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MANY NEW STAFF MEMBERS AT GUILD 

Paul J aq uays heads the list of new staff members at the 
Judges Guild. He is followed in a close tie for place 
position by Mitchell Johnson, Penny Gooding and 
Pat Petrowski. Next for Show: the TRS-80. 

As we are planning a major arti~le to aquaint (or re­
aquaint) you with the entire staff, we will not go into 

. long histories in this article, but only. state that they 
are all just great at what they do. What do they do? · 
well that's a little hard to say! Everyone at the Guild 
[has to] wears many hats. I, · for instance, have a 
stetson, a yarn cap, a leather thingy with ear muffs, 
a derby . .. all kidding aside folks a brief runqowil on 
all our new personnel goes something like this: 

Paul is now a staff artist and designer. He has mucho 
training and expei-ience and is the originator of the 
fanzine The Dungeoneer, which I later took over and 
which Judges Guild now produces. He is single, girls 
(so am I), ·he is handsome (so was I) and he pushes a 
pen around pretty go9d (I wish I could). He .wm be 
creating a whole new, major series of retail products 
for us as well as continuing his outstanding work in 
The Dungeoneer and, now, in the Judges Guild Journal. 
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Mifchell Johnson (he's single, too )(you girls out. there 
don't seem to be keeping very busy; .do you?) comes to 
us with a large backround in printing ·and graphic arts . 
He, also, has experience in many other related and 
non-related fields which we hope to tap, tap .. . who's 
there? (whoops-sometimes I get carrieo away at 3AM) 
Mitch will be acting as assistant editor of both 
magazines and is, currently, working on some of our 
advertising, too. If you see a pun there that really 
gi:abs you-blame Mitch (he's never lost a battle of 
puns yet). 

Pat Petrowski hasn't had a lot of experience in gai:ning 
but, boy, can she get those orders out! When your 
mail-order. gets to you days before you expected it to . 
she's the one to thank (along with Bill and Debbie, of 
course). Its hard to describe Pat because when she's 
working, she moves so fast she might as well have a 
cloak of inv.isibility on. Actually, if you stand aside 
and watch hard enough (and listen for the laughter and 
good cheer) you might, occassionally, see a floating, 
cheshire-cat-like smile moving back and forth between 
the rows of merchandise, packing envelopes and 
postage meter. 

Penny Gooding, on the other hand, is married. She's 
also an excellent typist, .a lover of science-fiction and 
fantasy' though new to gaming. If you notice a 
distinct increase in the quality of the layout and 
typesetting . in our products, Penny is the culprit. 
She typeset about 99 .44% of this Jou'ri:rnl and . is 
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really enjoying -learning about D&D and all the other 
games around here. If Pat's cheshire-cat smile doesn 't 
get ya , then Penny 's' smiling ~oice and pixie grin will 
stop you .dead in your tracks- guaranteed! 

Then , again , t~e TRS-80 hardly ever smiles. I don't 
understand it. It always smiled in my dungeorl (just 
before it ate 0you)(or was it just after). Its gonna help 
with inventory , payroll , invo1cmg, bookkeeping, 
game designing, (I guess the rest of us can go on 
vacation) and maybe , Just maybe, someday we'll 
program it to play a game (Monopoly anyone?). 

1. • • 

Watch for further details (and film) at eleven (ten 
Central and Mountain) or next issue. 



PUBLISHER'S ST A TEMENT 

The Judges Guild Journal is owned and pµblished by 
The Judges Guild , 1165 N. University, Decatur, IL, 
62526. It is edited by Chuck Anshell. It is published 
on alternate months with The Dungeoneer. Subscrip­
tions to The Judges Guild Journal include the newslet­
ter and an installment. Subscription rates are as follows: 
New Subscribers: I year (6 issues) $12, 2 years (12 
issues) $24, 3 years (18 issues) $33. Renewal sub" 

·scriptions ai·e 1 year $ 11 , 2 years $ 20, 3 years $ 29. 
CANADIAN and FOREIGN subscribers must add 
postage as given below, per year p,er sub. '(see sub­
scriptions to tD). The Dungeoneer is published bi­
monthly by The Judges Guild, 1165 N. University, 
Deca'tur, IL, 62526. It is owned and edited by Chuck 
An shell 286 E. Stuart, Decatur, ·IL, 62526. New 
subscri~ti~ns in the USA and Canada are 1 year (6 
issues) $9 ; 2 years (12 issues) $17 and 3 years (18 
issues) $ 24. ' Renewal subscriptions are 1 year $ 8, 2 
years $ 15 and 3 years $ 22. CANADIAN subscribers 
should add $4.50 (air mail) or $3.80 (third class) per 
year per subscription. FOREIGN subscriptions should 
add $14.50 (air) or $ 5.20 (surface) per year per sub. 
The Dungeoneer-The Adventuresome Compendium of 
Issues 1-6 is a compilation of those issues and is 
available from The Judges Guild for $2.50 (USA and 
Canada) or $4.80 (Foreign). Issues 7 and 8 will be 
available as The Dungeoneer:._ The Continued Com­
pendium in the future. It will be $ 2.00. Inquire 
concerning · availability of single issues of 7 and 8 
until that time . No single issues of 1-6 are available . 
Prices for the ·compendiums do not include postage. 
No Foreign Cash or Ch.eeks Accepted. All Foreign · 
orders should have payment made by money order in 
US Currency. PLEASE DO · NOT SEND CASH 
THROUGH THE MAIL. ALL CHECKS AND MONEY­
ORDERS should be made out to: The Judges Guild. 
Which subscriptions you are ordering should be clearly 
stated. Send all orders to: The Judges Guild, 1165 N. 
University, Decatur, IL, 62526. 

The Dungeoneer is available . in the UK through its 
sole distributor, Games Workshop, 1 Dailing Road , 
Hammersmith, London , W6, ENGLAND. It is avail­
able in Germany through its sole distributor: lngo 
Baschek, D-4660 Geisen Kirchen Buer, Arenfelesstrasse 
12 WEST GERMANY . It is available in CANADA 

' through its distributor: F ANDOM II, 360 Bell St., 
Apt. 604, Ottawa, Ontario, KlS 5E8, CANADA. 

The Dungeoneer and The Judges Guild Journal welcome 
all contributions of articles and art for inclusion in one 
of our columns or as seperate articles. Reimbursement 
is made in the following manner: Each contributor gets 
one free copy of the issue the material appears in. If 
you wish to copyright · your own material, extra copies 
may be provided for this purpose. In addition, copy 
and art, are paid for in store credit good for purchases 
of any item The Judges Guild carries. Cash payments 
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(instead of credit) must be requested at the time of 
submittal. Payments are made according to the follow­
ing schedule : Unsolicited copy which is published : 30¢ 
per column-inch. Solicited, serialized material : 40¢ per 
column-inch. Solicited copy; other than serials: 50¢ 
per column-inch. Artwork , whether solicited or unsoli­
cited, but which is used: Charcoals, full-tone (not 
color) or other types of work which must be half­
tone screened: Small (Y2 page or less) $ 5 or a series 
of 6 small for $4 each., Large (over Yi page) $10 or 
a series of 6 for $ 9 each. Inked-line Drawings or 
Airbrush works : Small $ 6 or series of 6 for $ 5 each, 
Large $ 12 or a series of 6 for $ 10 each. FULL COLOR 
FULL PAGE (7.5" x · 10" or larger)(for cover or 
internal) $ 20 or a series of 6 for $15 each. SOLIC~ 
ITED (Only), FULL PAGE, FULL COLOR COVER 

. (8Yi'' x 11" or larger) price will be set when we contact 
you. Artwork becomes property of tD or tJGJ unless 
prior arrangements are made. Copy and art NOT USED 
will not be returned unless a stamped, self-addressed 
envelop is included. Payment will be made at the time 
of publicatiop although we will advise you whether or 
not we intend to publish as soon as possible after 
receipt of material. 

ADVERTISING RA TES 

The Following rates apply to either tD or tJGJ . For 
ads which are t.o appear in both zines in consequetive 
months (same copy) multiply by 2 and subtract 20%. 
At the present time , only Black and White ad copy is 
accepted. Sizes given 9llow for margins and galleys and 
may be filled filled with copy without bleed. Full page 
7.5" x 10" ; half page 7.5" by 5" or 3*" x 10" ; 
quarter page 7.5" x 2.5" or 3*" x 5" ; eighth page 
3W' x 2.5". Classified ads are same as by column-inch= 
21.5 pica (about 3.5") x l " . Prepayment discount is 
5%. There is a 2%-discount if paid within 10 days 9f 
invoice. All payments due within 30 days of invoice. 
Rates quoted are for camera-ready copy. Frequency 

·agreements must be in writing. Typesetting, half-tones 
and graphics can be provided at an extra _charge. 

