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As a service, Judges Guild Journal will list upcoming conventions,
Organizations planning these conventions should send a postcard to
Judges Guild, P.0. Box 773, Decatur, IL 62525, giving specific
details of the coming event. For further information regarding

entrance fees and lodging available, our readers should write to
the addresses listed beneath each Con.

PENN CON '78 June 23-25, 1978
Location: Widener College, Chester, PA
Info: Penn Con '78

c/o Strategy and Fantasy World
VYalley Forge Shopping Center
King of Prussia, PA 19406

ORIGINS '78 July 14-16, 1978
Location: University of Michigan, Ann Arbor, Michigan
Info: Metro Detroit Gamers
c/o Al Slisinger
19941 Joan
Detroit, Michigan 48205
GAHANNA X August 4-6, 1978
Info: Van Siegling

222 Andalus Drive
Gahanna, OH 43230

GENCON XI August 17-20, 1978 .
Location: University of Wisconsin-Parkside, Kenosha, Wisconsin
Info: TSR, GenCon XI

P.0. Box 756

Lake Geneva, WI 53147

PACIFIC ENCOUNTERS '78 September 2-4, 1978
(formerly GenCon West'78) . )
Location: Villa Hotel, San Mateo, California

Info: Pacific Encounters '78
P.0, Box 4042
Foster {ity, California 94404
ROCKCON TV October 28-29, 1978
Location: Ramada Inn, Rockford, IL (located at the Business 20
(State 5t.) Exit on Interstate 90--Northwest Tollway
Info: Ken Lythgoe

Royal Hobby Shop
3806 E. State Street
Rockford, IL 61108

ANNOUNCING THE GREAT GUILDMEMBER DUNGEON CREATION CONTEST

It continually amazes the staff to observe the detailed
contributions of the talented Guildmembers which submit
materials for publication in the Journal. As we near
birthday of Judges Guild and pondering the proper way to
thank our many supporters, it was decided to launch a
contest on dungeon designing to celebrate and acknowledge

your help in making Judges Guild to sucess it is today. Reprinted with the permission of Marvel Comic Book Group c¢ 1977, A1l Rights Reserved

Basically the contest will be divided into six parts, one
for each level...l through & designed. You may enter any
or all the categories and each category will be judged

A1l submissions must be drawn on within a 7"
inch graph paper blue line reproducable in soft pencil. The dungeons should
be Tabeled to be read from the bottom of the 7" side Just as it will be printed

by 10" boundary on 5 squares per

for originality, presentation, and suitability by the by Judges Guild at a later d

_ , i 3 : h al ate. The dunqeon should be accompanied b keye

design staff and awarded First, Second, and Third Prizes. descr1pt1nn in the Judges Guild format {see TOB or TM) and shgu1d be {D;DT:{EG
The key must not run more than two handwritten pages in length and must be

Tegible. A1l entries must include permission to reprint the entry and all will
become the property of Judges Guild. Full acknowledgement will be given the
designer at the time of pubTication. A1l gquestions must be accompanied by SASE

Fourth Annual Strategists Club Awards for

} ‘Warlord - Robert Willlams
wi Ring - Hi i
'ar of the Ring oward Barasch & Richard Berg How to, and Wha, May Vote:

FIRST PRIZE $40 CREDIT

SECOND PRIZE $30 CREDIT

1 THIRD PRIZE $20 CREDIT
(1] HYT H H 9y . . . :
1 Creaflwfy m W&rgamlng A1l entries must be recieved at Judges Guild no later than
‘ } September 30, 1978 and prizes will be awarded in the Journal
grw‘%-_nginsipm_mo_v_lm Outstanding Professlonal FANTASY GAMING HALL OF FAME of October / November. Prizes may be used for credit on any
r War - 5Pi Wargaming Publication - 1977 ““In recognition of their contributions to fantasy gaming.' Please vote f i h i i i i i
1 Imparium - Canflict Games CAMPAIGN category ;rleaem members are; AEH, ERB, ?1.9! gLDvecrar!. :;:T?rcu.nse.ltm_ Judges Gu”.d DmdUCtS.mC]umng rene\:.la]s. E.w'"n EHFUES .meh
Ogre - Metagarming Fire & Movement | Roger Zelazny, Andre Nartan and Fritz Leiber. Do not vote for any of them. are not adjudged a prize may be considered for publication
Tt o ‘g't:;rt';;v‘:“g’zm | under our regular submission policy...so even a novice should
Victory In the Pacilc - AH leé?aaFN | Posthumous Living Authors ! not despair. You have six chances to win if you enter each
ar of the Ring - SPI neral Lord Dunsanay Paul And John Jakes i i i iaht -
A s ngn;;xm et category times thelthree prize categor1e5 or e1gh»egn chances
Qutstanding Gan:lbl)!l_dgn_-_lﬂ Flstcher Pratt. Tarry Brooks Ursula K. LeGuin at the treasure. We knew it all the time and here is your
r War - David Isby lark ton Smit Lin Carte Michael M k ¥ - i i
Cltadel - Frank Chowick primid e L Sorague deCamp  Emil patn chance to prove it to.the world...Guildmembers are the best
Imperium - Marc Miller Stanley Weinbaum Stephen A. Donaldson  Fred Saberhagen Fantasy Role Playing Judges in the Multi-verse.
Squad Leader - John Hill & Don Greenwood Philip Jose Farmar Margaret 5t. Clair
Traveller - Marc Miller Gardner F. Fox Jack Vance

Amarican Clvil War (15mm) - tirenmuer

Carolinglans, Franks & Moors (25mm) - MiniFigs

Dungeons & Dragons (25mm) - MiniFigs

Hoplites - *'Classical Ancient'” [25mm) - Ral Partha

Modern Micro Armor (1/285) - GHO

‘World Conguerors - **The Mongals and their Allies"’ (25mm)
- Ral Partha

Outstanding Minlatures Rules - 1977

Chivalry & Sorcery - Fantasy Games Linlimited
Cordite & Stesl - TSR Hobbies, Inc

The Emerald Tablst - Creative Wargamaes Workshop
Modern Armor - TSR

Legions of the Patal Throne - T5R

pastcard.

Mail ail ballats to:
SCT Awards

clo THE DRAGON
POB 110

Lake Geneva, Wi 53147

All ballots must be
postmarked no later
than 28 July 1978

Anyene reading this in any of the fine magazines running it is eligible 1o vote, but
only ance. To that end, you must include your name and address somewhere on the
ballot. This must be done, as it is our only method of preventing ballot stuffing;
failure to do 5o will invalidate the ballot. DO NOT SEND IN THIS BALLOT! DO NOT
PHOTOCOPY THIS FORNM! All votes must be cast an a postcard or 3 x 5 notecard.
Simply list your choices in numerical order. ONLY ONE CHOICE IN EACH
CATEGORY. Ballots must no! accompany any order or other correspondence with
TSR Hobbies or TSR Periodicals; they must be sent separately. We recommend a ‘

SPECIAL FEATURE!!!
Fegay Sue Kedith, Editon
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BEHIND THE SCENES--THE MAKING OF "STAR WARS"

"T have wiought my simple plan
If T give & hour of foy
T 's half a man,

To the boy
O the man who'

-=Arthur Conan Doyle's preface to
"The Lost World"

"Star Wars" takes full advantage of the technical wizardry of modern
filmmaking as it unites the hardware of contemporary space adventure
Wwith the romantic fantasies of sword and sorcery. It is a tale of
heroes and villains, telling of the romance between a young naive boy
and a beautiful, spirited princess. It is an odyssey from innocence
to knowledge--the age old tale of the passage of the sword from one
generation to the next in a world where magic is possible, where love
and goodness triumph over all.

"The trouble with the future in most futuristic movies is that it
always looks new and clean and shiny," said George Lucas, writer-
director of "Star Wars". "What is required for true credibility is
a used future. The Apolle capsules were instructive in that regard.
By the time the Astronauts returned from the moon, you had the im-
pression the capsules were littered with weightless candy wrappers and
old Tang jars--no more impressive than the family station wagon. Al-
though "Star Wars" has no point of reference to Earth time or space
by which to familiarize ourselves, it is not about the future, but
some galactic past or some extra-temporal present; it is a decidedly
inhabited and used time and place. We don't explain everything. A1l
the hardware is taken for granted."

Copight © THTT, 30 CanmueyFom Fim
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As early as 1971, George Lucas had wanted to film a space fantasy.
"Originally I wanted to make a "Flash Gordon" movie with all the trim-
mings, but I couldn't obtain the rights to the characters. So I began
researching, and went right back and found where Alex Raymond (who

had done the original "Flash Gordon" comic strips in newspapers) had got
his idea. I discovered that he'd got his inspiration from the works of
Edgar Rice Burroughs (author of Tarzan and the John Carter, Warlord of
Mars series). [ read through that series, then found that what had
sparked Burroughs off was a science-fantasy called "Gulliver on Mars"
written by Edwin Arnold and published in 1905, That was the first

story in this genre that I have been able to trace. Jules Verne's fan-
tastic voyages occurred predominently on Earth, not stressing battling
space creatures or technological development of other planets or galaxies.
A whole new genre emerged to fi11 the void.®

"I had the "Star Wars" project in mind even before I started shooting

my last picture, "American Graffiti", and as soon as 1 finished, I began
writing "Star Wars" in January, 1973. Writing eight hours a day, five

days a week, from then until March, 1976,when we began shooting. Even
then | was busy doing various re-writes in the evenings after a day's work.
In fact, I wrote four entirely different screen plays for "Star Wars",
searching for just the right ingredients, characters and storyline. It's
always been what you might call a good idea in search of a story."”

"1 wanted to make an action movie--a movie in outer space like "Flash
Gordon" used to be. -Ray guns, running around in spaceships, shooting at
each other--1 knew I wanted to have a big battle in outer space, a sort of
dogfight thing. 1T wanted to make a movie about an old man and a kid, and
I knew that I wanted the old man to be a real old man and have a sort of
teacher-student relationship with the kid. 1 also wanted the old man to
be 1ike a warrior. I wanted a princess, too, but I didn't want her to be
a passive damsel in distress."

"What finally emerged through the many drafts of the script has obviously
been influenced by science fiction and action adventure ['ve read and seen.
And I've seen a lot of it, I'm trying to make a classic sort of genre pic-
ture, a classic space fantasy in which all the influences are working to-
gether. There are certain traditional aspects of the genre I wanted to
keep and help perpetuate in "Star Wars".

The first step after completing the basic script concept was to
visualize the new world. George contacted Colin Cantwell who
had worked on "2001" to design the initial spacecraft models.
Alex Tavoularis started preliminary storyboard sketches of the
early scripts. Production illustrator Ralph McQuarrie began to
visualize the basic ideas for characters, costumes, props and
scenery. Over a period of time Ralph went from simple sketches
and line drawings to a handsome series of production paintings
which set a visual tone for the production.

In the meantime, producer Gary Kurtz worked out a budget and
logistical plan for the complex job of filming on three con-
tinents. For the desert planet, Tatooine, all American, North
African and Middle Eastern deserts were researched and explored.
In Southern Tunisa, on the edge of the Sahara desert, the ideal
locations were found: a dry, arid landscape with lTimitless hor-
izons filled with bizarre but real architecture.

It was decided the interiors would be photographed in London,
England, because of the close proximity to North Africa and also
because of the availability of a pool of top technical people at
the EMI Elstree Studios, Borehamwood. It was the only studio in
England or America that could provide 9 large stages simultaneous-
1y and allow the company complete freedom to handpick its own per-
sonnel.

The script called for a large number of miniature and optical
effects. In June of 1975, George and Gary contracted John Dykstra
with regard to his supervising the photographic special effects.
No commercial facility had the equipment or the time to accomplish
what "Star Wars” reguired, so John worked out the plans for a com-
plete in-house effects shop. Appropriately named "Industrial
Light & Magic Corporation", the shop was set up in a warehouse in
the San Fernando Valley.

Employing as many as seventy-five people and in post-production
working on two full shifts, ILM executed the three hundred and
sixty separate special effects shots in the film. Altogether
film enhancement and special effects are visible for half of the
running time of "Star Wars".

STAR WAR

STAR WARS

Feinased oy 20t Cantury-Fex

EW.r-41 Luke Skywpiker (Merk Hamill) and Han Sals
(Harrison Ford) cbearve preparation of the fighters on
the rebel main hangar deck
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The various departments at ILM included a carpentry shop and a machine
shop which had to build or modify the special camera, editing, animating
and projecting equipment required by the special effects. A horizontal
35mm double frame format was utilized on all the special effects filming
in order to get a larger negative that could sustain the quality of the
images filmed in live action. A model shop was build to execute the
prototype models of the various space and land vehicles.

Other departments were optical printing for putting layers of film to-
gether, a rotoscope department which provided matte work and also gen-
erated original images to be used in explosion enhancement. The elect-
ronics shop devised special cameras for a self-contained camera and
motion control system. There was also a film control department for
overseeing the filing and coordinating of all film elements.

Meanwhile, at Elstree, production designer John Barry and his crew began
designing the myriad number of props and sets. Instead of the shiny new
looking architecture and rockets one usually associates with space fantasy
motion pictures, the sets and props for "Star Wars" were designed to look
inhabited and used. John Barry commented, "George wants to make it look
like it's shot on location."

The film features more than a dozen robots, in fact, but the two major
ones are C3P0 and R2D2. C3P0 was the one robot designed by production
illustrator Ralph McQuarrig, art director Norman Reynolds and sculptress
Liz Moore. The job of making the other robots work fell to John Stears
who devised the production and mechanical special effects. Besides the
dozen robots he built for "Star Wars," he also came up with light sabres,
land behicles and a myriad of explosions.

In March, 1976, a film production unit and cast descended on Tozeur, a
sleepy little oasis town in Southern Tunisia, where South Africa and
Arabia meet and the Sahara Desert begins. The construction crew worked
for eight weeks to turn the desert and towns into another planet. Filming
began on the Chotte el Djerid not too far from Tozeur. Chott means "salt
lake" in Arabic. It was an arid, dried-up wasteland dotted with an occa-
sional palm tree; a bare smooth desert reflecting the sun's rays from its
myriad streaks of white salt. It's a place of mirages, where it is dif-
In other words, an ideal

ficult to distinguish the real from the unreal.
setting for a film 1ike "Star Wars".

STAR WARS
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SW-K-11 Jawas, the rodent-like scrap collectors of Tatoaine,
walo & small control disk onto the side of Afoo-
Delno.
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During the first week, a sandstorm blew up in the desert, and the entire
crew had to wear specially supplied goggles. Cameras had to be rigor-
ously cleaned out every evening.

The first sequences of "Star Wars" take place on Tatooine, a planet in
another galaxy. The homestead where the young hero, Luke Skywalker (Mark
Hamill), lives is a huge hole in the ground leading to a series of caves.

Other locations included the sand dunes of the Tunisian desert a few miles
outside Nefta. The scene called for the skeleton of a monster creature

to lie in the background as robots R202 and C3P0 made their slow way across
the sands. As the sinister Imperial stormtroopers searched for the robots,
one of the stormtroopers rode a mammoth beast which looks 1ike a half-dino-
saur, half-elephant.

After sever seguences were filmed against the rocky grandeur of a volcanic
canyon outside Tozeur, the cast and crew moved to Matmata, one of the most
unusual towns in the world.

Matmata is largely inhabited by troglodytes, people who make their homes
in caves cut from the sides of the crater-like holes in the ground. These
craters dot the landscape, much like craters on the Moon. These under-
ground homes evolved not so much in defense against possible ememies many
years ago, but as a means of protection from the weather, which is scorch-
ing hot in summer and bitterly cold in winter.

The average Matmata home consists of an open central hole, 25 feet in dia-
meter. Often the hole is surrounded by parapets. In this way, there is
shade from the sun and protection from the wind. The only entrance is by
a gently sloping ramp which leads through a tunnel with recesses on either
side for the storage of fodder and produce. The recesses are also used
for stabling animals. The courtyard is 20 to 30 feet square and contains
cisterns fed by channels from saucer-like depressions designed to catch
the rain. There are usually two rooms on each side of the square, qouged
from the earth. Inside the rooms, or caves, niches and recesses act as
shelves, seats and beds.

In Matmata, George Lucas filmed seguences in the depths of the Hotel Sidi
Driss, which is larger but still typical of the local troglodytes' dwell-
ings. In "Star Wars," the hotel will be seen as the interior of Luke
Skywalker's homestead.

Following two and a half weeks filming in Tunisia, the "Star Wars" cast
and crew moved to EMI Elstree Studios just outside of London. It took

all nine sound stages to house production designer John Barry's thirty
sets of other planets, starships, caves, control rooms, cantinas, and the
vast network of sinister corridors on the evil manmade Death Star. For
the enormous rebel hangar sequence filled with a sgquadron of X-wing and
¥Y-wing fighters, the set was so huge that it had to be filmed on the
largest sound stage in Europe, located at Shepperton Studios in Middlesex,
some twenty miles away. The scenes with the actors took 14% weeks to
film in England.

