACCURSED BY SET . . . . .. $2.00
ESCAPE FROM ASTIGAR'S LAIR ........ $2.00
THE TREASURE VAULTS OF LINDORAN . .§4.00 -,
INFERNO R
PORTALSOF TORSH, . 7. i a3 oovivs ovs $3.98

TRAVELLER REFEREE SCREEN
TRAVEYELER LOGBOOK i v V00 e wenie
STARSHIP & SPACECRAFT

POR TRAMELEER . . oonv o sinpem i
DRA‘K'NESTATION . ... .............
TANCRED -0 woman e seniy o

APPROVED FOR USE WITH
RUNEQUEST GATEWAY tm

BROKEN TREE INN. .. oo cor sioin sos mimmmnd
THE HELLPITS OF NIGHTFANG. .. ... .
RUNEQUEST SHIELD .. ... s v v od simie
LEGENDARY DUCK TOWER
CITY OF LEI TABOR
DUCK POND

THE DUNGEONEER JOURNAL
$2.80 per Issue

THE JUDGES GUILD JOURNAL
Back Issues Available
§2.80 per Issue

THE DUNGEONEER
Back Issues Available
$2.80 per Issue
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