Size 1 or 2 times 3- 5 times 6 times 
Full page $ 120 $ 110 $ 105 
Half page $ 70 $ 65 $ 60 

Quarter page $ 40 $ 3 7 $ 34 
Eighth page $ 24 $ 22 $ 20 

Per column-inch $ 8 $ 7 $ 6 
Fan's " " $ 4 $ 3 $ 2 



JOCULAR JUDGEMENTS 

Well, here . it is Journal time .again and , this being my 
first time up as ~ditor, let me introduce myself. I be 
Chuck Anshell (alias Long John Silver, Zabadu, Zasha 
Lahbt, Merendi ·and numerous others) and am the 
perpetrator of such monsters as Merlin, Guinevere, 
the Jewish ,Comedian , and the terrifying Wong (two 
Wights don't inake a Wong, but thwee do, heh,, heh, 
heh [cwazy wabbit] ). ·1 have been known to frequent 
such places as homes, clubs, cons, about Y2 of the U.S.­
(at one time or another) and have even been accussed 
-of creating the most horrib.le dungeon mankind has 
ever kn' own: Chicago. Some of you, may be familiar 
with me · from said areas or through skiffy cons, Trek 
cons, Gaming cons, and the like or through the fanzine 
which 1· published for awhiie (I use the past tense be­
cause we are now publishing it here at Judges Guild): 
The Dungeoneer. This is the very same zine which was 

· originated by Paul Jaquays (see other article ·in this 
issue). For those of you who are looking for me, or 

. for those of you who want to meet me, you might 
watch the cons listings, and, also , I am proud, and 
honored, to inform you· tha_t I have been asked to be 
a [fan] guest of honor, along with Alan Dean Foster, 
at NOV ACON in March . . 

Now many of you have noticed something different 
about this issue of The Judges Guild Journal. If you 
have compliments for it, I will be sure to spread them 
around. If you have complaints , I will have to bear the 
blame. Actually, this is a very untypical issue. I have 
no intention of changing the basic fonnats of the zine 

. which you and I have grown to love. Some of the 
usual columns will not appear in this issue. This is 
due to the Dungeon Contest which we ran . Needless 
to say, it being the first contest of its type AND the 
first that we tried to run, things didn't tum out as we 
had planned. We received several entries, but ' several 
were not whole dungeons, only certain levels of a 
dungeon. _This was (unfortunately) what we asked for. 
Further, when we looked over the situation, we decid­
ed that we may not have made it clear that we had 
intended that the winning dungeons be published as 
a retail product, and not be published in tJGJ . There 
were many other problems, too. Needless to say- now 
that we know where the pitfalls lay , we won 't make 
the -same mistakes again. 

One of the reasons that tJGJ is not typical this month 
is its size. Even by doubling its normal size and leaving 
out some usual features we could not fit in all the win­
ning dungeons (that is any submission which had one 
or more levels winning a prize). We appologize to John 
Pugh that there simply was not enough space in this 
issue to print his dungeon this time around, but we will 
print it in the next Journal. You could wrap ine in dill 
and call me kosher, but boy were we in a pickle over 
this contest! Several of you felt that the text restric­
tions were too tough and a couple . sent in dungeons 
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which were much too large for the contest as it was 
set up. Fortunately , in both these cases, the dungeons 
were so good that we have sent out contracts to those 
-authors so that we can turn them into products, In 
the meantime, we had said that we would judge each 
level seperately. Barely had we finished this monu­
mental task of judging when we suddenly realized: 
how can we print the winning dungeons? If each lst 
place (etc.) level comes from ~ different dungeon, the 
entrances and exits won't match. While we could 
change these, so that they would, we didn't want to , 
as it could result in a different playability for the level. 
(This was only one of the problems of doing fr that 
way, tob.) We .finally decided that the only fair way 
to do it was to present them to you as they were 
presented to us, so we are printing all levels submitted 
by each individual, if any level won a prize. YOU can 
put them together, then, any way you want to try to 
do it (now t'ain't ' that diabolical, McGee?) See the 
article on the contest winners for more details. 

Another difference ts the color covers for this issue . 
This wiil not be a regular feature of tJGJ, but we will 
be staying in booklet format . While we are on the 
subject; The front cover was done by a new, upcoming 
artist : BUZ, in watercolors. The back -cover was based 
on a B&W . ink drawing by Aaron Arocho and was 
painted in acrylics by me (boy has it been a long time 
since art class). Hope you all like them both. If you are 
color fans (in fact if you are D&D or FRP or SF&F 
fans) , you should subscribe, also, to The Dungeoneer 
(see the Publisher's Statement for info). 

I ·would like to take this o'pportunity to thank all my 
loyal friends and family who have kept their faith in 
me through deep and troubled waters and who have 
encouraged me and aided me in my new position. 
There 's really ·a great bmich of people here at the 'Guild 
and throughout fandorn in general. While I will be 
writing a short spread on some of the newer people 
here at the Guild, in this issue, We are setting up for 
a major piece on all the Guild personnel, so you can 
.get to .know all of us better, and hope it will be ready 
for the next issue of tJGJ . 

I would, also, like to thank all of you who took the 
time to answer our survey questioneer. I am currently 
collating the information, which will take some time, 
and we will publish the results in a future issue (but 
don't expect it real fast). 

For those of you who do not subscribe, will not sub­
scribe, or cannot subscribe to The Dungeoneer: I 
would like to announce the arrival of a MAJOR, NEW 
SERIES of DUNGEONS by none other than Paul 
Jaquays. The first in this series is called DARK TOWER 
and is a real blockbuster! For those of you _who do 
subscribe to The Dungeoneer, you will be getting an 
extra, special treat- the next issue (no. 9) available 
at the beginning of . January., ·will contain a small 



DUNGEON CONTEST WINNERS ANNO~NCED 

Just as (promised in the ·Jocular Judgements column.: · 
· - herewith be the winners ye Dungeon Creation Contest : 

1st Place $40 credit each for 
Lvl I - Charles Sagui Lvl 4 -:Charles Sagui 
Lvl 2- Kevin Garbylman Lvl 5- Henry Veldenz 
Lvl 3- Henry Veldenz and Lvl 6- Henry Veldenz and 

Kevin Garbelman (tie) Charles Sagui (tie) 

2nd Place $ 30 credit each .for 
Lvl I - Jay Miller Lvl 4 - Henry Veldenz 
Lvl 2- Charles Sagui Lvl 5- Jay Miller 
Lvl 3- Robert Gallasch Lvl 6- Rusty Lamont 

3rd Place $ 20 credit each for 
Lvl I - Robert Gallasch Lvl 4 - Rusty Lamont 
Lvl 2- Robert Gallasch Lvl 5- Charles Sagui 
Lvl 3- Charles Sagui Lvl 6- John Pugh 

Paul Tursa 
Honorable Mentions to 

Doug Steele 

And Now : .we made so manyy mistrakes in the way we 
set up the first one, and it was, still , so successful, that 
we are having ANOTHER CONTEST! This one is call­
ed tJGJSo-tWFaGDCC-C (The Judges Guild Journal 
Son of-the World's First and Greatest Dungeon 
Creation Contest-Contest) . This .time we're going to do 
it right! The ·rules are as follows :· 

1) Dungeons submit ted will be graded according to the 
following criteria within each division (see rule 2) : 
Playability (how well your dungeon can be used by 
other DMs without their having to roll dice and make 
extraneous decisions), Suitability (how well balanced 
is your dungeon , level for level, for whatever PC level 
range it is best suited), Originality (if we have to ex­

. plain it you don't have it) , and Presentability (is it 
neatly typed , printed , are the charts inked or well­
drawn, etc.). 

2) Any dungeon may be submitted, regardles of level 
of play it was designed for and regardless of size. All 
submissions to the contest bec.ome property of Judges 
Guild , whether they win or not. We will sort the 
submitted. dungeons into three catagories according to 
size (not play level) : Large, Medium (Average) and 
Mini. Prizes will be awarded in each size catagory as 
stated below, withthe Suitability grade taking care of 
level of play differences. All contest entries may be 
used by Judges Guild as or in retail products and/or 
in any publication of Judges Guild . Judges Guild 
reserves the right to edit in whole or in p~rt all contest 
en~ries , prior to publ.ication. Credit wiB be given td 
the dungeon creator. 

3) Contestants whose entries are published in any fonn 
but which were not contest winners will be reimbursed 
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according to the regular reimbursement sche,dule, 
established for the J u(:iges Guild publications, which is 
in effect at the time of publication. 