For post-production work, George Lucas and Gary Kurtz worked out of
Industrial Light & Magic in Los Angeles where the special effects were
completed. The editing was done in Marin County outside of San Fran-
cisco.

Additional second unit Tatooine desert material was photographed in
Death Valley and Yavin Jungle material was photographed in the Mayan
ruins of Tikal National Park, Guatemala.

Noted composer John Williams spent a year preparing his ideas for the
score. During March, 1977 he conducted the 87 piece London Symphony
Orchestra in a series of 14 sessions in order to record the 90 minutes
of original music.

Original sound effects for the galactic Tanquages, behicles, robots and
weapons were collected and created by Ben Burtt. The final elaborate
stereo soundtrack was mixed at the Samuel Goldwyn Studios in the Dolby
system of noise reduction for the ultimate motion picture high fidelity
in the theatre.

Bob Dingilian, Executive Director of National Publicity, Twentieth Cen-
tury-Fox Film Corporation

Caprigh B 1977, aroury .
Corparmnon, i oure. et Femte: STAR WARS

war g o n i : ary-Fiem
o e Fbiogie tes V. Fieleased by 201 Carsary-Fo ‘wsioan Asider, a vicicus desen

KEE Watch, M Oun. Booth, at

ORIGINS 78

BW.K-13 Luwe Skywaiker (Mark HamiiE) is stlacked by a
andit

RIBBLE
Ly x?,?.aau.

Dear Maed Makistakator:

First allow me to congratulate you on the outstanding service you are
doing for Dungeon Masters. The price of my subscription has already
been returned twice over with a wealth of information. I have below
some information your readers may also find rewarding.

While searching through some ancient books of lore I came across a
number of Clerical Spells heretofore thought lost, and what I believ
to be a guideline as to their levels.

First

Hope====seccaaaaaann Dispells a Fear spell and protects the Cleric an
those with him from that spell for 3 turns.

See Truth-=---------- Allows the Cleric to see the true shape of any
polymorphed object or creature for 3 turns.

Hear Truth---------- Allows the Cleric to detect any lie for 3 turns.

Cause Fire---------- Causes any flammable material, even when wet,
to blaze.

Repair Rope---===-==-- Can repair rope (even as it breaks) from any
condition.

Age--=mmmmmmmmeaaan Cause any creature or object to age or grow
younger by 20 years.

Second

Pigs----ommmmmmeeeen Causes everyone in the group to agree with the

Cleric's wishes for 5 turns. His wishes must
be reasonable and generally good, such as
"Give some money to the Church!", "Kill a
certain evil monster!", "Show mercy!", etc.

Peace-=-==-euecccunn Causes one large creature or several smaller
creatures to become peace loving and won't
fight unless threatened, for 10 turns.

Understanding------- Causes ESP between all in group. They can
read each other's minds, but not any creature.
Lasts for about 1 game hour.

Speak with Object---Allows the Cleric to ask questions of a door,
rock, chair, etc. Object will answer him to
the best of its ability. There is a % chance
(level of Cleric + Charisma + 50) that the
object will do a favor if the Cleric asks it;
for example, lock itself, throw itself at
someone, etc.

Third

Disappear---=====-== The Cleric is transported to another plane for
up to 10 turns. On the tenth turn he must
come back or be lost forever.

Blinding Light------ Causes a great flash of light just above the
Cleric's head that blinds anyone looking at
him for 5 to 20 turns. There is also a
10% chance of going permanently blind.

Cause Truth--------- Forces any creature to speak only the truth.

Fourth

Beauth---==mm=mee-m- Causes any creature to become more beautiful.
Especially useful in dealing with Medusae.

Firg---===-mmmmmmmmn Causes anything to burn. There is a 50%

chance that the object will be totally des-
troyed, otherwise it takes 12 to 24 points
of damage.

Fifth

Convert---==-=s=====- Causes 24 first level creatures or one
creature up to 24th level (or combinations
inbetween) to become Lawful-Good. This
conversion has an B80% chance of being
permanent, otherwise lasting 2 to 24 months,
but will always last for one hour regardless
of saving throw.

Chasm of...--------- Opens a crevise 20 feet wide by 60 feet long
dropping straight to you know where.

A1l these spells are of course subject to saving throws. Some of
these spells may have been published before, please forgive my
repetition of them. [ was very happy to uncover these spells

as 1 have always felt the Cleric was slightly undergunned. I
hope you will find them useful.

Sincerely,

Harry the Gnome
c/o Kevin Garbelman



A Magic User may research appropriate spells at any level, but he may
not enchant any object until he reaches the eleventh level of mastery
and becomes a Wizard. At the eleventh level of mastery he acquires
one of the lesser keys of creation which allows him to impart powers
to objects through the process of enchantment.

e Because almost any Magic User with a windfall of cash can research a
new spell of the first or second level, spells at these levels are
almost infinite and perform any number of different functions. How-
ever, any given Magic User knows only a fraction of these spelis. In-
deed, Magic Users below eighteen in Intelligence are incapable of
learning more than a limited number of these spells. See Greyhawk.

‘Omniscient Opinions §
- _-..._)Mt VY {

Notes From TurtleDrogon Costle*

Stephen Huff An oath by Isis is binding to any Magic User. If he breaks it, he

Toses all of his magical abilities until he appeases the Goddess--

Tmost impossible task.
Human beings have the capacity to store magical emergies within their an afmost 1mp

bodies which may, once stored, be released by a specific series of
words and gestures as a specific spell. To develop this ability, a
man must devote himself to the study of magical mysteries, which

The following spells are known in the different schools.

decreases his hold upon 1ife (thus the four-sided hit dice). In the Red Magic Yellow Magic
first level of the mastery of magical skills, he is capable of stor- -
ing only a small amount of magical energy within himself of a certain 1st Level 1st Level

level of complexity of spells, their use being limited by his Intelli-

gence, Magical energy is measured in levels. Certain spells must be Magic Missile Detect Magic

stored in the Magic User in his storage space of precisely that com- Shield Read Magic
plexity and energy level. Thus though a second level Magic User may Hold Portal Sleep

have the ability to store two levels of magical energy, he cannot carry Detect Magic Light

one second level spell rather than two first because he possesses within Read Magic Protection Evil
his body two storage spaces for separate spells of the first level of

complexity, and as yet no storage space for a spell of second level com-

plexity. Likewise, a Magic User with the capacity for storing a fourth 2nd Level 2nd Level

level spell could not take four first level spells in its place. The

storage space he has developed through practice is suited only to the Phantasmal Forces

storage of spells

As you advance in levels of magical ﬁastery you add to your ability to
store spells, adding at a predetermined pace new storage areas for add-

itional spells of

A Magic User must have a good Intelligence to be effective at his trade,
because the complexity of the spells which he may use is directly pro-

of fourth level complexity.

varrying complexity.

portional to his native Intelligence.

Intelligence

As may be seen, after a certain point only those beings of superhuman
Intelligence, either because they are not of human origin or acquired

e P
CODNIMBWRN =W U & WM —

~

etc.
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Spell Level
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through magical means, may use spells beyond a certain level.

Intelligence must be trained to use magic properly; if untrained, cer-
tain chances of backfires and misspells exist.

Likewise, the possibility of learning and researching new spells is

Detect Invisible
Strength

Web

Pyrotechnics

3rd Level

Fireball

Haste Spell
Explosive Runes
Infravision
Monster Summoning I
Fly

4th Level

Wall of Fire

Fear

Extension I
Hallucinatory Terrain
Dimension Door

Charm Monster

5th Level

Hold Monster

Magic Jar

Wall of Iron

Pass Wall

Transmute Rock to Mud
Feeblemind

Blue Magic
Ist Level

Detect Magic
Read Magic
Read Languages
Charm Person
Hold Portal

Invisibility

Pyrotechnics
Continual Light
Detect Evil

3rd Level

Fireball

Haste Spell
Water Breathing
Suggestion
Clairvoyance
Dispell Magic

4th Level

Polymorph Self
Polymorph Others
Remove Curse
Wall of Fire
Growth Plant
Dimension Door

5th Level

Conjure Elemental
Wall of Iron

Magic Jar

Contact Higher Plane
Cloud KiTl

Growth Animal

1st Level

Flower Summoning
Pet Summoning I
Special Effects I
Servant Summoning I
Heating Liquid

governed by the level of the researcher and his Intelligence. It is
not possible to research spells of a complexity higher than the re-
searcher is capable of using. Spells of very high levels are extremely
rare. The number of persons who have existed capable of using them is
small, and the expense involved in researching them is gigantic.

Chilling Liquid

2nd Level 2nd Level
Detect Invisible

. . . . . Locate Object
Spell throwing actually involves three steps. The first is learning Mirror Image

the spell. Learning involves research, discovery of a new spell, or Strength
studying spells which have already been researched. Learning may also be Knock
accomplished through apprenticeship to another Magic User who knows the Levitate
spell, or by hiring another Magic User to teach you. Because magic has
been in existence for some time, a number of schools of magic have grown
up, each of which knows some spells, not all.

Enchanting Drink
Prevent Spoilage
Minor Enchantment

3rd Level Explanations of utility spells

may be found in later pages.

Lightning Bolt

These schools are: The School of Red Magic, The School of Yellow Magic,

h - Infravision Any spells not found in these
and The School of Blue Magic. Other schools exist, but they are not Protection Normal Missiles three schools are secret spells,
widely known. MNo spells above the fifth level are common knowledge in STow Spell and must be learned in one of the
any of these schools. Such spells must be learned either by researching Hold Person manners previously mentioned.
them yourself or studying under some other Magic User who knows them. Clairvoyance
Another possibility includes stealing a Wizard's spell books and study-
ing the spells in it. It takes a number of weeks (equal to the level 4th Level
of a spell to lTearn the spell with instruction from another Magic User
who knows it. Twice the length of time is required to use only the Wall of Ice
spell book. Confusion
The next step necessary before casting a spell is the storage of the ;;ES;;:;E
magical energies peculiar to that spell within yourself. This must Monster Summoning 11
be done prior to casting the spell, requiring one hour of time for Wizard Eye
each level of spell complexity: one hour for a first level spell;
nine hours for a ninth level spell. The time must be quiet and uninter- 5th Level

upted, or the effect is lost. Execution of gestures or speaking is nec-
essary for releasing the energies stored within the Magic User's body.
For most spells gestures are necessary. If the Magic User is securely
bound he cannot execute a spell.

Wall of Stone
Animate Dead

Pass Wall
. Feeblemind

A spell cannot be stored unless the Magic User has the spell book con- Magic Jar
taining that spell in hand. The spell book contains the precise actions, Telekinesis

phrases, and diagrams which must be executed to store that spell. A
spell once stored remains locked within the Magic User until it is re-
leased by the proper word or gesture.
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Utility spells listed here are known in all three major schools. They
were developed by Magic Users who wished to make a 1iving in the city as
something more useful than hired thugs. Hundreds more utility spells
exist, as magic is the science and technology of society.

UTILITY SPELLS

Flower Summoning: A spell of the first level of complexity, this spell
aTTows the Magic User to summon a boquet of flowers by simply pointing
his fingers. They remain for eight hours and then vanish. Range 24"
He may choose the type of flowers, number appearing 4-16., Ornamental
only, poisonous or drugging flowers will not appear.

Pet Summoning I: A spell of the first level of complexity, this spell
may be used to summon any one of the following once for each time it is
stored: a baby rabbit, a puppy., a kitten, a baby falcon, or a dove.
These are permanent, and will grow into Tiving pets.

Special Effects I: A spell of the first Tevel of complexity, this
spelT alTows the Magic User to create 1-12 multicolored butterflies
which will hover around the person of his choice for 1-6 turns, or
until they are dismissed, whichever is sooner. Also available are 1-4
doves which will fly off in a great fluttering of wings; 1-8 songbirds
which will perch nearby and sing for 1-6 turns; a harp which will play
itself for 3-12 turns; or the sound of wind chimes in the air for 3-12
turns.

Heating Liquid: A spell of the first level of complexity, this spell
alTows the Magic User to heat up to five gallons of water to a boil, or
merely to heat a cold cup of coffee to steam slightly. The intensity
varies with the Magic User's intentions. Studying this spell allows it
to be used all day long so Tong as the total water heated does not ex-
ceed five gallons. This spell has a range of two feet. In combat, if
the opponent fails to make his saving throw, all blood in his head is
instantly turned to steam, producing a messy explosion and preventing
resurrection. If a saving throw is made, there is no effect.

Chilling Liquid: A spell of the first level of complexity, very similar
to heating Tiguid, except that it can only freeze up to two and a half
gallons of water a day. Range is two feet. When used in offensives, it
oes not preclude resurrection.

Enchanting Drink: A spell of the second level of complexity, made or
sold to increase in guality. This has the effect of increasing business
done by 11-20%. Maximum amount enchanted per spell use is fifty gallons.
Range is six feet. Duration until drank.

Prevent Spoilage: A spell of the second Tevel of complexity, it allows
a Magic User to prevent normal spoilage upon meats and other food stuffs
It effects a ten by ten foot area and prevents all food, etc., placed
therein from spoiling for one week. Range is five feet.

Minor Enchantment: A spell of the second level of complexity, it allows
the Magic User to cause a limited number of small objects to act on their
own power. Ladles may be made to ladle, pitchers to pour, spits to turn,
platters may float gently around the room bearing food and drinks, pausing
as appropriate. The 1imit on the number of objects so treated is egual

to the Magic User's Intelligence. A Magic User with an Intelligence of
nine may handle nine objects at once. While supporting this spell, he may
not do anything else requiring concentration. He cannot throw other spells
Edged instruments and enchanted objects may not be affected by this spell.
Blunt implements will not move swiftly enough to inflict damage. Duration
is four turns. Range is eight inches.

Servant Summoning I: A spell of the first level of complexity, this spell
summons up an invisible non-corporeal servant which may carry up to 2,000
go:d pieces in weight. It is an abject coward, and will never assist in
melee.
who summoned it. However, it will shine shoes, clean house, and carry pack
ages with great gusto.
so long as the orders do not involve any risk. The spell lasts for three
to seven days. The servant is dispelled by being requested to assist in
combat or at the death of the Magic User who summoned it

These spells are designed to give greater depth and feel to a Magic User's
character. To flesh out the role of magic in a society where minor magi-

cians are fairly commonplace, and every large city has two ar three Wizards.

I am interested in learning any spells not listed in Greyhawk so that I may
further flesh out my magic system in Mycroft's world. If you know such,
either researched in your own world or otherwise, please drop me a letter.
If you do not want them to be published in the Judges Guild Journal, just
make a note of it. Otherwise I hope to compile a list of spells which
Judges may use as unknown spells in their own worlds. Further, if you

have any specific questions concerning magic--either magical items or magi-
cal spells or systems you would like answered--1 shall compile a list of
all such questions, select the most frequently asked, and suggest the best
answers I can. 1 shall then submit the material to the Judges Guild so
that the other Judges may make comments or suggestions concerning the
answers 1 come up with. [ am not officially associated with TSR in any
manner, so any answers suggested by me are no more than my best opinion.

If there are very few questions, I shall endeavor to answer them through
personal correspondence.

**Tim Kask, Editon of The Dragon, pointed out that Mages are already too
powenful, and this varient woul
campadan. . . Editon

Any conrespondence

; b fon Stephen Huff may be sent to the Judges Guifd gon
cruwarding! ;

PIKLAGE BOOK 1

The servant will not move farther than 24" away from the Magic User

It obeys the orders of the Magic User without question

unbafance an official Dungeons & Dragons TM

Dear Maed Makistakator:

I have bought your initial package, and I also have received it, eqjoying
it very much. Enclosed are some of my ideas for D & D which you might
consider using in the Judges Guild Journal.

Sincerely,
Garth Doverspike
MAGICAL ITEMS

Herein lies a list of fiendish and powerful magical items. Pay close heed

not to load your game with these.

Electric Armor (+1 to +5): Monks beware! This armor packs a wallop to any-
one but the wearer who touches it. 7-42 points damage.

Controlled Armor (+1 to +5): This armor is intelligent and stats a 50%
chance of being evil. It gives its user a 1:(00) Strength and a 1:(00)
Dexterity. If it is evil, it will cause its wearer to attack its party.

Non-corrodible Armor:
a plus from 1 to 5.

This is not subject to any corrosive agents, and has

Dragon Breath Shield:
Tt has no pTus.

This protects the user from all forms of Dragon Breath.

RINGS

Seal of Law: A Ring which lets any lawful command to any lawful creature be
obeyed immediately. The user can only use it in doing lawful deeds. - Any
person of the opposite alignment will be attacked by the wearer on sight,

and will never make a Morale check. There is a 50% chance of Neutrals attack-
ing.