4) Prizes will be awarded in each catagory as follows 
for as many places as prizes are stated for or for as 
many places as dungeons are received for, if less than 
four dungeons are submitted for any one catagory ; 
The following amounts are for credit to be used in 
purchasing any Judgys Guild Product or Products 
from Judges Guild : 
Place LRG MED MINI 
1st 100 70 40 
2nd 80 55 30 
3rd 60 40 20 
H.M. 40 25 10 

. In any case where, once typed or typeset for publica­
tion, it should be found that the text of the contest 
winning dungeon , if paid for at the now (11 /7 8) active 

reimbursement rates, would exceed the amount of the 
prize awarded, the contest winner will be issued a new 
credit for the difference. -

5) Entries for this contest should be received by us 
not later than April 30, 1979. Written permission for 
Judges Guild to use the dungeon must be included 
with the eritry or it cannot be judged as part of this 
contest. Entries should be tnailed to : 

tJGJSo-tWFaGDCC-C 
Judges Guild 

1165 N. University 
Decatur, IL, 62526 

_. ,,.~__.~ 
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KEVIN GARBELMAN LEVEL 2. lST PLACE 

1) A rushing river, about 8-10' across and 12-15' deep, rumbles through this room with no visible way to 
cross. The doors to this room are 12' high and hang from dilapidated hinges, hint , hint. 

2) 7 ores in this room are busy watching 2 other ores fight over a female human captive. There is a 1 in 6 
chance that an ore will look out an arrow slit each turn. AC 7, HD 1, DAM, 1-6 or WPN. HTK 1, 1, 2, 3, 
3, 4 , 5, 6, 6. Hidden in bunks are 12 G.P., 42 SP, 16 CP, and a topaz ring worth 20 G.P. 

3) An ore captain sits at desk AC 5, HD 1 + 1, DAM 1-8, HTK 5. In desk is a.+ 1 dagger. 

4) Ore kitchen with cookfire and assorted foods hanging from the walls, sone of it dead . 

5) Ore armory -- weapons, shields, and ore armor. Ore armorer AC 5, HD 1, heavy crossbow DAM 2-12. 

6) 10 G.P. in a tin cup sit in the center of this room. 

7) These doors, when opened, swing back to the wall on springs and hide the 2 smaller passages. 

8) "Jackpot!" cried Tybolt. 
In the center of the large room sits a 500-pound lump df silver. There is no oxygen. As soon as you go 
in, you begin to suffocate. You may be able to hold your breath to get to ariother door, but if you try 
to tear pieces off the lump, you're liable to lose your breath and . . . · 

"But we can't!" moaned Haldor. "We can't just ... just leave it there!" (sniff, sniff) 

9) "As Zander touched the first sword , it sprang from its place in the rack and hit the floor with a 
crash. From it sprung a man, who grabbed the second sword and attacked Zander. " 

Seven swords line a wall of this room. If touched, a sword will spring from its rack and hit the floor, 
turning into a man, who will grab another sword from the rack and fight you . If he is killed, his sworq 
drops to .the floor, and so on, until a sword is kept from hitting the floor or a man is stopped from 
grabbing a sword. The last sword on the rack will appear as a man with a + 1 sword .' Swordsmen: AC 7, 
DAM 2-8, HTK 2, 3, 5, 6, 6, 8 , IO. . . 

Haldor dove, his .arms outstretched, straining for the falling sword. It glanced off his hand and 
juggled in his chubby dwarf fingers ; once, then again - and then it came to rest in his palms. 

10) On the dias are three levers - each opens one of the invisible force fields that make up 3 sides of the room -and 
the scratched words "ALL THE LEVERS ARE WRONG " . The middle lever opens the left force shield, through 
which can be seen a blazing fire containing 2 salamanders (AC 3, HD 7+3, DAM TOUCH 1-6, CONSTRICTION 
2-16, HTK 21 /28). The left one opens the right force field: a blizzard, hiding 2 polar (bug) bears (AC 5, HD 3+ 1 
DAM 2-8, HTK 8/13). The rightlever opens the middle shield to the treasure : 1 javelin oflightening (Greyhawk, 
p. 46), 20 points damage; a staff of staff - an oaken staff capped in silver, attached to which is a golden tassle. A 
group of experts is enclosed in the staff, that, when called upon, will answer qµestions concerning medicin.e, 
engineering, known creatures and their habits, legend lore, etc. These experts are, however, neither all-knowing 
nor infallible; they have been known to make mistakes. The exact num·ber and type of experts in the staff is 
unknown; a pair of boots, also with a golden tassle - once donned , these boots cannot be taken off without 
a Remove Curse spell. In times of danger, they will cause the wearer to boot his companions, preferably in 
the behind, but not always : a chest containing 100 GP, 60 SP, and 110 CP. 

, 11) "As we walked down the hall,, Hald or noticed that the walls seemed thin, and he turned to ask the 
cat's opinion. But the look in Ty bolt 's eyes was like death, and the dwarf watched h~lplessly as his 
companion slipped out of consciousness. By now we could all sense the overpowering pressure of 
evil, but none of us could descern exactly what it was. Simion gently picked up Tybolt, and we all 
picked up our pace as we followed the cave to the right." 

The black Rabbit (c/c Watership Down). The Rabbit's Death-Spirit awaits behind a wall of loose earth. 
Any one of the furred race - cat, hobbit, hear, etc. - will go unconcious thirty feet from his presence. 
-4 ST. Black Rabbit : CL, Godling ; Align, LE ; HTK 80, DAM 2 claws 1-6, 1 bite 3-18 plus save vs. magic 
or be paralized. Magic: the BR will dimension- door away if brought below 20 HTK. In the other room 
is a necklace of jewels worth 400 G.P. 

12) "Paladin Sir Folchrest walked cautiously into the warm but seemingly empty room. "Humm," 
he said. "Hamm hmm .. .I have it! This floor is beastly hot! Argg!"" 

On a table in this room is a small chest with 115 SP and 124 CP. The floor is about 400° F. 

13) A large stone seemingly blocks the hallway, but it can easily be pushed, pulled, or slid to the right or 
left , opening or hiding various passages. 
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14) The lever o_pens an iron grating across the passage. 

15) An empty chest sits in this. room. At the bottom is a scroll saying, "There 's nothing here." A false 
bottom gives up 5 gold cups (10 G.P. each) and some coins :. 250 G.P. 110 S~, and 60 CP. 

16) Lying on the floor· of this passage is a sword, with this verse engraved on its blade: 
" No mortal man may touch me 
nor immortal Lord Elf; 
No bearded dwarf deadly 
Nor hobbit of stealth. 
By no evil nor neutral 
May this sword be won, 
Nor may it be used 
By any mother's son." . 

The Sword of Her : +l vs. female , +2 to hit and damage vs. male or "other". Special : may be held only 
by a LG female human. Does 2-5 points damage to all others who try to hold it per turn, even if they 
are gloved. · 

17) A wizard's abode. Save vs . fear spell to enter. Under the pillow is a scroll with one fireball spell on it. In 
a box in a drawer are 2 large white ·candles. When lit , th~y will burn brightly for 8 hours. After 2 hours 
they have melted down enough to reveal a ring of invisability in one and a ring of spell turning in the 
other. 

18) This is an empty room. 

19) Past the pit trap in the floor is a bag containing a manual of gainful exercise. It adds + 1 to the strength 
of the first person who reads it , then it bursts into flames and destroys itself. 

Mercenary 
Traveller assumes a remote central 

government possessed of great t.echno­
logical and industrial might, but un­
able, due to the immense distances and 
travel times involved, to exert total 
control at all levels everywhere in this 
star-spanning realm . . On the frontiers, 
extensive home rule provisions .allow 
planetary populations to choose their 
own forms of government, and to raise. 
and maintain. armed forces for local 
defense. Confli,cting local interests are 
often settl.ed 'by force of arms, with 
Imperial garrisons looking quietly the 
other way, unable to effectively inter­
vene as a police force. in any but the 
most widespread conflicts and still 
maintain the defense of the realm. In 
this environment, the mercenary will 
thrive. 

Mercenary is the first major rule 
book supplement to Traveller, greatly 
expanding its potential scope. 
Mercenary includes expanded career 
generation tables for the Army and · 
Marines, numerous new skills, and 
complete rules on joining or forming 
mercenary contingents, organizing and 
equipping them, and resolv.ing their 
missions. Also of interest to even the 
casual traveller is the complete 

·summary of weapons technology at 
each Sllccessive Tech Level, with 
numerous additional small ar~s. 

support weapons, and even artillery, 
all integrated · into the existing 

. Traveller combat·system. 
Mercenary is a full sized, 48 page 

rule booklet, including complete 
charts, tables and examples. $5.98. 

Game Designers' Workshop More material for T RA VE LL E.R 
203 North Street, Normal, Illinois 61761 
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1 ) . 

2) 

3) 

4) 

5) 

6) 

7) 

8) 

KEVIN GARBELMAN · LEVEL 3 1 ST PLACE (TIE) 

The Red Balrog Inn is a pub, looking much the same as any other English pub, with a few exceptions. 
a) Frank, the bartender (ST! 2, INT 11 , WIS 14, CON 16, DEX 15, CHAR 16, TYPE man, SL 5, 
ALIGN CG), is very friendly and will give you any information that he has, which isn't much. He will 
offer to sell you, for one G.P. : green beer - 10 G.P. in a cup, one to a customer ; brown beer - regular 
beer ; and red beer. But Frank will sincerely discourage you from drinking red beer with all of his char­
isma . If you insist , all the other customers in the pub will begin to shake and whisper nervously, then 
!eave. If Frank ' pours a red beer, he becomes Frank, the Balrog (STR 24, INT 14, WIS 7, CON 14, 
DEX 16, CHAR NA, TYP,E balrog, LVL 9, ALIGN LE) , and four to eight of his brothers will show up 
each turn until everyone in the pub is dead. 