Seal of Neutrality: Same as Seal of Law.

Seal of Chaos: Same as above.

Ring of Knowledge: This Ring has 1 to 3 charges. With it the user can find
out anything about any object. Most objects will only take up one charge,
but some well protected ones might take three!

Ring of Spell Multiples:
3 times as many spells]

This Ring gives the Magic User who wears it 2 to

Ring of Deathly Shrieking: This very intelligent Ring can be detected when
it would be most advantageous for it to give away its wearer. When Alengon
the Thief is stealthily stealing a sleeping Dragon's treasure, he is suddenly
aware that his Ring is yelling and screaming bloody murder. Zap! Minus one
Thief.

Ring of Spell Reversal: This Ring gives a Magic User's spells a 50% chance

] iring.




The Hawker, a native of By-Water Road in the City State, had plied his
trade there for over thirty years. It was his "beat," his own hawking
territory, recognized by the Benevolent Guild of Hawkers. He knew his
street well. At night he roamed the City State in search of news. He
was well entwined in the "undergrdund" information grapevine. He knew
the most reliable sources: the most corruptible sentries, the wretched
alley beggars who were not all they seemed to be, the riaht Constables
to buy drinks for to induce a pleasant state of talkative drunkenness.
Yes, the Hawker knew well the nuances of the City State.

As he walked past the station of one of the City State's most enticing
professional ladies, she shrank back, her eyes filled with terror. He
had never been bothered with their propositions since he had generated
a rumor to the effect that he was an informant for the City State Con-
stables. As he noticed the fear in her eyes, the Hawker thought of an
inflammatory item on the day's fare of news. He did not enjoy such a
reminder, for a tale of such horrible nature revolted him and, indeed,
almost made him doubt his choice of profession. But, he reasoned, the
Hawken's place & net a judge's bench, but a makeshift podiwn on the
stneet; his weapon £s not the strength of the City State Law, buy onfy
his own foud vodice.

The Hawker strode purposefully past the cowering girl (if she was more
than that, she was little more) and stepped up onto the stairs leading
to the weather-beaten door of the Blue Dolphin Inn. When he beaan his
shouts of "Hear ye. Hear ye!"™ in a voice that had the strength of his
youth and the commanding authority of greater years than his, he pro-
voked a reaction from Rhino Rudigore, owner of the Inn. The ancient
innkeeper threw open the shutters of the kitchen window and thrust his
arrogant, rock-hard face through, behind a cocked heavy crosshow. But
he recognized the Hawker, and his features, which looked as if they'd
been hacked out of granite with a pickaxe and shaped with a dull sabre
by a nearsighted dwarf, assumed a somewhat more placid expression. He
gave the Hawker a gruff nod, withdrew his crossbow, and closed up.

Aye, ye black-heanted knave, the Hawker thought, T pay ye well fon the
poon hawking rights of these stains, and more besides.  Pug Shadbolt
of the Flipping Frog changes not half your highwayman's fee. Ought ye
krnow me well, 1 who buys hal§ your bread and butten!

"Hear ye! Hear ye!" the Hawker's voice rang out. “News of the world!
News of the City State!"™ A quick glance at the bucket at his feet had
a few silver coins for him; not enough, he knew. If he began now, not
a copper more would be his from this part of the street, and he had no
small number of payoffs to make. He bellowed and rang the loud bells,
which were the trademark of the news bearer, then began.

* ok ok ok ok

"Hear ye! Hear ye! A travel-stained adventurer has stopped at Gouge-
Eye Inn on Guardsman's Road, and has told a tale that will chill the
marrow of your bones. The troll Daxrik, proprietor of the Inn, was an

intent listener who may have been responsible for the adventurer's un-
timely disappearance.”

"The visitor told of a secret religious cult in Dearthwood that holds

virgin sacrifices to Demogorgon, Arch-Prince of the Demon Worlds. The
cult's members are of the chaotic goblin races and of the lesser demon

types, and are led by a Balor, Ullumka."

"The daring adventurer first encountered the cult when its raiders at-
tacked his home town, Adderwood, at midnight. While its strong patrol
forces rounded up the few still out at that hour, cruel searcher bands
went from house to house, taking all they found therein: men, families
and all their worldly goods. Thus they took the entire town as slaves
and booty for their cult."

"The adventurer, who had escaped with his mother and two brothers, had
lost three sisters and their father to the slavers: the three sisters
captured, the father slain. They watched the slavers divide the town-
folk into three groups. The first included girls between the ages of
ten and thirteen, the second of women between fourteen and thirty, and
the third of all other captives.”

"The three brothers raced to notify the nearest garrison of City State
troops, and guided them to Adderwood. Joined by these three, the men
quickly found the third group of captives and their cantors. A fierce
battle destroyed the captors' force and freed the slaves, who were led
back to Adderwood."

"Several of the Adderwood youths then vowed to continue the search for
the other groups of captives. The three brothers joined them when the
mother of the family, consumed by grief, took her own life."

"During the course of the five years since, these stalwarts thoroughly
searched Dearthwood for any sign of the two lost groups of captives or
their cruel slavers. After two years they found a pair of semi-nomad-
ic brothels, with all their guards and patrons being goblinoid members
of the cult, and all their charges unwilling humans."

"Striking out of the night, with complete surprise, the Adderwood band
routed the goblins and orcs, and freed the women. Most of these sorry
wretches were members of the second group of captives, the young women
who had been taken from Adderwood. Many had half-orc offspring.»

"The brothers were sickened to find one of their sisters among them, a
mother of three squalling half-orcs; they were torn with grief when an
even more sickening turn of events was related by this luckless victim
of fate. Their second sister had resisted the wicked orcs with brutal
thrashing and kicking, and had been put to death by slow torture!"

"Nearly all of the adventurers had a sister or bride whom they had not
freed, nor heard a word of. So they returned the poor women to Adder-
wood, and resumed the search. For two and a half years more the brave
young men were thinned out by many encounters with the vicious ones of
Dearthwood. Finally only the three brothers were left, though many of
the missing women of Adderwood and some regions neighboring Dearthwood
were found and returned to the town, shattered by years of a fate far,
far worse than death."

"Then the three brothers, survivors of a once great band, came upen a
clearing with a statue of Demogorgon, the Two-Headed Prince, before a
large circular altar. They ascended a nearby tree and waited."

"The traveler, after relating all this, then said, 'Many patrols by an
orc tribe, the Red Eye Orcs, passed through the clearing during a week
of vigil in the tree. Finally, at the new moon, we saw a long caravan
of wagons emerge at sundown, from the north.'"

" Figures dressed in white robes emerged from the wagons and began the
odd ceremony. They set up torches on six-foot poles, thirty of these,
then stood in a circle with their torches set in the ground. Finally
a figure emerged from the lead wagon, clad on a black robe. This one
helped a smaller one, dressed in gold, to descend from the same wagon.
The two went to the altar, and made many strange gestures to the idol."

“The two figures, in gold and in black, traversed the circled priests,
and stopped before each one. Each priest cave a different and unique,
yet similar, gesture and genuflection to the golden figure, then these
two leaders would turn to the idol and repeat their first ceremony. A
hedonistic, evil sense prevailed. The entire ritual was silent."

“Finally the one in black, after leading the golden one to each of the
circled figures, led the way to the center of the circle. The one, in
the golden robe, stood there facing the altar, while the other went to

the altar after drawing a long, wicked golden blade from his robe, and
imbedding it in the ground before the golden one."

"In one proud, sweeping movement, the golden figure disrobed. She was
a most comely young woman of about seventeen, wholly unclad save for a
large number of thin golden chains and ornaments wound about her neck,
waist, and wrists.

"At the time she was facing the altar, and they could not see her face
clearly. Bup when she kneeled, she pulled up the Tong gold knife, and
held it up high to the idol, they saw her face clearly and recognizing

her? they almost gave themselves up through noise. But they suppressed
their shouts of astonishment.” d

"It was a-girl named Delfinea, who had been kidnapped from the town of
Adderwood as a girl of twelve, four and a half years before! She was
the first of that lot of captives to be seen by lawful eves since that
slaving raid by the demons and goblins of Dearthwood."

"The adventurer told the audience at the Gouge-Eye Inn, *Then Delfinea
performed a most evil dance with the ceremonial blade, one most carnal
and suggestive of a dancing girl's "dance of offering." She offered an
ornamented, glowing body to the idol of the Arch-Prince."

PANCE OR TN¢
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" The Delfinea we had known, had been driven out of this body. Instead
of her, this new Delfinea danced with a well-practiced step, as if she
had presented herself to others, to mortals, before this. But slowly,
the Delfinea of 01d began to seep back into the body as the dance went
on. The sultry, alluring eyes were replaced by fountains of terror, a
pair of silent screams of fear. But she danced on, not faltering.

" Then we knew she was a maiden, in the purest sense, and had been in-
violate of the lustful goblin races and, indeed, all others. She was,
in fact, raised for five years, and trained, then charmed or drugged a
few hours before the ceremony. She was to approach Demogorgon the way
his women would, but she was to be a virgin.”®

" And then we realized: she was to be sacrificed:!"

" Finally, glistening with sweat in the bright torchlight, she was led
to the altar. There she yielded the ceremonial blade to the priest in
black, then laid down on the altar. The priest presented the knife to a
silent, unmoving, yet somehow greedy idol, then knelt before the altar
and placed the tip of the blade against Delfinea's ribs. I did not in
my anxiety know what he was doing, for he did not immediately kill her
with it. When a trickle of blood ran down her side, I knew. He would
insert the blade, with an incredible slowness, on a path directly into

her heart. I burned with revulsion, then anger. But we were impotent
in the face of their numbers."

"The sacrifice was well done. The blade was gradually inserted by deg-
rees until the priest looked up at the idol, at least an hour later, a
murderer facing the Arch-Murderer, and repeated the first gestures he
had made. She had not been tied down or restrained in any way, yet no
struggle or cry was made. Delfinea had not moved, made a sound, nor
even changed the placid expression on her face.”

"The priests then performed unnerving indignities with the remains. A

portion was cremated; another was ground up, dried, and mixed with the
dirt of the clearing; others were eaten; still other parts of her body
were preserved and carried with the priests when, at last, they packed
their torches and gear, genuflected a final time to the idol, and left
as dawn began to gray the eastern sky.

"The adventurer, pouring his sorrows into the latest in a long liné of
drinks, told the gathering at the inn that he was certain his youngest
sister had met the same fate."

"During the return, the three brothers were separated in a pursuit, by
a large war party of orcs. He was the first to arrive at the Southern
Gate, and had waited full two weeks for his brothers. He fears dn an
awful onslaught of the cult-goblins, his brothers were captured. And
now this adventurer has perhaps succumbed to the evil forces, for none
have seen him since the telling of this tale."



The Hawker paused, realizing how much detail he had revealed. He had
intended to save much of the detail for those who were interested, who
would pay gold to hear more of this cruel religious sect. In a flurry
of rage, he turned a brilliant red and shouted, "That will be all'" He
knew his other tales would keep, and so he strode angrily through the
loudly disappointed crowd, relishing the hard contacts he made with an
innocent bystander or two who had the misfortune of getting in his way
as he headed for his next makeshift podium. Even though he had told a
great portion of his secrets about this cult, he had not revealed the
location of the altar. And so, several of the gullible young adventu-
rer types made haste to pace his long stride through the crowd, as the
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Hawker retreated. Many of the youths, who would walk so easily into a We reserve the right to edit and change small portions of submitted
horde of orcs, thinking they are invincible, already had their purses, material. Material accepted_and publ1shgd allows you credit in the
bulging with coins, ready to buy "exclusive" directions to the altar. 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
For, of course, it fits in well with a youno stalwart's dreams of wild aqd other items to be inked must be finished by us; however, more credit
glory, to charge in alone at night and sweep a shapely sacrifice from will be allowed for such items already cleanly inked, approximately $5 to
the altar before an armed host; surely her only words to him could be, $10 per project (graph paper with light blue lines may be used for the
"How could I ever repay you?" original inking--do not use a dark grid, square nor hexagonal). Neatly
typed and proofread material will receive first consideration for pub-
The Harbinger of Madfantim 1Tcatiun: Please indicate whether your material is or is not submitted
Street Reporter for for publication. Authors will receive name recognition on their material.
The Judges' Guild We cannot return unsolicited material unless a stamped self-addressed

envelope is included. Please write your name on each section submitted.
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) THE NBANENTIR B o TRE SARRGES gReG Judges Guild is pleased to introduce
_,} Atlantic plastic miniatures (HO scale)
ts 43 wEucril may be usednmvtcn Western role-
} QNI DY T THE DUy c,gc;;;obb playing games or Ancients.
)
3
}{‘(; ATLANTIC PLASTIC KITS (HO SCALE)
r
a{gf} 1501 Egyptian Pharoh's Court $2.50
y 1502 Egyptian Army 2.50
1503 Egyptian Cavalry 2.50
1504 The Sphinx 9.00
1507 Pharoah's Palace 30.00
1508 Greek Life 2.50
1509  Greek Army 2.50
i 1510 Greek Cavalry 2.50
/ 1511 Trojan Army 2.50
il 1512 Ulysses' Legend 9.00
1513 Trojan Horse 9.00
/.\ n. 1901 Buffalo Hunging .50
1002 Buffalo Bill .50
L«‘-,,—”"“’ 1003 Geronimo and the Apache .50
\\ _\3 1004 7Tth Cavalry .50
0/ 1005 Davy Crockett .50
1006 Apache Camp .50
e e 1007 U.5. Army Camp .50
1008 Kit Carson .50
1009 Sioux Sitting Bull .50
1010 Gold Rush .50
S 1011 general Custer .50
0z ioux Camp .50
I"‘?a: -‘ZAP- 1013 Stampede .50
(%4 1014 Outlaws .50
e 1050 Abilene 2.50
4 1051 Fort Riley 2.50
/\ 1052 Pioneer's Wagons 2.50
N N 1053 Gatling Gun 2.50
\ e :‘i\/f QO\./"“‘-"D These figures are available direct from
S i) St 8 Judges Guild. There is a $10 minimum on
3 0.../ . ~\[\\ ((// -‘ﬁ? 8' orders including miniatures (other items
S PROINGS = — from the Booty List on the back page may
‘_,l»x_,ff“' be ordered to make this minimum). There
15 no postal charge, orders are sent via
® Ghocony BpVEE n Al KEMTIE 1978 United Parcel, the same day .that they

are received,
FRAZETTA PRINTS

1 b r MEDIEVAL CHIVALRY
Frazettza prints 27"3 $4|-|00 each, full color, eac 1066 M 26 Man-at-Arms, Crossbow firing [
approximately 18" x 24", M 25 Man-at-Arms, Crossbow loading
M 1 Viking Swordsman M 26 Man-ar-Arms, Longbow Firing*
M 2 Viking Axeman M 27 Man-ar-Arms, Handcannon
M 3 Viking w/spear M 28 Peasant levies, § & Cleaves
5 Wolfmoon 46 Stranded M & Viking Archers N 29 Knights wiSwodst o
10 Spiderman 49 The Destroyer : 2 Viking Bers;rkers - M 30 Knights w/Maces or Axes
AngloSaxon Housecarl w/axe M 31 Enights w/Morning Star & Warhammers
12 Green Death 52 The Norseman M 7 AngloSaxon Housecarl w/sword M 32 Mounted, Man-at-Arms w/Bills
15 Berserker 53 EscaPe on Venus M B AngloSaxen Archers M 33 Mounted, Man-at-Arms w/Axe
n jants 54 A Princess of Mars M 9 AngloSaxon Fyrd Spearman M 34 Mounted, Man-at-Arms w/Crossbow
ow d of M M 10 AngloSaxon Fyrd Clubs M35 M d, Knigh Ct ing L
3 1 o n ¥ ubmin b lounte: nights '\ﬂk’g ng Lance
20 Tyrannosaurus 56 Thuvia, M?1 oF Mars M 11 Norman Swordsmen M 36 Mounted, Knights w/Sword
Rex 57 The Mad King M 12 Norman Spearman M 37 Mounted, w/hxe
21 Egyptian Queen 58 Gulliver of Mars M 13 Norman Maceman M 38 Mounted, K s w/Mace
! Archers M 39 Mounted b w/Lance
22 Sun Goddess 63 Ghoul Queen NS e o i .
. M 15 Norman Crossbowmen M 40 Mounted, Knights w/Morning Star
23 Atlantis 66 Downward to the Earth M 16 Mounted, Norman w/Lance M4l Bow Shielda (6) §2.98
31 Death Dealer 69 Dark Kingdom M 17 Mounted, Norman w/Sword M 42 Medium Gun w/crew §2.98
38 Savage Pellucidar M 18 Mounted, Norman w/Mace M 43 Heavy Siege Gun w/crew $3.98
- M 44 Hussite Warwagon §$4.98
39 Chained NO POSTAGE CHARGED ON 1400 - 1550 ueeiie Hares
43 Fiying he 1 ggg#?isﬂﬁ SEVRNLQR RS M 19 Man-at-Arms, Sword® PRICES:
lying Reptiles ! M 20 Man-at-A Axew
4 Jongar Fiont e
onga gnts . ALL MOUNTED PACKS 40 (3 figure
3 b CKS. .. $2 gure)
Include $1 for postage on M 22 Man-at-Arms, Foleaxe UNTED PACKS.
Back . M 23 Man-at-Arms, Bills & Halbards ALL OTHERS A5 MARKED.
45 Pony Tail orders of 6 or less.