If you avoid this , he will offer to sell you three bottles of he-doesn 't-know-what that are behind 
the bar. Each has a label : "Now you see it ; now you don't ." (blindness, 10 turns), "Have a nice trip ." 
(-7 DEX for 10 turns) , "Watch who you're talking to." (every time the drinker opens his mouth, 1-3 
magic missiles will come out at whatever he's aimed at. Up to a total of 10 missiles.) 
b) The RBI is complete sanctuary - no weapons will harm, no blows land , and no magic will work 
unless both parties agree upon it, or you order a red 'b.eer, or the magic starts out in the Inn. 
c) A tic-tac-toe board might play with you for treasure .' It is alway first and always 'o'. It will better 
whatever you put up if you win. 
d) A ski ttles game - however many pins you knock down , that many people in the pub will fall to 
the floor. 
e) A dart board - the bull 's-eye opens a s-ecret passage when it is hit. 

The room costs 10 G.P. a 'night. Lying on the bed causes it to sink into the floor. The laundry chute 
also goes down. 

A large marble statue stands holding a plain gold ring. As you enter the ro9m , a voice says, "See .. . 
through ... me . .. gold ." · 

"There is a tale told in taverns of a great i:perchant, Abu Dab, who seemed to have no 
wealth . He would arrive at a.seller.'s with no more than a flask of bad water and a gold 
ring, yet when the price was to be paid, he could produce more gold than the man could 
carry!" 

· Sea water poured into the ring. comes out gold, 10 drops of sea water= 10 G . .P. Gold may also be stored 
by dropping it towards the ring. Sea water, plus any nongold thing imbedded in the item , falls out the 
oth~r side. Gold' cups, plates, etc., will fall out of the ring in the opposite order in which they were stored, 
in their original shape. What or how much is in the ring now? 

. A giant spider (CE, AC 7, HTK 14, BITE 1-4) and a small chest with 130 SP, 58 CP. 

" "Bonk" went the noise. "Oh, no! " cried Haldor. "Not another one," mumbled Tybolt. "My 
poor head! " said Sir Folchrest. "Bonk" it went again." · · , 

The Bouncer (Bonkus Craneum) comes in all sizes, from 2 inches in diameter to 12 feet, the smaller ones 
being most numerous. Though the large ones can be dangerous, the small ones have only nuisance value: 
they bounce against your arms and legs, causing you to drop things and to trip. Their favorite stunt is 
to rebound between your head and a nearby wall, about 15 times per second. If captured young, they 
can make good pets. This hall is the lair of one about the size of a softball. N, AC 2, HTK 4, 1 bounce 
1-4 points. 

This room is actually a 2-foot deep pit filled with old grease. The door at (A) has a gold doorknob 
worth 18 G.P. (See No: 7) · 

· " Haldor poled across the room on the broken door and began pounding a spike into the wall bt(­
side the other door. Suddenly, that door opened and an Orq stuck his head out. Without missing 
a stroke, the.slowly sinking dwarf switched his hammer from the spike to the Ore. " . 

Five Ores (LE, AC 5, HTK 5, 7, 9, 10, 4) will immediately check the room (6) i(they hear any noise. · 
also in this room is a locked chest with a + 1 shield in it. 

As you enter this hall, a high male voice sounds, "Behold, the hammer of Thor!" When you are twenty 
feet from the podium, it sounds again; " Behold, the hammer of Thor! " When you get about six feet 
away, the lisping voice says, "With this hammer, you will become Thor! " The hammer will immediately 
attack anyone who touches it , with anything, beating him about the head and back until it is destroyed. 
(7 HTK, 3 points damage per turn). The lisping voice adds, " Pretty thor now, aren 't you?" Inside the 
hollow statue is a rope of climbing. 
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9) This barracks is filled with 14 sleeping hobgoblins (AC 5, HD 1 +1 , DAM 1-8 , HTK 1, 1, 3 , 3, 3 , 3 , 4 , 4 , 
4, 5, 5, 7, 7, 7). Each'has.S-10 SP. · · · 

10) One hobgoblin captain - 40% chance to be asleet (AC 4, HD 1+1 , DAM 2-10, HTK 8). Hanging on the 
wall are 5 +2 magic arrows. 

11) Two Trolls play cards and watch over a chest containing 400 G.P. and a Great Dwarf Ro ck. Onl y a dwarf 
can use this latter treasure, which is a rock 3 inches in diameter. When thrown it will fl y with triple 
the strength of the user and is affected n.either by gravity or air friction ; it is totally unbreakable. Troll : 
AC 4, HD 6+3 , 2 claws 14, bite 1-8, regenerate 3 hits per turn after third turn . HTK 14-20. 

I 

12) A poisoned curtain covers the hallway, touch does 1-3 hit~. 

13) A secret passage is hidden behind these steps. 

14) This lever opens the iron grating. 

15) Th~se levers lock and unlock the 12 foot deep trap. Lever up, locked ; lever down , t rap ready to spring. 

16) "A round .greasy-gray body stumbled into view on three tripod legs. It was large - almost six fee t 
in diameter - most of it mouth and gnashing teeth. Two thin rubbery arms ended their eight fo ot 
reach in scimitar-like claws. And a large nose could be seen, but n.o eyes !. On the top of its head­
body was a large red lump, looking very much like a tiny bowler. .. " 

A flasher hunts· by smell. When if finds.its prey, that red lump emits an ex~remely intense flash of light 
that blinds anything looking at th,e beast. Blindness lasts for 5-10 turns. AC 7, HD 4 , DAM 2 claws 1-6, 
HTK 21. In the bottom of the pit are 200 G.P., 160 SP, and 334 CP. · 

17) Seven men and four women will attac.k with puppet-like motions when you enter the room . They take 
damage normally , but swinging a sword above them will cut their invisible strings and release them frnm 
the spell that they are under. Any survivors will join you. People: AC 9, HD l+l , DAM 1-6', HTK 2, 2, 
3, 3, 3, 4, 4 , 5, 5, 6, 7. . . . 

18) In the corner of this room, under a pile of old clothes, is a Book of Mindful Healing; t he fi rst reader 
heals up to 25 damage points immediately , then the book disappears. 

19) An Umber Hulk (AC 2, HD 8, HTK 30, DAM 2 claws 2-12, 1 bite 1-8 ; Viewing eyes causes confusion -
save vs. magic ; Dig through rock, 10 feet per tum.) Also in the room are 2 small leather sacks, both 
containing a jewel ; one is worth 300 G.P. and the other, 500 G.P. 

Continued from Page 3 . 

sample of what's in store : a Jaquays dungeon called : 
MORKENDAINE. If the right hand don 't get ya then 
the left hand will, folks. While MORKENDAINE was 
not designed to be a part of the same series as the 
retail group of dungeons by Jaquays, we think that 
you will find it is definitely a trend setter. 

For those of y.ou who 'took the time to answer our 
request for information on microcomputers , along 
with suggestions, I would like to announce that we 
have decided to make our [first? ] computer the 

I 

TRS-80 with 32K RAM, cassette drive, tractor-feed 
printer, and four disk drives. Hopefully we will be 
getting the computer in before the end of this year. 
Its first function will be to take over as many of the 
normal business functions as possible and [click] as 
I w[buzz] ill be responsible for [rattle] programming 
the little [bleep J gizzy (that's a technical term , people) 
[whirrr] don 't be su[flip] rprised if [clunk] [kaplop, 

9 

kaplop, kaplop- fizzle] weird th ings happen once in a 
while [bomb] [dump] [restart] . 

Also : I want to gets lots and lo ts and lots and huge 
gobs, even, of feedback from those of you o ut there on 
this thought : we all know that there are easy dungeons 
and hard dungeons and killer dungeons and you can't 
readily have one level set up for first-timers and others 
set up for 40th level wizards and every thing in between, 
and beyond in the same dungeon . We have been thin k­
ing of putting a grading system on our products and 
any dungeons which will appear in the two zines in the 
future. Do you like the idea and how would you like 
to see it done? 

Guess that oughta.hold.ya for a while (a t least until the 
next column or page). Happy gamin g! 

Chuck Anshell 
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HEJ":lRY VELDENZ LEVEL 3 lST PLACE (TIE) 

Firedrake's Lair 

Far in the sea to Isle Jahchdhor 
Lies a dungeon of hellish Gore ; 
Home of Firedrake, where Flames roar. 
Between the fangs in stone rests the door, 
For deep in the lair lies the lyre of lore. 
Held by Alminacladq.r, whose voice bore 
Songs of magic, to Gods the strains did soar. 
The Canaithian, aft 3 centuries or more , · 
Still hopes to sing never forever in ore. 

I) 

2) 

3) 

4) 

5) 

6) 

7) 

8) 

9) 

10) 

11) 

I 2) 

13) 

This dungeon starts with the 3rd level because it was designed for higher level characters. 
. . 

The section of 20 ' wide corridor is filled with webs except for a 3' wide path headingnorth-south . There· 
are three giant spiders : . HS, 19, 23 hp. The largest spider has a 200 G. ·p. gem in his gizzard. The spiders 

·are 4+ 1 dice. 

The room has much blood on the floor and a torn set of robes (gray). Also in the room are two wraiths: . 
19, 26 hp . As in the Monster Manual , they are 5+3 dice, AC 4. 

There is a chest in the SE corner of the room, and there is a ray trap on the chest that shoots from the 
ceiling causing 4-14 points of damage to the opener of the chest. Inside are two potions (Fire resistance 
and Giant strength) . 400 G.P. 10 MP, and 3 SOG.P. gems. 

The room is bare except for 17 shadows: AC 7, 3+3 dice, 21, 20, 18, 18, 16, 16, 16, 16, 15 , 15, 15, 14, 
12, 11 , 11 , 11, 9 hp. 

A pit slide is the en trance to the room . Inside is a type one demon : AC 0, 8 dice, 44 hp, 2 x 1-4, 2 x 1-8 , i x 
1-6 for its 5 attacks. On the floor are two sets of norinal chainmail and shields, one normal hand axe, 
and a normal sword. There is also 2310 G.P. , 7104 S.P., and lots of torn, rotten cloth. 

An "Office" . In the SE there is a desk with a bearded man in white robes writing on some parchment. 
There are also 3 chairs in the' ro"om to the west. The door is ajar. When people enter; the 9th level EHP 
(AC 9 /7 , DEX 16, 30 hp), will say "please fill out these entrance fee forms." And if there are complaints 
to the 500 G.P. /person fee, the EHP, Nentul, will refer the people to room 7. He will act as if he were 
good, but once a fight starts in his room or room 7' he will show his true class. . 

One medusa, AC 5, 6 dice , 25 hp , sitting behind a desk to the north, reading a scroll, not a spell, and 
the scroll hides her face. In fromt of her are 3 chairs with 3 fighters as sitting statues. Between the sta­
tues and the reading of the scroll, there is only a 6% chance of anyone knowing it is a medusa before 
she reveals her face. · 

2 chests: A) 2100 G.P., 1 SOOG.P. gem, 3 . lOOG.P. gems, and a swo'rd +l , +2 lycenthrope. B) a trap, 
a cloud of dust which will shrink the . opener to 6" unless he thereafter receives a dispell magic. In the 
chest is 100 MP, one scroll of repulsion protect~d by 5th level explosive runes. 

8 stirges : AC 8, 1 +l dice, 9, 8, 8, 7, 5, 5; 4 , 3, will come out when their door is passed . 

·In the cen'ter of the room is a statue of a salamander '\'ith his fork pointing Northwest. 

By the east wall there is a statue of a .stone· golem, which will not animate. However, all who enter the 
room must s~ve vs magic or believe that the golem is animating and going to attack. 

On the floor are 3 swords, 2 shields, a +l flail, 2100 SP, I 70 G.P., 779 EP(Y2), 55 PP, 6643 CP, 3 emp­
ty flasks, and one flask of poison la bled healing. 

·The room has a·enchanter ; AC 9, 19 hp, dagger, and two charmed ogres, AC 5, 4+1dice, 21,22 h'p, and 
a charmed wererat 3+ 1 dice, AC 6, 13 hp. They will come out when the goodies in room 12 are being 
taken. The spells of the enchanter are: ice storm, haste, dis pell magic, web, wizard lock; invisibility, sleep, 
2 charm persons,. and a shield. He will first haste his group, then wizard lock the main entrance to room 
I 2. . . . 

I 1 
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14) 

15) 

16) 

17) 

18) 

19-
21) 

5 bugbears with swords, wearing chain . AC 5, 1-8 dall!age, 18, 16, 15 , 12, 12 hp. 

2 Trolls, AC 6, each with axes that do 1-10 + 2 points of damage. They are 31 and ·28 hp. Each is wear-
ing a l 00 G.P. nose-ring. . 

l Chimerae. 9 ilice, 43 hp. Attacks are 2 x 1-4, l x 2-8, l x 3-12, l x · 1-6, plus the dragon breath. It is 
guarding a chest with 4100 G.P., 4 x l 00. G.P. gems, and a potion of delusion la bled regeneration. 

2 wrajths, AC 4, 18, 26 hp . They have excellent hearing. 

The chamber is lit with ·a soft glowing golden light. The first male who· enters the light must save vs 
magic or change sex. · 

These rooms are empty of occupants, but they are littered with refuse and scrap cloth, food , and 
fur. 

HENRY VELDENZ LEVEL4 2ND PLACE 

l) On a couch in the SE corner is a beautiful, naked womari. To the west there are 2 small tables with food 
and drink . The southern half of the room is carpeted with various furs. Behind the divan is a chest. The 
woman is actually a shape-changed succubis with 38 hp. 70% magic resistance, AC 9 only hit by magic 
weapons. Through subtle actions and use of ESP and suggestion she appears to be a magic user. She will 
try to entice a male to have sex with her, and if successful , she will ask the rest of the party to leave so 
"they can be left alone. " If left alone, she will change to her true form after a suitable time and "Kiss" 
the victim until dead. Then she will go etheral and defend the chest. In the chest are 11 l 50G.P. gems, 
2 l 5QOG.P. pieces of jewelry , and a 2000 G.P. jewel. 

2) On the floor there is a dead acidified troll and lots of broken glass. 

3) The whole room is covered with refuse, and if the refuse is searched, 2500 SP will be found in 4 turns. 

4) Two stone giants playing craps with 12' ' dice. Each have 500 G.P. and 5 50G .P. gems. 

5) 2 Displacer beasts, AC4, 19, 25 hp, each. has 2 attacks at 2-8. 

6) This chamber is filled with d~st swirling aroond. If 3 deep breaths are take; , the dust is inhaled , and the 
breathers CON goes up 1. 

\ 

7) 1 vampire in gaseous form , 40 hp, with an empty chest. 

8) l vampire in gaseous form , ~8 hp , with a chest that has with out a tra.p, 1000 G.P. and a+ l cursed sword. 

9) 1 wyvern, AC 3, 46 hp. 

10) 3 5-die giant scorpions, 25, 26, 30 hp. AC 3, 3 attacks .. 2 x 1-10, l x 1-6 +poison. 

11) · 5 hill giants with a 5 die wolf as a door guard (the wolf has 21 hp.). The giants.have 49, 45 , 40, 39, 36 
hp. The first giant is near the door tossing bones to the wolf. Two are near the stairs, and the -other two 
are by the chest in the SE playing cards. In the chest, the top half is plenty of preserved food , int the 
bottom, there is 8000 G.P., while in the false bottom, there is a 500 G.P. gem . 

12) One type one demon. 31 hp, as on level three for attacks. 

13) 4 mummies in ·four coffins along the south wall, they are not animated. On the east wall there is a tap­
estry of a pit fiend type devil , with a name underneath, the name says Firedrake. 

14) 4 animated mummies 33 , 32, 20, 30 hp , AC 3, 1-12 on attack+ leprosy. In seven rounds, the mummies 
from room 15 will arrive after battle starts, or if the battle starts in room 15 , then the room 14 mum­
mies will be there in seven rounds by use of the secret tunnel. 

15) 4 mummies, 30, 31 , 34, 24. 

16) In the room are three dead men in robes, torn and bloody as if something clawed them to death. 

17) . The floor of the room is covered with snail stones and other rubble. If searched, under the rubble, blood 
will be found . 
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18- These rooms are not occupied, but they all have standard amounts of refuse, cobwebs, rotten wood, 
26) fl akes of metal, and other misc. stuff that goes in an empty room. 

I) 

2) 

3) 

4) 

5-7) 

8) 

9) 

I 0) 

11) 

12) 

13) 

HENRY VELDENZ LEVEL 5 . lST PLACE 

The area of gas marked does 1-6 points of damage, but it . also acts as a strength spell on all who enter. 

4 minotaurs waiting at the edge of the gas with axes that do 4-14 points of damage. The minotaurs are AC 6, 
28, 19, 32, 25 hp. 'fhey are guarding a chest. In the chest is 7000 CP, 3000 SP, and in a false top, there are 
4 500G.P. gems. . 

In the middle of the room there is a small bowl of water guarded by 2 invisible ~talkers , AC 3, 44, 27 hp. 