Due to the increasing volume of Guildmember and Mail Order customers, we
would like to explain how to place an order with Judges Guild. Catalogues
are placed in every order, and on the back is an order form for your con-
venience! If you don't have an order form, please write down the item
number, what item(s) you want, the number(s) you want of each item, the
price per item, and finally the total price. Sometimes we run out of
stock on certain games, booklets, or minfatures. If you would care for

a substitute, please write it down.

Out of stock miniatures cannot be back ordered unless the out of stock
items total $10.00 or more. If your out of stock miniatures total is
less than $10.00, we will credit your account or refund your money--
whatever you desire!

L/ N
The new Medieval line contains a highly detailed and animated range of fipures from
PLEASE PRINT your name and address on the order. Also recheck the prices 1066 to the high point of fuedal Europe, We have :;Tnffl.-.m-n-d car;:iz figurfs aa;
i "English" or "French" since in accuality the only eTences wou e in the color
and make sure you have the right total amount. of tunte or heraldic device. At this time dealers of armour had inventories genera-
tions old and from every part of Europe, All *'s indicate that 2 different figures
If you wish to resubscribe, please write down the letter of your last are in the pack. This will further increase the variety and quality of your arsy,
installment This Tetter follows your name on your maﬂing Tabel If An important innovation developed by Grenadier Sculptors is the waist-separated
. N . A B Cavalryman, This type of figure has a multitude of advantages. You no lenger have
you forgot to resubscribe before your last installment was mailed, you the unnatural appearance of man attached to separate saddle or the crude heavy lock
will have to start your new subscription with the next installment pub- of the one piece casting'moulded right to the horse. With our figures ball-joinced at
Tished. Sorry, but subscriptions can't be back dated! Please resub- the waist, you may depart from the typical line of identical stiff positioned figures
H % 3 5 3 o 1 1 . . t d to a troop of cavalrymen who are all individuals, realistically charging, striking to
scribe early to avoid missing a single 1nsta'|1men1;. t is convenient an the left or right or varying degrees.
will save you some money if you plan on staying with the Guild.

If you have any questions or problems, please feel free to write.



WHAT IS A BOOTY LIST?
It is a listing of fantasy & science
fiction games and accessories that you
can order from Judges Guild., We ship
your order the same day it is received
by 1st Class Mail or by United Parcel.
To holders of PO Boxes--please give us
your street address also, in case the
weight necessitates UPS, If you have
any questions, don't hesitate to write.

MINIMUM ORDERS

Minimum order for games, rules & aids is
£2.00. Minimum order for any order that
includes minfatures is $10.00, however
other items may be ordered in addition
to the minjatures to make the $10.00
minioum.
POSTAGE CHARGES

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

FOREIGN:

Foreign orders will be sent surface
mail unless the following Foreign Air
Mail surcharge is added--you must in-
clude $3 of postage for $5 of merchan-
dise ordered--we will refund any excess
postage (for example: an order total-
Ting $14.99 would require $6 postage
additional).
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TAX:

Orders from I1linois must include 5%
sales tax on all items except subscrip-
tions & magazines.

w

SUBSCRIPTION ITEMS VS NON-SUBSCRIPTION
ITEMS

Subscription items are items originally
sent out as a part of the Guildmember
subscription. Non-subscription items
are optional and must be ordered separ-
ately; also subs may not be back dated.
Issues become back issues as they are
published.

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

BACK ORDERS

Rule books, 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 total out

of stock miniatures add up to $10 or
more. If we are unable to back order, a
credit memo will be issued useable for a
future order or cash refund issued if
reguested.

DISCONTINUED ITEMS

w

Certain items have been discontinued,
and their numbers will not appear below
when no longer available.

ASSOCIATE SUB  $12  Includes.Judges Shield
as 1st sent item plus the next six issues.

Not available after July 15,1978.

SEVEN ISSUE SUB $12 Includes the next

7 issues. MNot available after July 15,
1978.

CATCH=UP SUB $22 Includes the Tast 4
issues just published. Not available
after July 15, 1978.

CITY STATE CATCH-UP SUB %30 Includes the

last 4 issues just published and City
State Play Aid plus the next 6 issues.
Not available after July 15, 1978.

ADVANCED GUILDMEMBER SUB $19 Includes
the City State Play Aid as the first sent
item, plus the next & issues. Not avail-

able after July 15, 1978.

=1

o

[¥=}

POSTAL CHARGES ARE EFFECTIVE 1/1/78.

[+

US/APO/FPO*
1st Class + $3.50
3rd Class + § .00

CANADA*
Tst Class + $4.50
3rd Class + $3.80

FOREIGN*
Air Mail + $14.50
Sea Mail + § 5.20

*This surcharge is levied for the extra

LS I

o

cost of sending the issues--any items to
be sent out as "1st sent" items will go
the best way, regardless--UPS, 1st Class,
or Air Mail, respectively.

G
ﬁag_%_g;s— L?é}:d WE PAY POSTAGE ON DOMEST_I.E" ORDERS .

34" x 44" CITY MAP 54.50 (4 sections)

DUNGEON TAC CARDS §3.95 Weapon & ac-
tion cards (140) showing Greyhawk &

Chainmail "to Hit" scores and stats
originally as a part of Basic Sub)

17" x 22" CITY STATE PLAYERS MAP 50¢

17" x 22" SMALL CITY STATE JUDGES MAP
50¢ (1 section)

GUIDE TO THE CITY STATE $3.50 Fifty-
six pages of more NPC's and guide-
lTines.

SPECIAL STARTER PACKAGE $20.00 D&D
plus Associate Guildmember Sub (add
required postage).

CITY STATE QF THE INVINCIBLE OVERLORD
GAME AID $9.00 Huge Judge's aid to

a large, fantastic medieval City with
large City map, guidelines on NPC's
and background, plus Thunderhold/ Sun-
stone Caverns (originally from Basic
Sub and st issue).

DELUXE FANTASY PACKAGE $£19.95 Item
12 plus D&D plus Multi-sided dice set.

READY REF BOOK $2.99 Fifty-six pages
{in booklet form) of guidelines and
RR charts from the first six Guild-
member issues.

THUNDERHOLD/SUNSTONE  CAVERNS  $1.00
An 11" x 17" Judges map, and a player's
map of Thunderhold.

THUNDERHOLD INSTALLMENT $3.00

17" » 22" CITY STATE CAMPAIGN MAP ONE
$1.50 With all names shown.

17" » 22" CITY STATE CAMPAIGN MAP ONE
$1.50 Without names shown.

CAMPAIGN INSTALLMENT $4.50
NEWSLETTERS I, J & K A1l for 25¢
NEWSLETTER L 30¢ (4 pages)

17" x 22" JUDGES MAP OF TEGEL MANOR
AYD AREA  $2.00

11" % 17" PLAYERS MAP OF TEGEL MANOR
AND AREA  57.00

GUIDELINES BOOKLET L $2.50 A 24 page
booklet and character checklist and
Ready Ref Chart. -

TEGEL MANOR INSTALLMENT $4.50 Items
22-25. A huge haunted house with
large map of manor and area plus room
descriptions and guidelines--a good
basic dungeon-type scenario from issue
three.

JUDGES SHIELD $1.98 A reference screen
for D&D monster stats, Hit matrixes,
experience points and much more; 3 card-
board pieces fit together serving as a
screen to hide Judge's secret material
{originally part of Associate Sub).

SIX CHARACTER CHECKLISTS 50¢ (Ready
Ref Sheets from Installment L).

11" % 17" REDUCED JUDGE'S MAP OF TEGEL
MANOR AND AREA 75¢

CITY OF MODRON/UNDERWATER ADVENTURE
$1.00 An 11" x 17" Judges Map and 8"
x 11" player's map.

GUIDELINES BOOKLET M $2.50 Sixteen
pages and Ready Ref chart listing all
monster stats.

NEWSLETTER M 60¢ (8 pages)
MODRON INSTALLMENT $3.50 Items 31-33.

THREE MONSTER STATISTICS COMPENDIUM
SHEETS 50¢ (printed both sides)

CHARACTER CHRONICLE CARDS $1.98 A
compact character reference for players
or NPC 1istings. Room for stats, armor,
and background. 100 cards.

37 FIRST FANTASY CAMPAIGN by Dave Arneson
$7.98 A 92 page book & large wilder-
ness campaign map (1 each for Judge &
players) tracing history & development
of the original fantasy role-playing
campaign by the originator of the dun-
geon adventure concept. Many new rule
guidelines on lair generation, char-
acter interests, army make-ups, etc.

38 JUDGE'S FIRST FANTASY CAMPAIGN MAP
$1.50 17" x 22" map.

39 PLAYER'S FIRST FANTASY CAMPAIGN MAP
§1.50 17" x 22" map

40 JUDGES GUILD T-SHIRT $3.75 Adult
sizes. 5,M, L, XLG

41 JUDBES GUILD T-SHIRT $3.25 Child's
sizes. S, M, L, XLG

42 GUILDMEMBER BUTTON 25¢ Picturing a
drawn sword & JUDGES GUILDMEMBER

43 BARBARIAN ALTANIS/GLOW WORM STEPPES
ISSUE N $5.50

44 WILDERLANDS CAMPAIGN MAP $1.80 From
issue N, 17" x 22" map, specify which
you want--Judge's or Player's. Printed
on both sides.

45 JUDGES GUILD JOURNAL N 380¢ 16 large
pages on wilderness encounters, dungeon
encounters, and regular features.

46x4 WILDERLANDS HEX SHEETS $3.00 Four 17"

% 22" numbered hex grid sheets (print-
ed both sides for a total of 8 hex
grids) for use in mapping new wilder-
lands areas.

46 BLANK WILDERLANDS HEX GRID 80¢ 17" x
22" grid printed on both sides on same
paper as other maps. See 46x4 for a
package of 4 blank hex grids.

47 CAMPAIGN HEXAGON SYSTEM $2.50 A book-
let of 55 light grey hex fields (hexes
numbered & .3" in size, making them .2
mile for the standard D&D 5 mile Wilder-
ness hex) 8%" x 11".

48 WILDERLANDS OF HIGH FANTASY $8.50 Com-
bines five different 17" x 22" maps
(with 1 each for Judge & Players) plus
two 16 page guidelines booklets on wil-
lages and campaign guidelines (origin-
ally issues 2, 5, & 6).

49 VALON/TARANTIS ISSUE 0 $5.50

50 WILDERLANDS CAMPAIGN MAP $1.50 From
issue "0", 17" x 22" map, specify
which you want--Judge's or Player's.
Printed both sides.

51 JUDGES GUILD JOURNAL 0 80¢

52 THIEVES OF BADABASKOR $3.00 A 32 page
booklet based on a fortress adventure
complete with 5 advanced dungeon levels.

53 JUDGES GUILD JOURNAL P .80¢

54 THIEVES OF BADABASKOR ISSUE $3.50 In-
cludes Journal P.

55 GENCON IX DUNGEONS $3.50 A 32 page
booklet detailing both the preliminary
and final tournament dungeons used at
the Lake Geneva Con in 1976.

56 JUDGES GUILD JOURNAL Q 80¢

57 GENCON IX DUNGEON ISSUE $4.00 (In-
cludes Journal Q).

58 JUDGES GUILD JOURNAL R 80¢

59 VILLAGE BOOK I $2.75 Includes over
40 villages in a 64 page booklet.
Features new rules for naming and
random village generation, plus much
more.

JUDGES GUILD FANTASY GAME AIDS

We produce game aids for added depth of
play for DUNGEONS & DRAGONS TM Reg App
For, and useable 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 pro-
vided that below--with the numbers of
the issues that made them up.

PAYMENT

Please send a check or money order.
Don't send cash! U.S. currency only!

PRICES MAY CHANGE

Prices of other manufacturers™ products
may change without notice.

Send to:

JUDGES GUILD
P.0. Box 773
Decatur, IL 62525



Judges Guild .
Subscription Issues Published

FIGURES SHOWN, FAINTED AND WITH BACKGROUNDS FOR ILLUSTRATION,

1 THUNDERHOLD ISSUE $3.00 A castle of
the Dwarven King and extensive Cavern
with guidelines on poison, metal/coin
values, Beggars, Buffoons, special en-
counters. Originally "J"
2 CITY STATE CAMPAIGN ISSUE $4.50 A
wilderlands map (1 each for Judge &
players) for the area around the City
State with villages,- castles, etc.:
guidelines on Baronies, technological
level, trade guide, wishes, morale,
NPC's, and negotiations. "K"
3 TEGEL MANOR ISSUE - $4.50 A nuge haunt-
ed house with room and monster descrip-
tions and guidelines on magic statues
and resurrection results. "L"
4 MODRON ISSUE $3.50 A town map and
an underwater map with descriptions of
town inhabitants and guidelines on
swimming, sharks and monster compendius
of D&D monster stats. "M"
5 BARBARIAN ALTANIS/GLOW WORM STEPPES
CAMPAIGN ISSUE $5.50 A wilderlands
map of both areas above (with 1 each
for Judge & players), with villages,
castles, etc.; guidelines on ruins,
caves, sedarching, rivers, etc. "N"
6 VALON/TARANTIS CAMPAIGN ISSUE $5.50
A wilderlands map of both areas above
(with 1 each for Judge & Players),
with villages, castles, etc.; with
guidelines reprinted from the 2nd
issue on Baronies, technological
levels, etc. "0"
7 THIEVES OF BADABASKOR ISSUE §3.50 A
32 page booklet, based on a fortress
adventure complete with 5 advanced
dungeon levels. "P"
8 GENCON IX DUNGEONS 8$4.00 A 32 page sp
booklet detailing both the preliminary SPI
and final rounds of the tournament Barb.
dungeons used at the Lake Geneva Con barbarossa $9.00 WIZZARDS & WARRIORS FANTASY SETS
1976. With JG Journal "Q". Drive on Stalingrad $12.00 oo | peasume
gutreach $9.00 Large treasure chest, small jewel chest, pot of gems, 2 mounds of coins,
9 VILLAGE BOOK I $3.40 Includes a 64 >0rcerer $9.00 mound of coins and gems and a pile of massed gems, jewelry, coins and
page booklet with over 40 villages.  War of the Ring $15.00 treasure, 2 sacks of coins...... §2.00 ’
Features new rules for naming and Middle Earth $20.00 ser z macica. rrms
random village generation, etc. "R" Panzer Armee Afrika $9.00 { potion bottles, & scrolls, 2 skulls, wand, staff, barrel, crystal ball,
Frigate $9.00 : » brazier, boots, 2 effret bottles and 2 books of apells,.....52.00
Global War $12.00 SET 3 WEAPONS
SUBSCRIBERS: IF YOUR ADDRESS LABEL HAS AN Invasion:America $12.00 i-::!;ﬁ ::ﬁld:'! ::zién sl::ield. :lf shield, man shield, orc shield, ? heles,
"R" NEXT TO YOUR NAME, RESUBSCRIBE TODAY Tank! $8.00 Bacer.on 200 oS RAEREE, 3, Dactie axe, spear and
50 THAT YOU WON'T MISS AN ISSUE! i "CA"
has an "S" next to your nam S iy t Air War '78 5,?338 e
::f al ?, You may ge A - Talking door, Rune Throne, crypt, dead warriors, stone chair and table,
$1.00 early resub discount if you resub Sniper! $8.00 idol, 2 stone urns, small altar, trap door, 2 wall torches......$4.00
by July 1, 1978. Don't delay! Fulda Gap $9.00 ser 5 TomruRE chaMBER
Up Scope! $12.00 Hooded executioner, torturer w/hot iron, The R,
ks - ack, The Iron Maiden, table
CHANGE OF ADDRESS Battle Fleet Mars $12.00 i Tg:'-s;*‘ devices, Brazier with hot iroms, The stocks, and the Victim
Please encTose OLD ADDRESS and the DATE  War Between the States, — i
EFFECTIVE with your NEW ADDRESS. 1861-1865 $20.00 SFT © THE SORCERORS RoOM
- \War in the East able w/open book, scroll, candle on skull, lizard and amulet, shelves with
. » books, bottles, skull and snake, conjuring sorcerer seated on stool, stone
2nd gch tion $20.00 urn, barrel, jug, effret bettle, sack and chest and boiling couldren...$4.00
War in the West $30.00 ser 7 THE TRMPLE
— . . LARGE! Altar with sacrificial victim and stone statue. High Priest holdin
W [ZL)\RDS & “‘ARR'ORE’ up heart and knife. 2 Priests, ? statues, 2 temple braziers..... 54,98 8
W 1 Haflings w/bows, spears & swords(B) W 20 Monsters #2 SET 8 THE TREASURE VAULT _
W 2 Mountain lwarves, Swordsmen and Slimes, molds, jellies, ete. (4) Stack of large chests, 3 piles of gold bars, 2 pots of gems, 2 urns of coins
Warhammermen (6) W I0 Monsters. #1 . = 1A and gems, open chest of coins, stack of bags of colns, pile of various
W 3 Mountain Dwarves Werewolwes (3) & Wererats (3) treasure items, counting table w/treasure, stecl w/scribe..... 54,98
Axemen & Bowmen (6) : SET G
W 4 Elves of the Forrest W 31 Monsters 4 ? ‘ff: :E?b:z?‘wuh hanging s L B . .
Swordsmen & Bowmen (6) Ghouls (1) & Mummies (3) TanEern:: tnife. aod Botels ::2“‘}?;5:“;:*[‘9\“?““5; f-“;le bfuge fo?mm
W 5 klves of the Forrest W 32 Monsters #5 B " * pla ' sty barrel and couldron....$4.
Spearmen (6} Elementals: Air, Earth, Water, Fire (4) SET 10 THE SORCERORS CHARIOT
W & Gnomes of the Hune Shield W 33 Monsters #6 Sorceror with familia idi in wi? antasy ari . . two Und
- Swordsmen, Axemen & Spearmen (8) Ogres (3) & Giant (1) eortis e 800 D n ¢ NASSE GSntear chertoedtemn byt Tnis
W 7 OGreat Wood-Treeman (1) W 345 Monsters #7 - . . e
W 8 Good men of the West Minataur (2) & Medusa (2) Sec 11 THROHE ROoM ) : e
Bowmen (6) W 35 Monsters §8 Throne with =e=:|:rd Overlord (separate heads of Skull, Demon, or
W 9 Good men of the West Zombies (2) Skeletons (2) Gargoyles (2) Overlord) Braziers, 2 temple Lion statu .
Swordsmen, 3 types (6) W 36 Monsters #9 Queen w/Lecpard
W 10 Good men of the West Furple worms (2) Giant Snakes (2) Set 12 THE DRUNKEN DRAGON INN
Spearmen & Axemen (6) W 37 Large Monster #1 - Hydra $4.00 Bar, Innkeeper, Serving wench, Wine rack, Large Wine barrel, ? tables,
W1l F| e Characters W 18 Large Mopster #2 - Hed Dragon 34,00 & stools, bench, 3 barrels 54,98
sword, spear, W 39 Large M #3 - Blue Dragon $3.00 . o ) ; e _
bow t;“‘:o::?::;::c:ﬁiefn:;; W 40 ];;E: M:‘::i:f: #3 - Hy:[eru:dg;‘_r'\g Wizzards and Inarn?rs l?lnad rai:\ge and highly imaginative I'](‘i].gns has rapidly made it
13 H a e WAl Ls . Monater #5 - Manticors 53,00 the most popular line in America. The line contains ewerything you need to stock a
W12 Morthern Barbarlans o N oaTEN SR - + 'l:" SEDES h$4.75 dungeon, organize legions of warriors or create your own fantasy world.
ol :::;:in;n & Axemen (&) ::—‘ tajge TE“::;;;& :an“frr-: mtoo' . Unlike our competitors we do not force you to buy more figures of type than you can
L] 5 3 atapu. : m crew S4. . y . " = f
& different types of Magic users W 44 Dart thrower w/ore & man crew $3.00 ettt ‘:Zf\::ﬂmfih_j:rjl:s::,:;fs “33::;;1?; ;:;ﬁ::?;zi::’ﬁ“t“ e ith
) e ] o B riienn ¥ : joyment. c o be popular w
W14 specialists G ::{5 Vampires (6) dungeoneers and diorama builders alike. If you need a temple scene, uizzasds qu&‘rlers
Thief, Assassin, Bard, Cleric 46 Thieves (6) . or dungeon room, we have it, Mix and match them to serve your speclal needs
Ranger (b) Elven, drawf, hafling, man & women Grenadier Medieval and Ancient lines are ideal for 11 . ti g Fant ; k
W 15 Orcs of the Eye W 47 Maidens (6) e it i supplimenting your Fantasy ranks.
Swordsmen & Axesmen (B) Serving wench, harem girl, girl w/Leopard WIZZARDS AND WARRIORS HAS WON THE BEST FIGURE LINE OF THE YEAR AWARD
W16 Ores of the Eye W 48 Heros - Superheros- (6) FROM THE STRATEGIST CLUB OF AMERICA.
Bowmen & Spearmen (&) 4 different figures
W 17 Ores of the Hand W 4% Townspecple (6)
Swordsmen & Battleaxemen (&) Shopkeeper, Constable, Gentleman,
W 1B Urcs of the Hand Wanderer, Workman STARSOLDIERS
Ffolearms & Bowmen (6) W 50 Skelton Command Pack
W 19 Goblins of the Mount Leaders & Flag bearers (6)
Swordsmen (&) W 51 Skeleton Warriors
W 20 Goblins of the Mount Swordsmen (6) POVERED ABMOR TROOFS ANDROMEDA ALIENS
Axemen & Spearmen (6) W 52 Bear Pack 5= 1 Troopers®
. 9 Photon Rifl
W 21 Goblin Wolf Riders (3} Were, Bug & Owl bear (3) e 5= eman
W 22 Kobolds W 53 Ciant ticks & Centipedes i § :";""E”t"“" “’"’l““““ 5-10 Bombadier and Rocketeers
Swordsmen & Spearmen (6) (3 each) o trooymin, 1 Commeagar §-11 Statsis Fieldmen and Officer
W 23 Trolls i GALAXY ALIENS
Wood trolls & Cave trolls (6) : ;,; Z:aa: 'E:ll:s éz_sxecﬁ) o S0 INFANTRY, NONHOSTILE ENVIRONMENT
W 24 Mordor Command pack 53t gisc Parole Tom . - 5 4 Troopers with Laser rifles* §-12 Rayrifleman
Gorlin, Oro, Grest Oc, e e eatl Bu.n 5= 5 Grenadiers and Rocketeers 5-13 Rocketeer and Grenadiers
Standard Bearers, Dark Rider & - ::rpi “;:ﬂ“;“’“ and ta o $-14 Statsis Fieldmen and Officer
& Worm
iaE e i oF ¥he. Bast Expansion kit contains 3 midsections INSURGENT INFANTRY HEAVY WEAPONS
. §6.00 .
Swordsmen (6) 5~ 6 Insurgent with needle rifle 5=15" Laser Cannon w/crewman for Humans
W 26 Berserkers W 58 Carriog Ercogers (‘i.piecesti . ) S= 7 Insurgent with Coneguns and and Aliens
hxemen & Swordsmen (6) W 58 Rust, Cube, Ooze Monsters pleces Recketgun 5-16 Statsis Generators and Mortars (4)
W 27 Mounted Dark Riders (3) W. Special #1 Great Dragom $24.95 5~ 8 Command Pack, Infantry and 5-17 Rocket Pods (2) and Mines (5)
W 28 Monsters #1 Fire Demon (1) & W. Special #2 Great Griffon $24.95 Insurgent §=18 Antigrav Sled w/Detachable Rocket Pod
Wraiths (3) ( * = Pkg. contains 2 different positions) 519 Robots (4} 2 types

ALL PACKS 52,29 OR AS MARKED

CONTENTS INDICATED BY NUMBER IN BRACKETS

All PACKS $2.29



ORCS
1004

1005
1006
ORCS
1010
1011
ORCS
1012

1013

1014 Goblins w/axes & spears (6}
1020 Goblins Comd. Leader & Stand-
ard (4) 2.95
TROLLS OF EVIL DISPOSITION
1015 Hi11 Trolls (3) 2.95
1016 Woud Trolis (3) 2.95
1017 Cave Trolls (4) 2.95
1018 River Trolls (3) 2.95
1019 Mountain Trolls (3) 2.95
WILD HILL MEN
1023 Dumblings Comd. Leader & Stand-
ard (4 2.95
1024 Dumbl1ngs w/clubs & axes (6)
2.95
1025 Dumblings w/spears & swords (6)
2.95
SOUTHERNERS
1026 Hareds w/spears & bows (6)
2.95
*1030 Hareds w/swords & javelins (6)
2.95
*1031 Hareds (2 mtd) w/bows 2.95
1032 Hareds (2 mtd) w/scimitars 2.95
1096 Hareds (2 mtd) w/lances 2.95
1028

1099
1027
1097
1029

FANTASY MINIATURES AVAILABLE FROM

Der Kriegopielors

Fantastiques

OF THE WHITE HAND
?rg Comd. Leaders & Standard
4 .
Orcs w/short swords & cnears
4 2.95
Orcs w/bows & poleaxes (4)
2

OF THE NORTH

Warg Riders (3 mtd)
Wild Wargs (4)

OF THE MISTY MOUNTAINS
Goblins w/bows & clubs (6)

2.95
2.95

2.95
Goblins w/bills & scimitars (5)
2.9

Corsairs w/scimitars & boarding
pike (6) 2.95
Corsairs Leader & Archer (6)

Various of Khan w/scimitars &
bills (6) .
Various of Khan Command (4)
2.95
Men of Far w/whips & spears (6)
2.95

1036 Men of Ruin w/axes (6) 2.95
1037 Men of Ruin (2 mtd)w/axes (6)
2.9
1054 The Characters 3‘95
1055 The Foes 3.95
1056 The Friends 3.95
1057 The Fellowship 3.95
1058 The Hobb 3.95
1059 The Supporting Cast 3.95
1086 Balrog w/whip & sword 3.95
1087 Ring Wraith on winged beast
3.95
1088 Ent (Treeman) 2.95
1089 Stone Troll (Giant) w/cudgel
2.95
1090 Ogre w/club 2.95
1091 Smog (Dragon) New! 24,95
1092 Eagle of Misty Mtns. 2.95
1093 Lycanthrope (man & bear) 2.95
1098 Black Riders (2 mtd) 2.95
ORCS OF THE RED EYE
1000 Lesser Orcs w/scimitars &
spears (6) .95
1001 Lesser Orcs w/bows & axes (6)
2.95
1002 Lesser Orcs w/hammers & bills
6 2.95
1003 Lesser Orc Comd. Leader &
Standard (4) 2.95
1007 Great Orcs w/maces & whips (4)
2.95
1008 Great Orcs w/short swords &
bills (4) 2.95
1009 Great Orcs Comd. Ldr. & Stand-
ard (4) 2.95
ALLIES OF THE GOODLY MEN
1075 Men of Dale w/bows (6] 2.95
1076 Men of the Lake w/javelins (6)
2.95
1077 Men of the Bear w/spears (6)
2.9
1079 Shadow Host w/spears & swords
6) 2.95
1082 Shadow Host (2 mtd) w/lances
2.95
1083 Shadow Host (2 mtd) w/bows
2.95
1084 Woodsmen of Mirk w/staves &
bows (6) 2.95
THE ROHIRUM
1080 Men of the White Horse wf]ances
(2 mtd) 2.95
1081 Men of the White Horse w/bows
(2 mtd)
1085

1094
1095

Men of the Mark w/3ave11ns &
swords (6) 2.9
Men of the Mark w/spears &
bows (6) 2.
Men of the Mark Command (4)
2.95

Fudges Guild

1046 Wood Elves archers notching &
swords (6) 2.95
1049 Wood Elves (2 mtd) 2.95

SHIREFOLK--THE LITTLE PEOPLE

1050 Tookers w/bows & spears (8)
2.95
1051 Townspeople (8) 2.95
1052 Warriors w/weapons & standard
(8) 2.95
1053 Mounted Warriors (4) 2.95
MEN OF GOODLY NATURE
1060 Citadel Grds. w/spears & swords
(6) 2.95
1061 Archers of Leb (6) 2.95
1062 Slingers of Anfal (6) 2.95
1063 Bowmen of Morth (6) 2.95
1064 Hillmen of Lame (6) 2.95
1065 Axemen of Lossar (6) 2.95
1066 Swordsmen of Pinngel (6) 2.95
1067 Spearmen of Ringo (6) 2.95

1068
1069
1070

1071
1073

1074

Fishermen of Ether w/tridents
(6) 2.9
Rangers of Ithil w/bows & spears
6 2

( .95
Swan Knights (mtd) w/lances
2.95

Amrot Men-at-arms (6) 2.95
Rangers of the North (2 mtd)
2.9

Grds. & Rangers Command [4}

DWARVES OF STRONG VISAGE

1040
1041
1042
1043

Dwarves w/axes & spears (6)
Dwarves w/swords & bows (63
Dwarves w/mattocks & 2 hd.

axes (6) 2.95
Dw?rves marching w/mattocks
6

GOTHIC MEDIEVAL PERIOD

1425
1426
1427
1428
1429
1430
1431
1432
1433
1434

1435
1436

1438
1439
1441
1450

1451

1452
1453
1454
1455

1414

1415 Mounted man-at-arms w/lance charging

English billman w/felt hat advan-
cing (FF-25)

English bowman w/felt hat firing
(FF-29)

Billman in salades attacking
(FF-30)

Knight w/closed helm and war hammer
(FF-33)

Man-at-arms w/salades and pole axe
(FF-34)

Crossbowman in plate armor and
salades (FF-36)

Man-at-arms w/glaive (FF-39

2.95

]

L T o I A

2.

) 2.
Spearman in pothelm advancing (FF-40)2.
Front rank pikeman in full armor and

salades (FF-35)

Scottish pikeman w/coat of plates,
salades, and buckler (FF-23)
Highlander swinging claymore (FF-37
Highlander w/claymore firing bow
Hand gunner (FF-43)

Swiss pikeman advancing (FF-42)
Armored bowman w/salades (FF-48)

Mounted knight w/lance and shield on

comparisoned horse (FFC-1)

Mounted knight in salades w/lance
and shild on fully barded horse
(FFC-1)

Mounted French knight w/lance on
comparisoned horse (FFC-3)

Mounted French knight w/lance on
fully barded horse (FFC-3)

Mounted Gendarme on charging horse
(FFC-3)

)

M M

2.95

Mounted German knight w/axe on fully

barded horse

2.95

Mounted knight w/lance and shield on

comparisoned horse (FFC-2)

EARLY MEDIEVAL PERIOD
1400 Billman advancing (FF-24)

1401

1402
1403
1404
1405

Crossbowman in felt hat advancing
(FF-26)

Peasant bowman firing (FF-27)
Peasant w/bill attacking (FF-28)
Peasant w/pole sling

Dismounted knight w/mace and bas
inet attacking (FF-31)

2.95
1044 Dwarves Comd. Leader & Stand-
ards (4) 2.95

ELVES OF FAIR COUNTENANCE

1406 Man-at-arms w/pointed basir
poleaxe: attacking (FF-32)
1407 Spearman advancing (FF-41)

and

~

.95
.95
.95

P e MR Ra PORS

.95
.95

.95

2.95

[ Rt HaS AN r

1045 Wood Elves archers firing &

spears (6) .95
1347 Orc Archer 2.95
1348 Orc w/two-handed axe 2.95
1354 Mummy w/coffin 2.95
1356 Wargs 2.95
1357 Warrior Maiden w/bow 2.95
and sword
1360 Maiden lying on
Sacrificial Table 2.95

1408 Armored longbowman w/sword and buck-

HERITAGE MINIATURES--STAR TREK TM, 25mm

1604 Captain Kirk, his Yoeman, Scotty,

Sulu 2.95
1612 Federation Crew 2.95
1613 Romulan Crew 2.95
1615 Gorn Soldiers 2.95
1618 Phyeosian Plant Men 2.95
1619 The Arndorians, Blue Tentacled

Humanoids 2.95
1620 The Skorr, Winged Eagle-Men

2.95

1621 Talosians, Large Craniumed Human-

oids, Zoo Keepers 2.95
1622 The Kzin, 8' Cat-Men 2.95
1628 Tellerites, Stocky Pig-faced

Humanoids 2.9
1630 Federation Special Defence

Forces 2.95
1632 Romulan Assault Unit 2.95
ZOCCHI STAR TREK SERIES T™
K-Type Romulan Battle Cruiser 2.%0

Star Trek Logs TM, a paperback
series by Alan Dean Foster, released
for use with the above miniatures.
(Del Rey)

Log Two 1.50
Dg Three 1.50
Log Four 1.75
Log Five 1.75
Log 5ix 1.75
Log Seven 1.50
Log Nine 1.50
Log Ten 1.95
The Trouble with Tribbles, David
Gerrold (Ballantine) 1.95

The World of Star Trek, David Gerrold
[Ballantine)

The Making of Star Trek, Stephen
Whitefield & Gene Roddenberry (Del
Rey) 2.2°
Letters to Star Trek, Susan Sackett
{Ballantine) 1.95

Star Trek TM, Adventure Gaming
in the Final Frontier, a new
game manual from Heritage

5.95
Star Wars TM, George Lucas (Del Rey)
1.95

&

ler firing (FF-45)

1506

1507

1508

1509
1510
1511
1512

1513
1516

1517

1518
1519

1521
1531

JOHN CARTER, WARLORD OF MARS TM, 25mm
1504 John Carter Mounted on Thoat with
1505

Dejah Thoris and Woola 2.95
Tars, Tarkus, Juddak of Thark
2.95
Cathoris of Helium, Thuvia, Maid
of Mars, Gahan and Llana at 01
2.95
Issus, Goddess of Death and
Matai Shang, Father of Therns
2.95
Thavas, Mastermind of Mars,
Princess Tara, Ulysses, Paxton/
Balldia 2.95
Solon of Okar, Dator Thurid, Than
Kosis, Jeddak{Iodanga, Axtar 2.95
Phor Tak and Jan with-2 Mercenary
Panthans 2.95
Red ‘Martian Swordsmen of Mars
.95
Red Martian with Radium Weapons
5

Red Martian Command Group 2.95
Green Martian with Radium Rifle
2.95
Black Pirates of Barsoom, The
Firstborn 2.95
Yellow Martians, Men of Okar 2.95
White Martians, The Holy Therns
2.95
2.95
2.95

Synthetic Men of Mars
White fApe of Barscom

EDGAR RICE BURRDUGHS TM, a paper-
back series printed by Ballantine,
released for use with the above
miniatures.