A banquet hall . The room is dimly lit by braziers. On the table are piled dead bodies for food . By the secret 
entrance is a magic user, 14th level, STR 9, INT 18, WIS 12, CON 17, DEX 14, CHA 13. He has 53 hp. He 
also has bracers AC 2, dagger + 1, and a wand of lightening bolts (21 charges.). To each side of the mage 
(his name is Zul) is a barbed devil. 40, 43 hp. They are as they are in the Monster Manual. AC 0, 8 dice, 
3 5% magic resistance, 3 attacks at 2-8, 2~8 , 3-13. All around the rest of the table are charmed heroes, 12 of 
them with AC 4, 19 hp each, and they are feeding on the dead bodies. 

These rooms are full of dead rotting bodies. 

On the floor are 3 00 PP. 

2 Basilisks, 26 , 31 hp. 

This room has 6 statues, 4 male, that have been stripped of all their goods. 

Behind the door is an invisible flesh golem that will animate when the treasure is disturbed. On the floor is 
3500 G.P., 16000 SP, 13 100.G.P. gems, sword +2, neutral, and 3 sets of normal platemail. 

The door to this room must be busted, the whole room is a bottomless pit. If l:istenedinto, whistling wind 
will be heard. · 

3 trolls , AC 6 , claws and teeth , 36, 25, 24 hp . 1750 G.P., 7700 SP, set of normal chain, shield+ 1, sword +3 
chaos, 7I, 7E, named Invincible. It can allow the user to see invisible if it is held in the hand . 

~ 14) I Vampire, 42 hp, with his coffin. He is inside waiting for his previous meal to digest. 

15) The whole chamber is filled with a red gas. The gas makes all who enter believe that all their wounds have healed. 

16) 2 Wyverns mating, 39 hp for the male , while the female has 30 hp. Any coming in have automatic surprise, 
but .then the Wyverns attack at +4 hit and damage due to ferocity. The male has a 500 G.P. gem in his 
gizzard. · -

17~ These are standard empty rooms with various refuse (as in all occupied rooms) and an occasional rat spy 
21) for the Vampire in room 14. 
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1) 

2) 

3) 

4) 

5) 

6) 

7) 

8) 

9) 

10) 

11) 

12) 

13) 

14-
16) 

17) 

18) 

HENRY VELDENZ LEVEL 6 lST P~ACE (TIE) 

The whole level sounds like a crackling fire. Most of the corridor is invisible rock floor that is over a 150' 

drop to a fire fiL The whole level is around 150 degrees. 

. The room is empty, but this is where the heat is first evident. 

In the chamber are 3 salamanders, AC 3/5, 41 , 38, 36 hp, 2 attacks at 2-_12, and they are guarding room 3. 

On the floor there are 20 AP, and a +3 sword of cold ,°law, no INT or ego. 

In the room there are 2 Phantamal mummies, of 45 hp each. 

One age 7, die 10 red dragon, that speaks. He is pretending to sleep. 

This is the some bottomless pit as on the fifth level, but due to dimension shifting of the stairs, this entrance 

(and level), are shifted east ,' and about 400' down from the fifth level. Again, the wind is heard , and the door 

must be-busted. · 

5 owl bears , AC 5, 24 , 14, 18, 19, 22 hp . 

8 hell hounds . They are 7, 7, 6 , 6, 6, 5, 5, 4 dice respectively, and they have 43, 28 , 27 , 28 , 32, 13, 31 , 23 

hp. Each is also wearing a 1000 G.P. ruby collar. 

Another tapestry is on the north wall depicting Firedrake, the pit fiend. 

A fire giant wizard. 51 hp, 12 dice, he has a permanent fly spell. He carries an aggressive spell assortment. 

He is at a desk, which is just ea~t of the secret entrance. If asked his name, he will reply that it does not mat- . 

ter to such small people. He tends to be quite arrogant, His spell are as 13th level wizard. 

A chest , with 12th le,vel ex plosive runes on a concealed paper seal. In the·chest is 17000 SP, 6000 G.P., 

I-6th level spell books, +2 armor, mace +2, and a potion of plant control. 

One 1,6 die free will fire elemental, AC 2, 79 hp. 

4 Salamanders, '43 , 29, 37, 36 hp. In the room there is a chest, with : 33 AP, 45 MP, 1 necklace with 700 

G.P. worth of gems, ring of fire resistance, and a ring of delusion of fire resistance. There are also two po-
tions of fire resistance. ' . 

These rooms are completely empty , the walls are scorched black. 

Firedrake's room. Where the numbers are there are harps on the wall, and as each harp is touched, a magic 

mouth goes " Fool! Ha Ha Ha Ha (etc.)" Standing in the SW corner is Firedrake, a pit fiend as of the Monster 

Manual. 13 dice, 62 hp , AC 3, only hit by magic , Magic resistance is 65%, 2 attacks: weapon for 7-12 points 

of damage, and a tail for 5-8 points that will do 2-8 additional points of constriction damage. The pit fiend 

also sheds a 20 ' radius of fear, and regenerates a 2 points/round. And as in the Monster Manual, he can also 

use pyrotechnics, produce flame, wall . of fire, detect magic and invisible, hold person , and use a symbol of 

pain ; save or be 4 to hit and -2 DEX for 2-20 rounds. Pit fiends, as stated in TS R's Monster Manual, are 

also immune to all fire. · 
When and if Fire<'lrake dies, a faint harp will be heard playing somewhere to the NE. It cannot be 

exactly placed as to the origin . 

In the r9om there are 3 chests, with an old man playing a harp while sitting on the middle chest. He is 

Alminacladar, and he has a Canaith lyre (as in TSR's Strategic Review Vol 1, No. 3) .. The old man is a 15th 

level Bard. As someone who is not a devil enters, Alminacladar says "At last, the final note!" Then he dies 

from old age. Chest one : 600 PP, 6 lOOG.P. gems, 4 pieces of jewelry at 700 G.P. each. Chest two: 24 

50 G.P. gems , a scroll of protection from magic, and a wand of magic detection. Chest three: Exploding 

runes for 4-24 points. 
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CHARLES SAGUI LEVEL 1 lST PLACE 

Within is a dungeon of six levels. At the bottom of the stairs leading to each level is a warning of what to 
expect on that level. 

·Here is the lair of a fighting band 
The evil ores of the crimson han,d 
Take gold, earn faine, set captives free 
Artd may the gods watch over thee 

The entrance. 3 ores, LE, AC 6, HD 1, HTK 5, 8, 7, Scimitar & Spear. One troll, CE, AC 4, HD 6+3, HTK 42, 
2 claws 14, 1 bite 1-8. Guard against entry. 

Gelatinous cube, AC 8, HD 4, HTK 34. Touch does 2-8 damage. 2 SP, I GP, I daggar inside. 

Personal quarters of Gisiack the Ore. Table, chairs; bed, shield hangs on the wall. Shield is+ I. Secret door in 
rear of room leads to treasure store. · • · · · 

Gislack's treasure store. Crossbow trap poison type 3, 10 GP, 30 SP, 100 CP, 2 gem's worth 50 GP each, +2 
Scimitar Align Chaos. · 

Barracks. 20 ores, LE/CE, AC 6, HD 1, HTK 7, 6; 8, 7, 7, 8, 5, 4, 8, 3 (x 2), Scimitars and spears .. Each has 
1-8 SP on their person. · 

Armory. 4 ore guards. LE, AC 6, HD I, HTK 5, 5, 5, 5. Short b'ows and daggafs. One second level ore, CE, 
AC 4, HD 2, HTK 14, +I Mace. 10 Scimitars, 25 spears, 5 short bows, 27 arrows, 22 daggars, 10 shields, 3 
sets of chain mail. 

Banquet Hall. Gislack, Level 7, CE, AC 0, HD 7, HTK 45, +2 spear, +l daggar, +2 chain & shield. 2 orc.s, 
level 4, LE/CE, AC 4, HD 4,. HTK 16-20 Scimitars. 36 ores, LC/CE, Ac 6, HD I, HTK 8, 7, 6, 5, 7, 7, 8, 4, 
8, 8, 7, 5, 5, 4 , 3, 6, 5, 6 (x 2), Scimitars. Mostly wooden bowls & cups but Gislack eats from gold plate 
worth 90 GP. 

Dun'g heap. + 1 daggar in cenJer of pile. Loose 3 points of charisma until next bath. 

Regimental treasury. 3 Chests, one appears empty but has a false bottom with four rings, 3 worth 40 GP 
each, one of fnvisibility. Second is locked with poison trap type 6 contains 25 GP, 100. SP, 400 CP. Last 
chest empty, but when· opened releases Djinni who will attack, N, AC 5, HD 7+1, HTK 50, 2-16 damage. 

Kitchen. 2 ores, LE, AC 6, HD I, HTK 44, butcher knives. Jugs of fresh water. 

Food store. Bread, cheese, dried meats (some poisonous to man). 