A Princess of Mars
The Gods of Mars
The Warlord of Mars
The Chessmen of Mars
The Master Mind of Mars

A Fighting Man of Mars
Swords of Mars
Synthetic Men of Mars

0 Llana of Gathol

.50
.50
.50
50
50
50
.50
.25
.50

P == N N SV N T
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A Guide to Barsoom, John Flint Roy,
iT1Tus. (Ballantine) 1.75

Adventure Gaming Book by Heritage

Models, Inc., a painting guide (Shep
Paine's techniques) fictional ethnic
descriptions, man to-man action rules.

ar
itage Models,
ture gaming.

ttle Manual, by Her-

5.95

Inc., rules for adven-

.95

95
95

.95
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New Heritage Colors for Models

1/2 fluid ounce of lead free, acrylic 9503

special formula for metals, foams,

49¢ each

plastic modeling and craft material.

Water soluable,



Heritage Models

25mm FANTASY FIGURINES

1301 Good Wizards .

1302 Evil Wizards and Ring Wraiths

1303 Super Heroes

1304 Anti-Heroes

1305 Fire Giants

1306 Frost Giants

1307 Ghouls

1308 Gargoyles

1309 Balrogs

1311 Hobbits

1312 Ents (FF-12)

1313 Wood Trolls

1314 Mountain Trolls

1315 River Trolls

1316 Cave Trolls

1317 Dwarves w/swords and shield

1318 Dwarves w/axe and shield

1319 Dwarves firing bow

1320 Dwarves attacking w/spear

1321 Orc Light Infantry w/bow

1322 Orc Light Infantry w/spear and
shield

1323 Orc w/glaive

1324 Orc w/spear

1325 Japanese Ogre

1326 Ogre w/shield and club
1327 Centaur w/shield and spear

1328
1329
1330
1331

1332
1333
1334
1335
1340
1341

Centaur firing bow
Gnome w/axe
Gnome w/spear
Legion of the
Legion of the
Legion of the Dead w/sword

Legion of the Dead w/spear

Mounted Legion of the Dead w/Lance
Unicorn

Pegasus

Dead archer
Dead attacking w/spear

HERITAGE MINIATURES

Renaissance

4600 Draband Infantry w/musket, poleaxe

4601 Polish Infantry w/musket, poleaxe
(Hungarian style)

4602  Polish Infantry NCO

4603  Polish Peanant Levy and musket

4604  Polish Guardsman w/poleaxe

4605  Turkish Janissary with musket

4606  Turkish Janissary with aquebus

4607  Turkish Janissary with bow

4608  Turkish Azab w/spear and bow

4609  Turkish Azab with aquebus

4610  Turkish Azab with bow

4611  Turkish Fantastic w/sword, shield

4612  Russian Streltsi w/musket, axe

4613  Russian Streltsi firing

4614  Russian Zaporozian infantry w/axe

4615 Russian Foot Cossack w/aquebus

4616  Landsknechts Pikeman

4617  Landsknechts Arguebusier

4618  Landsknechts Halberdier

4619  Landsknechts w/2 handed sword

4620 Polish Command Group

4621  Turkish Janissar Command Group

4622  Russian Streltsi Command Group

4623  Landsknecht Command Group

4624  Lithuanian Cossack

4625 Polish Dragoon

4626  Pancerni

4627  Polish Heavy Hussar

4628 Turkish Spahi

4629  Turkish Dellis

4630  Turkish Light Cavalry "Akinki"

4631  Turkish Tartar w/bow & sword

4632  Russian Noble Cavalry

4633  Russian Noble in mail coat

4634  Russian Horse Archer

4635 Russian Horse Archer w/mace

4636  Russian Heavy Cavalry

4637  Polish Heavy Hussar Command Group

4638 Russian Noble Command Group

Renaissance Personalities

4639  Polish Winged Hussar
Renaissance Cavalry

4640  Gendarme

4641  Heavy Cavalry w/visored salot
4642 Light Cavalryman w/arquebus
4643  Light Cavalryman w/crossbow
4648  Mid 16th Century Reiters

Renaissance Foot

4644  Swiss Heavy Pikeman
4645  Swiss Medium Pikeman
4646  Landsknecht Crossbowman

HERITAGE PAINT BRUSHES

The necessary companion for the
paints is obviously a series of
high quality brushes. Heritage
now intreduces a brand new line of
hrushes specifically designed for
miniature painting. From the

tiny 10/0 detail brush through the
PPC (priming and protective coating)
brush, it's really a pleasure to
work with these quality brushes.
The highlight of the line is the
SPS (Shep Paine Special) brush.
Mr. Paine is the Grand Master
miniature painter.

HERITAGE MODEL COLORS require no

thinners, as they are safe govern-
_ment approved acrylics in rich,
deep-tone hues. Clean your brushes
and hands IN WATER! The colors
work in families--use the adjacert
darker color for shading, the ad-
Jjacent lighter color for highlight-
ing. Anyone can become a rather
creditable miniature painter by fol-
lowing the techniques demonstrated
in a special book dealing with
these colors entitled ADVENTURE
GAMING BOOK written by Shep Paine,
America's Grand Master Painter.
Here are the tricks, the methods to
make your miniatures look like pro-
fessional paint jobs! After your
painting is complete, apply either
gloss or matte protective coating
and your figures will hold up under
much hard handling and gaming. If
you use a matte protective coating,
you might want to go over metallic
g5 and leather areas where you want a
g5 shiny glaze.

5 Judges Guild will carry STAR WARS
5 MINIATURES TM as they are produced!
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Heritage Models Also Receives
Rights to Edgar Rice Burroughs’
Joﬁn Carter, Warlord of Mars TM

The estate of the late ERB has
granted exclusive rights to Her-
itage Models for the production of
a complete line of miniatures cover-
ing this popular science fiction
subject. This series will be com-
bined with Star Trek in the new
science fiction line. Popular
Ballantine pocket books of the
BARSOOMIAN sagas plus <pecial hand-
books from Heritage describing
painting techniques and organized
play with miniatures have also
been added.

TSR GAMES AND SUPPLIES

Dungeons & Dragons Collectors'
Edition $10.00 The original
fantasy role-playing game system.
Includes 3 booklets, boxed., Poly-
hedra dice required. More ex-
tensive than the D&D Basic Book
which is an updated Tow level
game system. Includes infor-
mation on all phases of adven-
turing--dungeon, wilderness, sea
and air.

Dungeons & Dragons Basic Book
$5.00 A good start into fantasy
gaming including all of the bas-
ic information for lower levels
of play (1st 3 levels). As a
note, an advanced version will
be released in the future to

add on to this basic system.

Dungeons & Dragons Basic Set
$9.95 TIncludes the D&D assort-
ment of Basic Book, a Monster &
Treasure Assortment, a Dungeon
Geomorph, and a polyhedra dice
set.

The Dragon TM is a colorful,
glossy magazine with emphasis
on D&D material (with some info
on EPT and others). Vol, I
#1-6 is out of print.” Vol. II
#T1-8 are $1.50 each. VoT. TIT
FT4s $1.50.

Advanced D&D Monster Manual

9. Carries all information
you need on monsters, alphabet-
ically organized, hard cover.

Dungeon! $9.95 Complete board-

game of sorcery and dungeon ad-
ventures.

Warlocks & Warriors $6.95 A
simple fantasy quest game of
escorting a princess past mon-
sters to a castle. Pieces,
colorful map and box.

Lankmar $10.00 Complete board-

game of heroic adventures in Neh-
won, based on "Fafhrd and the
Gray Mouser" sagas.

Monster & Treasure Assortment #1
$2.49 Levels 1-3, Tists 300 mon-
sters, 300 treasures, etc.

Monster & Treasure Assortment #2
$2.49 Levels 4-6. 300 monsters
and treasures, etc.

Monster & Treasure Assortment #3
$2.45 Levels 7-9. 300 monsters
and treasures, etc.

D& Character Pad $2.98 Com-
plete character information,
saving throw data, weapon scores,
item notes, spells & abilities,
equipment listing & location,
movement, recording spaces, 25 pp.

Other Role-Playing Titles:

Empire of the Petal Throne $27.50
A huge game system, world maps &
capital city map, boxed. The
theme is a complete fantasy mythos
of the world of Tekumel developed
by Professor M.A.R. Barker.

Metamorphosis Alpha $5.00 A role-
playing game system for giant

lost space ship, players choosing
characters from mutant creatures.

War of the Wizards $9.95 Magic
designed as an adjunct to EPT.
Very detailed spells. Includes
dice and set of 4 miniatures.

Star Probe $6.00 The first
part in a Sci-Fi trilogy game.

Star Empires $7.50 The 2nd
and very detailed part of the
5ci-Fi trilogy with star map.

Boot Hill $5.00 Relive the
wild west, choosing charact-
eristics from gambling skill,
throwing, marksmanship, etc.

Classic Warfare $10.00 An-
cient minfature rules by Gary
Gygax.

Tractics $11.95 Very detailed
rules for armored miniatures
from WW II to present. 3 Vol.,
charts, & box.

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, Supp. T $5.00
Blackmoor, Supp. II $5.00

Eldritch Wizardry, Supp. I1I
$5.00

Gods, Demi-Gods & Heroes, Supp.

i $5.00

Battle Rules for Miniatures:

Chainmail $5.00 The original

medieval battle rules with man-
to-man section recommended for

use with D&D.

swords & Spells $5.00 Battle
rules designed for use with the
D&D game system. very detailed.

Legions of the Petal Throne
$5.00 Battle ruTes designed for
use with EPT game system listed
below.

Dungeon Geomorph 1 Basic Dungeon
$2.49 Geomorphic pieces of a
dungeon floor plan designed to
fit together many different ways.

Dungeon Geomorph 2 Caves & Cav-
erns  $2.49

Dungeon Geomorph 3 Lower Dun-

geons  52.49

Outdoor Geomorph I
walled city.

$3.49 A

Battle of Five Armies $7.98
Alliance of dwarves, Men of
Dale, and elven archers hold
back evil wargs and goblins
under Bolg. You decide the
fate of all Middle Earth.

Cohorts $8.95 One of the
oldest boardgames. Egyptians
called it tau; Romans, ludus
latrunculorum, or the "game

of robbers". Allows more
variation than ordinary check-
ers, but is simpler than chess.
Reconstructed in the 1890's
from Titerary allusions and
archeological remains by Falk-
ener.

Suspicion $12.95 An adult

mystery game
5ti11 Other TSR Games:

Cavaliers & Roundheads $3.50
Field ReguTations $3.00

Valley Forge §5.00

Don't Give Up the Ship $5.00
Tricolor $5.00

Cordite & Steel $7.98

Air Power §3.95

Panzer Warfare $4.00

Bio One §2.50

Modern Armor $4.00

William the Conqueror $11.98

Little Big Horn $10.00

Fight in the Skies $10.00
African Campaign  $9.95

GDW

Mayday $5.00 A new boardgame
compatible with the Traveler
system, or can be used separate-
ly.

Traveler §$11.98 Science fiction

in the far future. 3 booklets.

En Garde! $4.00 Swashbuckling
adventure in the era of the
Three Musketeers.

Ralphia §$5.00 217 BC: The Sy-
rians battle the Egyptians in a
classic ancient clash.

Battle of Alma $5.00 The first
major battTe of the Crimean War.

Agincourt $5.00 Henry V in
rance, 1415.

Fall of Tobruk $11.98 Rommel
takes on the British 8th Army.

Overlord $11.98 The Normandy
Campaign, 1944.

Imperium $11.98 Empires in
Conflict, Worlds in the Balance.

1liad $11.98 The siege of Troy,
the fight over Helen of Troy,
the most beautiful woman in the

ancient world.

AVALON HILL

Bookcase Games

Kingmaker $10.00
Diplomacy $12.00
Starship Troopers $10.00
Squad Leader $12.00
Assault on Crete $12.00
Napoleon $12.00
Outdoor Survival $12.00
Tufabet $12.00
Shakespeare $12.00
Word Power $12.00
Luftwaffe $10.00
Speed Circuit $10.00
Facts in Five $10.00
The Collector $10.00
Twixt $10.00
Feudal £10.00
Aquire $10.00
Third Reich $12.00
Panzer Leader $12.00
Baseball Strategy $10.00
Stockmarket $10.00
Win, Place & Show $10.00
1??6 $10.00
Richthofen's War $10.00
Flat Box Games
Submarine $12.00
Wooden Ship $10.00
Gettysburg $10.00
Tactics I1 $6.00
Afrika Korps $10.00
War at Sea $6.00
D-Day $10.00
Waterloo $10.00
Caesar Alesia $12.00
Alexander the Great $10.00

ALADDIN

Bali $3.00 The ultimate card/

word game.
action for 1 to 4 players.
object is to create words of 3
or more letters for maximum
point totals.

Fiercely competitive
The

General TM magazine by Avalon
HiTT $1.50 Dedicated to the
presentation of authoritive
articles on the strategy, tac-

tics, and variation of AH games.




Keith

Matheny, Michael 5. Edgar Rice Burroughs, John Carter

Adventure Gaming Handbook. Dallas:

Heritage Models, Inc. 1978.

162 pages, $6.95) See Heritage products.

*"Quick!" he shouted in a loud voice.

"The guard! He has escaped!"

I breathed a sigh of relief--if Haj Osis could not see me, no one

could--my plan has succeeded.

Live in Barsoom where life is cheap and war is the natural order of
things. Respect must be earned, and is not easily come by. MWalk in
the footsteps of John Carter to rescue Dejah Thoris from barbaric forces
of evil. For your enjoyment and entertainment I submit the Adventure

i ok. Contents are well written, filled with usefuT,
accurate detail and contain an element of the humorous aspects of life

on Mars as well.

Red Men, First Born, Therns, Yellow Men, Panthans, Assassins, Kaldanes,
Green Men, Synthetic Men, Great White Apes, Apts, Banths, Calots.

Thoats, and on and one are given with useful painting tips, social customs,
emotional reactions, and battle etiquette. Weapons of Barsoom, Flyers,

and City architecture, conveniences, and decor are meticulosly specified.
Character set up is based on Swordsmanship, Strength,Finesse, Accuracy,
Quickness, and Constitution. Psychological characteristics are also taken

into account (Sixth Sense and Marale).

Players familiar with DAD fantasy

role-playing games will have no difficulty utilizing the Barsoomian system,

however, there is a simplified rule system included for the novice.

are printed for those who would like an easy guide in the quest for love

and glory.

* Burroughs, Edgar Rice. A Fighting Man of Mars. Vol. 7, New York:

Ballantine Books, 1930, p. 158.

Scott, Michael J. Star Trek Adventure Gaming in the Final Frontier TM.

Dallas: Heritage Models, Inc., 1978.

(39 pages, $5.95)

Star Trek TM fans, your hour has come!

You now can venture "where no

man has gone before"! A1l you need for an exciting escapade into the
future is an agreeable Mission Master (Judge), this book, pencil, 3" x &"

cards, and plenty of scratch paper.

iliarize players with the rules.

A basic scenario is provided to fam-
It leaves out much of the realism and

detail of the famous adventure series; however, the Advanced Game will
permit you to "create your own characters and control their development

during their Star Fleet careers",

Roughly six players are recommended for ST play, being the number of

bodies able to utilize the transporter spaces provided. Each character

is given six capabilities (Strength, Dexterity, Luck, Mentality, Charisma,
and Constitution) for his particular "functional unit". These abilities
will show how a character will "react to certain stimuli, perform cer-

tain tasks, and operate different kinds of equipment”. MNote that the
characteristics are also provided for the new 5T members Lieutenant M'ress,
Lieutenant Arex, in addition to Klingon, Romulan, Kzin and Gorn. Weapons,
the Standard Star Fleet issue, communicators, scientific and medical equip-
ment are distributed appropriately among the officers. Transporter range
and communicator range are 12,000 kilometers,

Obey the Prime Directive, but also be aware of the Combat System! There
are two basic types: Hand-to-hand and Ranged combat (fighting done over
a distance by throwing, long-range primitive weaponry, and phaser power).
See tables and 1ists of equipment, weapons, and armor prepared for basic
and advanced game play. "Live long and Prosper!’

THE CHAOSIUM

White Bear & Red Moon $10.00
Ist game in Dragon Pass series.

Nomad Gods $10.00 A game of
tribal warfare, 2nd in series
of Dragon Pass.

Elric_ $12.50 Boardgame based
on the character by Michael
Moorcock.

Troy $10.00 Boardgame based on
battTes in I1liad.

All the Worlds's Monsters [
$8.00 Compendium of monsters
and their descriptions.

A1l the World's Monsters II
$8.00 Compendium of monsters
and their descriptions.

Perilous Encounters $5.00
Convenient rules for fantasy
minfatures. Includes info on
common and exotic fantasy
creatures in battle!

Authentic Thaumaturgy §$7.00
Standard reference dealing
with the realms of magic and
other occult sciences, inter-
preted for role-playing games.

METAGAMING CONCEPTS

Ogre $2.95 Cybernetic Tank
game.

Chitin I $2.95 The Harvest
Wars, Insect battle,

Melee $2.95 Man-to-man fan-
tasy game.

Warpwar $2.95 Diceless space
ship combat.

Rivets $2.95 Robotic Unit
combat.

MWizard $3.95 Magical Combat

G.E.V. $3.95 The 2nd game of
Ogre series.

Ythri  $8.00 Based on Poul Ander-

The People of the Wind. Rule book
map and counters included.

Monsters! Monsters! §5.95 A
fantasy role-plaving game, the
poor man's answer to Dungeons &
Dragons.

Olympica $2.95 The U.N. Mars
Raid.

Peaap Sue

Scenarios

Z0CCHI

Star Fleet Battle Manual $6.00
SimuTates high adventure on the
frontiers of deep space. Widely
acclaimed at Star Trek Cons.

Superhero 2044 $7.00 Create a
superhero like Superman, Spider-
man, Batman, etc. to battle the
forces of the 21st Century.

Alien Space $5.00 Command an
exotic spaceship during inter-
stellar battles. Comes with 8
different ship counters, rules
for multi-player fleet sized
battles.

Star Command $5.00 Tactical
evel rules.

Space Patrol $5.00 Extensive
Sci-Fi role-playing booklet with
an accent on adventures on alien
planets. Includes roll-your-own
charts.

STAR TREK SHIP MINIATURES

Dreadnought  $2.50
Cruiser $1.98
Destroyer §1.98
Scout $1.98
Romulan $2.50

Orders including miniatures
must total $10.00 minimum;
rules/games may be included
to make the minimum.

FLYING BUFFALO

Tunnels & Trolls $4.00 Rules
Set.

Buffalo Castle $3.00 Solo
dungeon.

Labyrinth $3.00 Solo dungeon.
Deathtrap EquaTizer $3.00

Solo dungeon.

Naked Doom $3.00 Solo dungeon.
Dargon's Dungoon  $3.00 Solo
dungeon.

Weirdworld $3.00 Solo dungeon.
Overhi1j__§3.00 Solo dungeon.
Beyond the 5iTver Pam $3.00
50lo dungeon.

Computer Generated Dungean
§3.00

MAGAZINES AVAILABLE FROM JG

Wargamer's Digest $1.25 each
The Magazine of Strategy,
Tactics, and Game Playing.

Little Wars $1.50 sach
The Journal for Historical
Battle-Game Enthusiasts

White Dwarf $1.50 each
Imported from EngTand.

The Science Fiction and
Fantasy Games Magazine.

The Dragon $1.50 each

See TSR products. The Maga-
zine of Fantasy, Swords &
Sorcery and Science Fiction
Gaming. Vol. II, #1-8 and
Vol. I11, #1 are available.

The General $1.50 each
See Avalon HilT. A Maga-
zine Dedicated to the Pre-
sentation of Authoritive
Articles on the Strategy,
Tactics, and Variation of
Avalon Hill Games.

LITTLE SOLDIER RELEASES

The Book of Sorcery $§5.00
44 pages, illus., spell incan-
tation, magical art, etc.

Knights of the Round Table

6.00 64 pages, 1llus., med-
feval fantasy wargame rule book
for use with miniatures.

The Ringbearer $4.00 40 pages,
11Tus., fantasy adventure war-
game rule book for use with
miniatures. 2nd edition.

The Book of Demons $5.00
IMlus., a guide to the use of
Black Magic in fantasy adventure
gaming. New magic system, des-
cription of individual demons,
more.

The Book of Monsters $5.00 A
source book for fantasy gamers
containing 100 mythological mon-
sters. Includes capability rat-
ings, weapons, special abilities,
etc.

FGU

Homes & Hovels $4.50 25mm
scale cut-out buildings

Castle Plans $4.50 For sieges
in 25nm. Ideal with Civalry &
Sorcery.

Starships & Spacemen §$7.00
Science fiction role-playing;
carry out missions in the final
frontier.

Archworld $6.00 Fantasy role-
playing game based on Archworld
hovels, providing a simple yet
realistic rules set covering
ancient, medieval, and early
qunnery periods.

Chivalry & Sorcery $10.00 A
very detailed book combining
minfature armies and role-playing
rules. Dungeon and wilderness
adventures are just part of the
action in a medieval setting.

For the advanced player. Full

of realistic action, and can be
adapted to other role-playing
games.

Citadel $4.00 A guest within
a wizard's tower. Castle plans
included.

Broadsword $4.50 Wargame rules
for Medieval Battles with 11

scenarios.

Gladiators $5.00 Man-to-man con-
test in the arena, suitable for
use with Grenadier miniatures.

Flash Gordon & the Warriors of
Mongo 56.00 Role-playing rules
system.

Bunnies & Burrows $6.00 Role-
playing system inspired by Water-
ship Down; useable with Grenadier
miniatures.

%gya1 Armies of the Hyborean Age
$6.00 Rules and minfatures organ-
ization for the Conan TM era.

FRONTLINE PUBLICATIONS

Longsword $3.95 Rules for
Medieval, classic and fantasy
warfare between 1500 BC to
1500 AD.

CREATIVE GAMES WORKSHOP

The Emerald Tablet $6.95

Very detailed rules for fantasy
miniature battles with emphasis
on medieval type magic.

BATTLELINE

Machiavelli $12.95 A diplo-
macy-type game. Boxed with
die-cut counters.

Alpha Omega  $13.00 Sci-Fi
boardgame by Battleline de-
signed to be useable with
the Stardate 3000 ships.

INTERNATIONAL GAMERS ASSOCIATION

The Arduin Grimoire, Vol. 1
$9.95

The Arduin Grimoire, Vol. 2,
Welcome to Skull Tower §8.95




SYORDS & SORCERP SAGAS

A great many people would never consider reading a "children's book",
feeling that it is beneath their dignity to read a book that was written
for children. Others feel that children's books do not meet their stan-
dards for plot, character development, etc. Indeed, some children's
books do not have well developed characters and interesting plots. Many
others do. The science fiction and/or fantasy fan who ignores so called
"children's books" is missing a great deal.

I had the great pleasure to attend the Second Annual Institute in Children's

Literature which was held in Carbondale, I11inois in June of 1977. The
subject of the Institute was "Fantasy in Children's Literature". Prior
to this I thought that I knew a great deal about children's fantasy. Ha!

I knew nothing. The bibliography I received ran to more than forty pages!
Therefore, in this column I will periodically introduce you to books that
you will enjoy reading which just happen to be classified as children’s
literature.

Gregorian, Joyce Ballou. The Broken Citadel. New York: Atheneum, 1975,
(374 pages, illustrated, $B,95)
Gregorian, Joyce Ballou. Castledown. New York: Atheneum, 1977.

(372 pages, illustrated, )

In The Broken Citadel, Sibby, a twelve year old girl of our own world
goes into an abandoned house to seek adventure, Seeing bright sunlight
coming through a window (it was dusk outside), Sibby falls through the
window into the ancient land of Tredana. When she turns around, the window
is gone and she is trapped. MWandering in the wilderness, she is found by
Leron, Prince of Tredana, who is on a quest. Sibby joins in this quest.
which is to rescue Dastra, daughter of the Witch-Queen of Treclere.
Simirimia, Dastra's mother, has imprisioned her on an island of glass be-
cause of the prophecy that Simirimia's daughter would cause her death,
ending her thousand year reign. Simirimia could not just ki1l Dastra be-
cause the killing of her own offspring by the Demigoddess would bring
immediate destruction.

They do rescue Dastra, but Simirimia captures Leron. Fleeing in the
desert, 5ibby meets Ajjibawr, Karif of all the Karabdu, a nation of desert
warriors. With his help she tries to rescue Leron only to find him totally
under the spell of the "Deathless Queen". Sibby must now fight the Witch-
Goddess and try to break the spell on Leron. Sibby finds she is not

strong enough, but in the moment of her defeat, Simirimia is destroyed.

The method of her destruction explains many mysteries, including why Sibby
feels so at home in Tredana.

In Castledown, eighteen year old Sibby returns to Tredana, summoned by
Ginas, head seer of the Players. The Players are a group of itinerant
thespians who preserve the secrets of the Book of Ornat, the holy book of
an ancient religion. The Cards of Ornat predict that Sibby wil) marry
Leron and bear him the heir he needs to regain the throne now occupied by
his cousin. Sibby has other ideas. She is captured by slavers and rescued
by Clerowan the White, an outlaw who works for the exiled Prince Leron.
Leron needs ships, so Clerowan is capturing them from slavers. Clerowan
captures the ship which Sibby is on. She learns that he is really Ajjibawr
whom everyone thought dead. Ajjibawr and Sibby fall in love, but are ship-
wrecked and separated near Tredana. Dressing as a boy working in the

Mike Lubbert

stables, she learns that Leron has been captured. When he is to be sac-
rificed to Vazdaz (an evil God), Sibby uses the powers she inherited from
her mother, Simirimia, and her control of a desert bred stallion to rescue
Leron. Leron is restored to the throne and marries Sibby. Soon she is
kidnapped by a man who was inadvertently summoned from Earth the same

time as Sibby. A world-wide battle against men, fods, and such monsters
as the Nagra, a giant sea serpent, ensues. The ending almost guarantees

a sequel.

Dickson, Gordon R. Time Storm. New York: St. Martin's Press, 1977.

(342 pages, $10.00)

When the time storm first hit Marc Despart, he thought it was his second
and last heart attack. He awakens to find the world depopulated by the
moving Mist Walls of time changes. He stumbles upon The Girl and the
leopard, both of which are in shock after having survived their own en-
counter with the Mist Walls. The leopard, having been blasted back to
cubhood by the stresses of the time change, becomes Marc's devoted

slave. The leopard will defend Marc against anyone, sometimes even some-
one Marc doesn't want to be defended from. The Girl is just as devoted
to the leopard, but does not speak.

Marc's unusual mind, which is incapable of giving up on a problem until

it is solved, has made him a millionaire and a cardiac patient by the

age of twenty. MNow he pits his mind against the time storm. Instead

of avoiding the Mist Walls, he starts deliberately passing through them

in search of a future time segment where someone has the means to fight
the time storm. In one such segment he meets Porniarsk, an alien avatar,
who tells him that the time storm stretches throughout the entire universe
and through billions of years of time. It cannot be fought by a single man,
however, with the help of an organic computer found in another future seg-
ment, Marc is able to establish a temporary area of temporal stability
which includes the Earth and Moon. Although delayed by local politics,
Marc finally hits on the solution. Using the same computer, Porniarsk
finds a future time when the time storm does not conform to natural con-
figurations. Assuming that there is someone up there who is manipulating
the time storm, Marc uses the storm's energy to take him and his town
thousands of years into the future. There he discovers a society of mil-
lions of races scattered throughout the universe united to battle the
storm. They use energy from an anti-matter universe to control the storm.

Marc has trouble convincing them that his "primitive" mind is capable
of joining the fight, but finally wins them over. Then his sensitivity
to developing patterns shows him that both universes are about to be
destroyed by the flow of energy between them. The others will not
believe him. The only way Marc can save the universe is to die des-
troying the tunnel between the universes. This is a tragedy because

he has finally learned how to love and be happy.

The resolution of this dilemma and the unravelling of Marc's twisted
psyche will keep you on the edge of your seat. Gordon Dickson, who
has delighted us in the past with his military novels, has produced
a novel which on one level is the "old Dickson", but on another Tevel
is a fing example of psychological fiction. This is practically a
mainstream novel in its multi-level approach.

Jim England

17 Sarah Lane
Quincy, IL 62301

CASTLES BOOK 1
Matt Lawrence ECLTI TN
6635 Deloache Avenue ~
Dallas, TX 75225 -

Syracuse Fantasy Gaming Assoc.
c/o Sven-Erik Kaiser

304 Brookford Road

Syracuse, NY 13224

Franklin & Marshall
Military History and
Conflict Simulations
Society
(F & M MHCSS)

c/o David F. Nalle

P.0. Box 1465

CAMOMGN PENAGON SB-SysIem

ON NUMBERED HEX GRIDS 1275

VILLAGE BOOR 1

HEXAGON SUR-SVSTEM

GUIDLINES & VILLAGES
0 NUMBERED HEX GRIDS 8275

Franklin & Marshall College
Lancaster, PA 17604

SP/4 James V. Nangano
130-50-5781

CSC 4/69 Armor

APD, NY 09185

Dungeon Tac Cards
Karl Gaarsor
HHC, V Corps (GZ)
APO 09079

Ready Ref Package
Tegel Manor
Judges Shield

Michael James Maley

P.0. Box 321 i

X Campaign Hexagon System
3015 Main Street Wilderlands of High Fantasy
Apt. ) 1 Thieves of Badabaskor
Tarkio, MO 64491

Richard Palmer
11713 Georgetown Drive
Concord, TN 37720

GenCon IX Dungeon .
Village Book I NEW! ,

JUDGES GUILD PRODUCTS

City State of the Invincible Overlord ..

Character Chronicle Cards
First Fantasy Campaign by Dave Arneson

AVALON HILL GAMES
Order Direct (Postpaid)

WE CARRY A COMPLETE LINE OF GAMES, MINIATURES, &

Phil Lowen
44 The Annie Watt Circut
West Lakes Shores
South Australia

Ancients, Garrison’s Swords &

5020

Paul Tursa
239 E, 15th Avenue

Homestead. PA 15120 games and game aids.

JUDGES ROSTER

As a service to the Guildmembers we will list
you or your club in this column to allow others
in your area to know of your interest in the
fantasy role playing scene. Please list your
request on a seperate card or slip of paper
from any orders or other correspondence.

Guildmember you sponsor.

POSTAL SUB-CHARGES:
US/APO/FPO
1st Class §3.50
3rd Class None

PAINT SUPPLIES INCLUDING: Der Kriegspicler Fantastiques,
Hentag_e Fantasy Miniatures, Heritage Star Trek, Heritage John Carter,
Grenadier's Wizzards & Warriors, Grenadier's Star Soldier, Hinchliffe
Renaissance, Heritage Medieval, Hinchliffe English Civil War, Hinchliffe

Wizards & Warlocks, Grenadier’s Western Gunfighter, Valiant's
Stardate: 3000, Valiant's Fighting Sail!, Sanderson $4mm Fantasy Sers,
and Phoenix S4mm Fantasy Figures. )

Starship Troopers. .
Third Reich
Alexander the Great.
Outdoor Survival
Luftwaffe

Sorcery, Ral Partha's Warriors,

We distribute TSR, GDW, Metagaming Concepts, Avalon Hill, SPI,
Heritage, Ral Partha, Flying Buffalo, and Fantasy Games Unlimited

SPONSOR A NEW GUILDMEMBER: During July, August and September all Guildmembers will receive a §2 credit voucher for each new

GUILDMEMBER SUBSCRIPTION: $12 for one year; $24 for two years

RE-SUBSCRIPTION: $11 for one year; $20 for two years; $29 for three years. You receive six bimonthly issues per year of materials designed
especially for Fantasy Role-Playing Campaigns.