The hiding place of Dundermachen. Dwarf FTR, LG' Level 6, AC 4, HD 6, HTK 48, +3 hammer with return. 
Has 4 gems worth I 00 GP each. If attacked he will fight, otherwise he will help party. If asked he will join 
the party. · · · 

·Empty. Dust, broken furniture , empty chests and the like. 

Temple. 6 ore guards, LE, AC 5, HD I , HTK 5, 6, 4·, 3, 2, 8, Scimitars and spears. 12 worshippers, LE/CE, 
AC 7, HD I, HTK 4, 4, 4, 6, 5, 3, 2, 1, 8, 7, 8, 8, daggars. On the altert6 the west side of the room stands 
what appears to be an idol of solid diamond. H is an illusion. The real idol was stolen fifteen years before by 
a wandering wizard . The image will stand even feeling real to the touch until the idol is lifted then it dis-
solves. 20 GP in compartment under stone alter. ' 

Sleeping quarters. 10 Kobold eunoch harem guards, CE, AC 7, HD I Y2, HTK 12,. I 0, 9, 9, 7 (x 2), crossbows 
and short swords. 

Burial vault. 3 skeletons, N, AC 7, HD Yi, HTK 2, 2, 3, -Swords. Medallion of ESP 3" around neck of corpse. 

Prison cell. Empty. In corridor out~ide in corridor is a spear on which rests the head of Blugar the traitor. 
The spear registers magic and appears to be +I, it is a cursed spear of back biting. 

Harem. 10 eunoch kobold guards, CE, AC 7, HD 1 Yi ; HTK 9, 9, 6, 10, 11 (x 2), Swords. 4 female ore slaves, 
LE, AC 7, HD 1, HTK 5, 4, 6, 2, daggar. Pregnant Elf Princess, LG, AC 9, HD I, ~TK 5. If elf is escorted 
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out of dungeon or taken along with party and guarded, her father will give the party four elvan cloaks and 
four pairs of elvan boots. The party should not be told this. 

19) Boat House. Row boat will carry up to 4000 GP weight, any more, and the 'boat will sink half way across. 

LEVEL ONE 
CHARLES SAGUI 
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CHARLES SAGUI 

Be you fighter, wizard , or clerk 
Beware the men who go berserk 
And while within the dining hall 
Be wary of the southern wall 

LEVEL 2 2ND PLACE . 

7 Berserkers, N, AC 7, HD l+l , HTK 9, 6, 7 , 5, 6, 8, 9, Swords, each carries 1-4 GP. 

Prisoners cells. All but 5 , 9 , and 11 are empty . 

Dwarf, LG, AC 9, HD 1, HTK 7 ,. In trash on floor is bag of devouring. · 

Fighter, level 3 , CE, AC 9 ; HD 3, HTK 20. He is not chained and has +2 daggar. 

Patriarch, LG, AC 9, HD 7, HTK 33 . 

Carrion crawler, N, AC 3/7, HD 3+1 , HTK 25 . 

Guard post. 5 berserkers, N, AC 7, HD l+l, HTK 7, 8, 6, 8, 5,. Swords. 2-8 GP each. 

5 Swordsmen, N/LE, AC 5; HD 3, HTK 16, 17, 19, 20, 14, Battle axes. Each has 8 GP. 

Hidden room overlooking banquet hall. 2 warriors, N, AC 7, HD 2, HTK 12, 14. Each has a crossbow of 
accuracy + 3. 

Banquet Hall. Lainem the Lord , LE, AC 0, HD 9, HTK 70, +2 sword align law, +2 plate. 4 Swashbucklers, 
N, AC 5, HD 5+1 , HTK 41, 38, 30, 32, +l sword/+l mace/+2 spear/2-handed sword. 10 warriors, N/LE, 
AC 7, HD 2, HTK -12, 12, 14, 15 , 16, Sword . J6 berserkers, N, AC 7, HD l + 1, HTK 9, 6, 8, 7, 5, 5, 9, 4 (x 
Axes. 5 golden plates worth 60 GP each, LO silver plates worth 50 SP each. ' 

Store room, bread , wine, fruit , etc., guraded by 4 amazon warriors, N, AC 9, HD 1, HTK 8, 8, 7, 4, spears 
and daggars. · 

Kitchen. 6 Amazon cooks, N, AC 9, HD 1, HTK 8, 5, 4, 6, 8, 4, knives and cleavers. 

Barracks. 20 Berserkers, N, AC 7, HD 1+1, HTK 9 , 8, 7, 8, 9, 5, 9 , 8, 7, 7 (x 2), spear and sword. Chests at 
the foot of each of 50 beds contain 1-12 GP or 2-50 SP. 

Lainems quarters. 2 Amazon mistresses, N, AC 9, HD 1, HTK 8, 4, Daggars. Chest at foot of huge bed 
contains poison type 5 trap, +3 set of chain mail, 120 GP, necklace worth 250 GP, and a load stone. 

Leads to level three. Path blocked by ochre jelly , N, AC 8, HD 5, HTK 40, 1-6 damage. 

Officers Quarters. 11 amazons, N, AC 9, HD 1, ·HTK 8, 8, 7, 6, 4, 3, 5, 7, 7, 8, 8, daggars. 21 beds with 
chests, 12 are untrapped and contain 5-20 GP, 5 are trapped poison type 3. They contain gems worth 10-
150 GP. 4 have poison type 8 and contain 25-100 GP and gems worth 100-250 GP. 

10 were rats, N, AC 7, HD 3, HTK 20 , 18, 17, 19, 21 (x 2), 1-3 bite plus maces. Beneath a fall of rocks is 
treasure 150 SP, 4 gems worth 50 GP each. 

4 Gargoyles, N, AC 5, HD 4, HTK 32, 28, 10, 20, 2 claws 1-3 points, 1 bite 1-6, 1horn1-4 points on the 
ledge at the rear of the cavern : 7 feet from th.e cave floor is a hiding place for two pieces of jewelry, a brooch 
worth 400 GP and a bracelet worth 900 GP. 

INTERNATIOllAL GAMERS ASSOCIATIOll * . MILGAMEX RULEBOOKS The Warlord Game $14.00 

The Ardu1n Grimoire, Vol . 1 Tactical Ancient Annies, a large and comprehensive 
source for organlzlnq ancient annies appropiate for 

Lead the forces of Your Medieval 
Fiefs against your opponents on 
your way- to the Emperor's Crown I 
Boxed Boardgame, Diecut Counters, I!Ji 

The Ardu1n Gri11111ire, Vol. 2j 
Welcome to Skull Tower $8. 5 

WRG type rules.plus middle earth supplement 5.0!> 

20 

· Charts, Simple Playable Rules. 
Phoenix Games 
Elementary Watson $10.00 
Solve •••• or Plan the Perfect Crime! 
A new boardgame of deductive adventure · 
in . the London of Sherlock Holmes I 
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CHARLES SAGUI LEVEL 3 

Within dwells Shara the evil high priest 
Whose room is guarded by the owl-bear beast 
They worship a man who once was trees 
Re,move t_he way the tree ma

1
n sees 

.I) Rust Monstt:;r, N, AC-2, HD 5, HTK 37, eats all iron it contacts. 
. ' 

3RD PLACE 

2) Guard room .. 1 evil acolytes, LE, AC 7, HD I , HTK 5, 5, 4, 6, 111aces. Shamen CE, AC 5, HD 3, HTK 18, 
snake staff. Each acolyte has jewelry worth 20-50 GP, Shamen has ring worth I 00 GP. 

' 
3) Store room :of priests robes. Among the robes is a robe of blending and in the pocket of another robe is a 

scarab of death. · 

4) Room of Eeedor the evil priest, LE, AC 3, HD 4, HTK 24, Staff of withering. In small onyx box beneath 
bed there is a scarab of protection from evil high priests. Box is worth 200 GP, poison trapped type 7. 

I 

5) . Room ofbungee the evil biship, CE, AC 4, HD 5, HTK 22, Mace of disruption. Has bracers of defense 
AC 4. In chest at foot of bed is clothing a pair of non-magic boots and in a secret compartment an efreet 
bottle. 

6- J-0) Prayer cells small wooden alter and stoo!. 

6) Evil acolyte, LE, AC 9, HD I, HTK 4, mace, I 0 SP in robe pocket. 

7) Evil acolyte, CE, AC 7, HD 1, HTK 6, Morning star ring worth 20 GP. 

8) Empty. 

9) Empty. 

I 0) Monk disciple, CE, AC 8, HD 3, HTK 12, 1-6 empty hand damage. No treasure. 

11) Priests quarters. 20 evH acolytes, LE/CE, AC 7, HD I, HTK 4, 3, 6, 5, 4, 4, 5, 3, 5, 5 (x 2), Morning stars. 
5 Evil adepts, LE/CE, AC 5, HD 2, HTK 12, IO, 8, 7, 11, 12 hammers. Each acolyte has 2-12 GP, Adepts 
carry I 0-30 GP plus gem worth 20-50 GP. 