CANADA
151 Class  §4.50
Jrd Class $3.80

FOREIGN
Air Mail #14.50
Sea Mail §5.20

JUDGES GUILD
P. 0. Box 773
Dept. DR-1
Decatur, 1. 62525
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TURTLEDRAGON CASTL

The awarding of experience points based upon treasure has always been
one of the thorniest subjects to a Judge, since it tends to destroy the
fabric of a balanced campaign. As a player has no way to really judge
his success save through advanceing in levels, and since the success

of a campaign depends on the enjoyment it gives the players, it has

been mandatory for a Judge to scatter treasure around the wilderness
with a Tiberal hand. Unfortunately this tends to give the player too
much economic power too soon, and to cause inflations and economic
disruption of any realistic campaign. Like most other Judges, it has
often been a sore point to me that a man who slew a fairly gedunk monster
which happened to carry a great deal of treasure should get more from

it than a man who slew a much more ferocious monster which either didn't

carry treasure or wasn't in its lair. Therefore, I developed the following

system for use in my wilderness.

Using the suggested experience points in Greyhawk for various monsters
based upon HD and special abilities, I apportion experiénce points to
my players; however, I multiply the suggested number of points by ten
before giving them to the player. I modify this base figure by circum-
stances according to principles advanced further along in this article.
I do not divide experience points by the level of the person acquiring
them, since sufficient adjustment for the greater difficulty in making
higher levels is incorporated in the higher number of experience points
needed to make that level.

Experience points are never given for magical items, for killing animals
or monsters which may not conceivably counterattack or defend themselves.
Experience points are given at the rate of one experience point for
every ten gold pieces expended by the player's character, as he spends
them rather than for treasure acquired. Thus a fighter who spent

30,000 gold pieces to acquire a large merchant ship would acquire three
thousand experience points, while a fighter who alone successfully
defeated a very old red dragon would acquire 19,000 experience points.

For time spent studying or working at your chosen profession: martial
practice for fighters; enchantment, magical research or magical studies
for magic users; thievery and associated work by thieves; or religious
duties for Clerics, I award five experience points per day. If such
activities are undertaken under the instruction of a teacher three or
more levels higher than the student, I award ten experience points a day.

For capture of an opponent rather than simply killing him, especially
where subterfuge, strategy, or cunning are used, an additional fifty
percent of earned experience points are added if the animal or being is
successfully transported to a previously specified client. Teleporting
him to your own castle, if you collect monsters as some of my players
do, lowers the capture bonus to a mere ten percent.

For killing a monster by the use of spells or long distance weapons,

25% of earned experience points are subtracted before they are awarded
to the player. Experience should also be modified by any magical armor
or weapons possessed by the player. Each +1 on armor or shield is act-
ually a modification of 5% down on the attacker's attack dice. Sixty
percent of the total value of magical pluses should be subtracted from
experience earned. Thus a man wearing armor and shield +1 has plus

ten percent on his defenses; sixty percent of this is 6%, which should
be subtracted from his earned experience. Weapon bonuses should also

be subtracted from his earned experience. Weapon bonuses should also

be taken into account when calculating experience points. Simply add
the hit bonus to the other bonuses his magical armor gives him. A

man with armor and shield +5, and a Holy Sword would have total bonuses
on attack and defense of 75%; sixty percent of this would be 45%, which
should be subtracted from experience earned. Special powers, such as
Vorpal Blades, Swords of Sharpness, Dancing Swords, etc., should also be
taken into account, but must be handled individually by the Judge to fit
the particular circumstances of any given combat. While a Vorpal Blade
is great against Orcs, it is fairly futile against an Ahoggya. After all
reductions have been added up they should never be allowed to exceed 75%
of earned experience points.

The Judge must keep track of and calculate experience points himself.

He should never relinquish this right to the players. Experience points
are awarded on the basis of how well a game is played. The Judge is the
final authority on that in his own world, they are not something that is
automatically awarded for any particular action. Bonuses and penalties
on earned experience points may be apportioned at any point by a Judge
before he awards them to the player; these should be calculated accord-
ing to the needs of the game. The only experience points the Judge does
not control are those which he has already awarded to the player--those
which the player has earned in the past.

Once more, butchery does not give experience; defeating an opponent does,

whether he is slain or only captured. If he is captured and later executed,

experience points are awarded for the capture but not the execution.

In my wilderness, after sufficient experience points are gained to make
the next level, the player must find an appropriate Cleric; Mitra for
Fighters; Isis for Magic Users; Mercury for Thieves; A Senior Cleric of
their god; for Clerics to be initiated into the next level.

While seeking such a Cleric, the player may continue to gain experience
points up to one point below those needed for the next higher level than
the one they were seeking. Thus a first level with experience points suf-
ficient to make second level could continue gaining points up to one point
less than the experience needed to make third.

Until the initiation takes place, the player remains at the level he has
been, regardless of the number of experience points he possesses., A
first level with 3,999 experience points is still a first level with only
one hit die until he has been initiated. If he cannot find a Cleric to
initiate him--unless an act of God takes place--he will never advance.
Offend ye not the gods. They are hard to get around, and even harder to
appease.

Any experience points above the limit already set that are gained before
initiation are lost.

Thieves may gain experience points based upon the difficulty of a given
assignment. Since they are unsuited to fighting or capturing wild
animals or men, such bonuses must be carefully adjudicated by the
Campaign Judge.

The advantages of this modified experience point system is that it
allows the Campaign Judge to keep a tight 1imit on the purse strings,
and makes any advancement in level based upon the real defeat of a
stated number of opponents. The number of opponents which must be
defeated are sufficient to make advancement to the next level difficult
but not impossible. A first level Fighter who kills 8 wolves in hand-
to-hand melee will advance to second level if he can find a Priest
(they are not scarce unless you have offended your patron deity).

A first level Fighter who has defeated eight wolves or an equivalent
number of other monsters deserves to advance to second level.

Because an emphasis is placed upon capture rather than slaughter,
strategy and cunning are encouraged. Because gold is relatively
unimportant in apportioning experience, it is almost impossible to
make levels through sheer Tuck or windfalls.

Using this system makes the game easier to balance, and somewhat
more challenging. My wilderness is notably rich in wolves, tigers,
and bears, but remarkably poor in treasure. @il

o

GODS, MINI-GODS, AND HERMITS FEEDBACK

The Judges Guild would like to hear from you! In the fol-
Towing survey you will be given the opportunity to respond
to your preferences in your own type of game activity, and
by your response influence JG future decisions.

1 How old are you? Male Female

2 Education (Circle the number of years you've attended
school. )

8 9 10 1M 12 13 14 15 16 17 18
3 How many players usually participate in your sessions?
4 How often do you play role-playing games per month?
5 How often do you play simulation war games per month?
6 How often do you play miniature war games per month?
7 How often do you play fantasy board games per month?
8 How much do you spend each month on games?

9 Please rate the following instaliments on a scale of 1-10.
Omit those installments with which you are not familiar.
o

Very Poor TGood Excellent
1 2 3 4 s 6 7 8 9 10
Thunderhold

City State Campaign Issue
Tegel Manor Issue
Modron Issue -
Barbarian Altanis/Glow Worm Steppes
Valon/Tarantis Campaign Issue .
Thieves of Badabaskor

GenCon IX Dungeons
Village Book I

10 Please number the following in order of priority, ’};E_;;_
your first choice.)
Playability
Reality Simulation_
Literary Aesthetics
Graphic Aesthetics

Grammatical Accuracy




14
15

24

25

26

Do you feel that fantasy role-playing guide!ines shnu?dlbe
restricted to simulate Western European Medieval realities?

Please rate the following in order of preference. (#1 is

your first choice.)

Campaign Level

Description Tactical Level

Format (Quality of Monsters .
paper. layout, etc.)
Tuw n S e —————
Counters
Magic -
Dungeons

Chose your favorite time period. Indicate one answer only.

Comtemporary

Ancient

Medieval Futuristic

World War 1__ Other ( b

World War 11

Do you prefer judging or playing?

Do you prefer a game with greater chance elements or a game
of skill?

Do you prefer to use markers or miniatures in your game?

Which is your favorite line of miniatures? Choose one.
Heritage Grenadier )

GHO__ Garrison -
Hinchcliffe Ral Partha -

Valiant

What other line of miniatures would you Tike Judges Guild to
carry?

How many miniature figures do you now own?

How many hours per week do you spend gaming?

How many games do you presently own? e
Who in the field of fantasy gaming would you 1ike most to
read about in upcoming Journal Issues?

Would you like to have more information on movie background/
production on current movies?

Do you prefer "problem solving” or "competitive" games?
("Problem solving” refers to a game in which you try to
make the most out of a given situation, rather than com-
petition between individuals.)

What aspects of the Judges Guild Journal do you like most?
a. Prodigious Platemail

b. Game Reviews

d. Book Reviews

e. Judges Register
(formerly Dungeonmaster
Listing)

f. Dear Maed Makistakator
(Letters to the Editor)

g. JG business policy
(Promptness of delivery, new price
info, advertising new products, etc.)

h. Coming Conventions

i. Other (Please write your own choice!)

We would like to know how you feel about us.
below might do for a start,

The choices
Please choose one.

a. A well run, productive, and efficient business.
b. Self-sacrificing individuals willing to serve you. _

c. A small group of enthusiastic hobbyists banded together.

d. People willing to serve you only to make a living. N

e. A business only out to make money.

27

28

30

31

32

R v,
STAR WARS
Fialaased by 201n Century-Fox

How many people read your copy of the Journal?

Do you believe that the Journal newsletter should be printed
in magazine format?

Would you like to see installment material combined with the
Journal in a magazine format?

In a trade-off, would you prefer an 11" x 17" map, or eight
pages of copy (with perhaps smaller maps in the copy)?

If you are not planning to resubscribe to the Judges Guild,
please indicate which of the following reasons best describ-
85 your reason,

a. [ am plannning on resubscribing.

b. T am not that interested in fantasy role-playing games.

c. Don't Tike the installment material included in the sub.
d. Don't like the service ['ve received. -
e. 1 don't care for the tone of the newsletter. I think

the quality should be upgraded.

f. Other Comments:

Is there a hobby store nearby where you can purchase Judges
Guild products? (You may list the name of the store if you
desire.

If wou prefen net to mutifate your Jowwnal, simply List the
question number with gour answer on a separate piece of
paper.  Thank you. The Editon
WE wiLL EXTEND A $ .50 CREDIT To EVERY GUILDMEMBER
WHO TAKES THE TIME TO ANSWER THI1S QUESTIONAIRE!
Judges Guild Staff
Jim England Bob Bledsaw
Literary Critic Design Director,
President
Sheryl England
Art Director, Mark Summerlott
Advertising Manager Design Editor,
Publication Technical
Robert Bledsaw, Jr. Adviser

Assistant Artist

Peggy Sue Keith
Tony Floren Editor
Assistant Product Designer
John Kiessal
Graphics & Layout
Specialist

Mike Petrowski
Assistant Product Designer

Bill Holzer
Cartographer & Designer

Bill Davis
Graphics Director,
Layout Specialist
Bill Owen
Consulting Editor Debi Bledsaw
Retail & Subscription
Joan Kirkpatrick Manager
Comptroller

Bryan Hinnen
Mark Holmer Robing Reporter
Consultant Editor of Journal,
Manager of Distributor Sales,
Product. Designer

Norma Bledsaw
Secretary & Inspiration

Pixie Bledsaw
Consulting Artist

SWK-54  Artos- Dwilon and See-Threopio helplessly wakch rebel
traops datend the Febel Blockade Rurner,
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As of May, 1978, there are 1526 Guildmembers. The quality of our products ~ vsormazn [/
has gone up. The number of products and playing aids have also increased. =

Judges Guild has furthermore added staff members to be better able to serve / «r l:b) —\ X t(‘\ o
you. ) <:::4f_ Efs <;’[}) %ﬁu

Judges Guild was launched by Bob Bledsaw and Bill Owen. They were paid
nothing in 1976, and Norma (Bob's wife) received $200. We now pay about

$3.70 per man-hour. The designers receive closer to $1.50 an hour, con- L\//Q’f'———mw———[
sidering the extra efforts expended "at home". We have reached the s

i
point where we can pay everyone a living wage. Even if the three most \\__\\’/’#? i
® ol |

essential people worked for nothing (as Bob and Bill did for about a
)

year), it would cut expenses by less than 6%. We've never had any real 1
Gl |

money invested in Judges Guild (only $400). We got the money we needed
= 1.
kl“\’ 2 ]

to operate from you, our Guildmember customers, and fellow gamers. Judges
Bill is JG's newest member. He has been interested in fantasy role-playing

Guild produced the maximum gquality at the minimum cost and used all the
extra money to make the operation bigger and better. We have reached the

LIFETIME GUILDMEMBER SUBSCRIPTION $70 game for the past three years, and also has a heavy background in modern and
World War 11 microarmor. At New Mexico Military Institute, Bill ran and

stage where we must expand our Guildmember strength drastically. Our
founded their first D&D campaign. Bill also has a Bachelor's Degree in

products are a resounding success with all of the retail shops, and we
are gaining ground with all of our overseas distributors. Our problem is

JUDGES GUILD HAS DECIDED TO LOWER ITS RATES ON RENEWALS!!! History and is an Army Officer in the Armor branch.

(Otherwise the 7 issue sub becomes 6. Prices effective July 1, 1978.)

how to secure the capital necessary to expand our advertising and continue
to increase the quality of our products.

BeEs I NEm/ 3wy FInLY AVODIND D

Guildmember Guildmember
Issues Subscription Re-subscription
6 issues/1 Year $12 1
12 issues/2 Years 524 $20 Bill Holzer .
Cartographer & Desianer
18 issues/3 Years $33 $29

Now the good news! As a special promotion during July, August, and Bryan Hinnen
September, all Guildmembers will receive a $2.00 credit voucher for Roving Reporter
each new Guildmember they sponser. We regret the necessity of change,
but must hold the line against the new postal rates and UPS increases. Class Align LVL HTK AC SL
A special thanks to all our loyal Guildmembers which have given us Dwarf FTR M ] 160 9 3
much needed support and advice! (Overgrown) (heh, heh) (wise to (wicked die (01d Iron (Proletarian)
the street) roll) Shorts)
The people below have been recently added to the Judges Guild staff.
We decided it would be nice to keep you posted about these "late editions". § I W CON DEX CHAR WPN
dohn and Bill work with us in the JG office. Bryan is our roving reporter, 17 % 3 17 4 16 Bic Pen
coming down occasionally from Eureka, to keep us posted of the latest news (bench (read (1 make (Husky (slow sprint-- (conceited) (treat as
in the City State. Best of Luck, fellas! 170) when I mistakes) brute) fingers like % 1b. a +5 Vor-
was 3!) sticks of 0lea) p@] B]aqe
John Kiessel géag gg@
Graphics & Layout Specialist ink blots-
blind
John has been playing fantasy role-playing games for the past two years, and 1-4 turns)

Gad, I feel conceited writing down a1l those high numbers!
Presently I attend I11inois Central College in East Peoria, with about five
majors: Pre-Med, Math, Physics, Biology, and Chemistry. 1 am an officer
with the Student Senate, and a cartoonist and feature writer (and lately
layout man and keyliner) with the student newspaper, Harbinger. I am also
publicity secretary for the Simulation Gaming Club. T am regarded by all
three as their inside man on the other two organizations. Can there be
such a thing as a triple agent? In the meantime I hold down three or four
_ part-time jobs, imbibe large guantities of beer, wine, and peppermint
% schnapps. 1 still find time to write crazy letters and things. Isn't that
amazing? (The proceeding views are not necessarnily hefd by the Judges
guild Stafq!--Editon)

is an avid Dungeons & Dragons fan. He is a senior at MacArthur High School
in Decatur, and is working this summer to keep our new products on schedule.
John prefers to play a Dwarf Fighter although he is &' 1" and 200 lbs. in
real life.
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FOURTH ANNUAL MATIONAL WARGAMING CONVENTION

JALY 14, 15, 16, 1978

UNIVERSITY OF MICHIGAN = NMORTH CAMPUS + AMN ARBOR, MICHIGAN
SPONSORED BY METRO DETROIT GAMERS

‘Compete with top players from across the contiment
Find the lutest In games, rules snd sccassories
All new hoblry center — with emphasis on tha hobly sspect of gaming
Saminars. Panels.. Workshops by Lop suthorities In all felds of gaming
TournamentsiDemonstrations in Board Gemes, Ministures, Role Playing,
Adult/Family/ Sports. BF/Fantasy Games

.
"~
2

I - wh

Inexpensive lodging & food on campus

Fou ur

o v Ageh 151, mond BASE fo;
METR BETROT GAMERE. . AL BLISINGER, | 1354 DRESDER. DETROT. ma 4203
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