12) The old room. Antiques, rusted out armor and weapons, beneath a pile of rotting rags is a necklace worth 
300 GP. In .a chest against the wall, poison· trapped type 9 is 600 GP. The hall leading to this room contains 
a Pl1rple wo1m, N, AC 6, HD 15, HTK 100, 2-24 bite 1-6 sting plus poison. 

13) Store room for edged weapons. Worshippers turn in swords, spears, daggars before ente"ring temple. Guarded 
by 3 sham en, LE, AC 5, HD· 3, HTK 15, 12, 14, maces". 10 swords, 14 spears, 5 daggars. · 

14) The temple. 16 worshippers, berserkers, LE, AC 9, HD l+l, HTK 6, 7, 5, 9, 8, 7, 6, 9 (x 2), benches and 
stools hit as mace 1-3 points damage. Sh,ara Shara Shara, evil high priest, LE, Ac 0, HD 7, HTK 36, Staff of 
striking +3 plate. 26 evil acolytes, LE/CE; AC 7, HD I, HTK 6, 4, 5, 5, 3, 6, 4, 2, 4, 1, 6, 5, 3 (x 2), maces. 
I 0 Shamen, LE AC 5, HD 3; HTK 18, 12, 16, 6, 13 (x 2), Morning stars. On the alter is a wooden idol with 
a head of clay. Under the screen of clay in the eye sockets are two matched emeralds worth 25000 GP each . 
. Under the alter, reach through a trap door, is a chest, the outside lock is poison trapped type 8, appears 
empty. False bottom trapped type 9 contains 2 pieces of jewelry worth 450 GP each and a gem of seeing. 

15) Sacrifice pit. Transports to another plane. No one comes back. 
( 

16) Sleeping quarters of Shara Shara Shar~. Guarded by p~t owl bear, N, AC 5, HD 5, HTK 36, 2 claws 1-6· bite, 
1-12 hug on 18 for 2-16. Two chests one has clothing locked trapped type 4 poison, one has 300 GP trapped 
type 8 poison. 
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17) 

18) 

8 virgins to be sacrificed, LE, AC 9, HD 1, HTK 6, 3, 4; 5 (x2) daggars. Fanatics, they feel being killed is an 
honor and will fight to remain. Each has bracelets worth 100 GP· each. · . . 

Martial arts training ground , empty. Sign on wall reads : 

Let those who are weak now tum and flee 
And all who enter. of chains be free 
The root of evil is glittering gold 
So no possessions, the inmates hold 

All monks take a vow of poverty . NO -TREASURE. 

19) Monks cell. Grand master, LE, AC 5, HD 6, HTK 18, 2 attacks/round 1-12 damage. 

20) Ceil of GM/West wind , LE, AC 2, HD 9, HTK 32, 5 attacks/2 rounds.2-20 damage. 

21) Monk cell. Grandmaster, CE, AC 5, HD 6, HTK 24, 2 attacks/round 1-12 damage. 

22) Monk. barrack. 6 disci,ples, LE, AC 8, HD 3, HTK 12, 7, 8 (x 2) , 1-6 damage. 

23) ·Monk Barrack. 4 immac~late , LE, AC 7, HD 4 , HTK 16, 12 (x 2), 3 attack/2 round 1-8 damage. 

CHARLES SAGUI 

This is the home of a magic man 
Avoid his wrath all those who can 
And as you wander in the gloom 
Light not the sleeping giants room 

LEVEL4 lST PLACE 

1-5 & 7-9 are guard posts. The men at each post have all had a Geas laici on them and they will never allow 
anyone but the Wizard Kann to enter or leave the tunnels they :guard . They will not follow into tunnel but 
·will use missiles on them . These spells are permanent. 

1) 4 warriors, LG /LE, AC 5, HD 2, HTK 16, 15, 12, 15, heavy crossbows swords. Swordsman, CE, AC3, HD 3, 
HTK 20, Crossbow of S{)eed + 1 sword align chaos. 

2) 3 warriors, LE, AC 7, HD 2, HTK 12, 14, 13, long bows and swords. Hero , CE, AC 5, HD 4, HTK 30, com­
posit bow 2-handed sword 5 + 1 arrows. 

3) 3 heros, LE, AC 4, HD 4, HTK 18, 20, 21, Composit bows, swords AC 4, bracers of defence. Myrmidon, LE, 
AC 2, HD 6, HTK 45 , +3 sword align law, bracer AC 2. ' 

-4) 6 warriors, LG, AC 6, HD 2, HTK 15, 12, 13 (x 2), spear and sword. Hero, LE, AC '4, HD 4,. HTK 29, +2 
·spear and sword . 

5) 5 swordsmen, LE/CE, AC 5, HD 5, HTK 20, 24, 14, 15, 12, Composit bow and sword. 

6) The Kennel. ' 8 ·hell hounds, N, AC 4 , HD 5, HTK 30, 28, 27, 12 (x 2), 1-6 bite, 5 dice breath damage. Gem 
studded collars worth 200 GP each. 

7) 2 swordsmen, LE' AC 4, HD 3, HTK 16, 20, spear and .sword . . Myrmidon , LG, AC 4, HD 6, HTK 47, +2 
mace. 

8) 3 myrmidons, LG/CG, AC 5 , HD 6, HTK 40, 45 , 43 , com posit bow and sword. 
- ' 9) 7 warriors, CE, AC 7, HD 2, HTK 14, 12, 10, 11, 13 , 10, 14, crossbow and sword. 

10-25 Rooms holding captured monsters and experiments. Rooms 10, 16, 19, 21, 23 empty . 

11) 4 trolls; N, AC 4 , HD 6+3, HTK 43, 50, 39, 47, 2 claws 1-4, bite 1-8. 

12) Hydra 6 heads, N, AC 5, HD 6, HTK 36, 1-6.damage per head. 
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13) 5 captive elves, LG, AC 9, HD 1, HTK 8, 8, 5, 7, 6, if armed from captured arms, will join party. They will 
accept no pay or treasure. · 

14) Family pack of were wolves, N, ACS, HD 4, HTK 24, 26, 27 (x 2), 2-8 bite. 

15) 2 minitours, N, AC 6, HD 6, HTK 60, 55 , butt 2-8, bite 1-3 , + 1 swords align N. 

17) 16 gnolls, CE, AC 5, HD l.Y2,.HTK J2, 8, 7, 5, 9~ 10, 9.> 9, spear and sword. 

18) 2 druids, N, AC 7, HD 9, HTK 45, 50, crescent shaped sword:;. 

20) 7 ogres, N, AC 5, HD 4+1, HTK 33, 28, 30, 30, 26, 20, 26, 1-10 points damage. 

21) 4 medusa, N, AC 8, HD 4, HTK 30, 20, 22, 21, daggars and stoning. 

24) Green slime, N, HD 2, HTK 16, turns flesh to green slime. 

25) 8 harpies, N, AC 7, HD 2+2, HTK 18, 12, 10, 15 (x 2) , 2claws1-3 and swords. 

26) Karms quarters, Karm, CE, Wizard level 18, AC -1, HD 11 +7, HTK 51, bracers of defence, AC 2, ring of pro­
tection + 3, ring of spell turning, staff of wizardry, wizards robes black. 

27) Laboratory and quarters for Karm's assisstants. 2 thaumaturgist, CE, AC 4, HD 3, HTK 12, 10, bracers of 
defence AC 4, one has wand of cold, the other and daggar. 

. ' . 

28) Wizards magic store room. Guarded by iron golum, N, affected only oy +3 or greater weapons, HTK 80, 
strikes for 4-3 2 points damage and breath l" square of poison gas · able to smash almost anything in path. 
8 magic arrows+ 1, shield. +2, potion of healing 3 doses, bottle of poison type 9. 

29) Harem. 3 female conjurers, LE/CE, AC 9, HD 2, HTK 8, 4, 5, daggars. They will fight to remain, each has 
3 bracelets worth 100 GP each. · 

30) TreasUFy. Guarded by stone giant, LE, AC 1, HD 9, HTK 72, Mattock .of Titans +2 plate armor. Giant is in 
psudo sleep if roorp is lit by torch or magic, he awakens and attacks. Guards 4 large chests, first has 900 GP, 
second has gems worth 25000 GP, third explodes upon opening doing 10 dice damage, fourth is empty. 

CHARLES SAGUI 

Here mortal men are filled with dread 
For here is the place of the living dead 
And filled with creatures so ill and fell 
They make this place a living hell 

LEVEL 5 3RD PLACE 

This level is the catacombs. Those rooms marked X are empty with no monster and less than 25 GP in ·trea­
sure. Each crypt has one or more coffins if it is occupied or not. 

1) 20 skeletons, C~, AC 7, HD Yz, HTK 2, 4~ 3, 4, 1, 2, 4, 3, 4, 2-(x 2), 1-6 damage. 

2) 14 ghouls; CE, AC 6, HD 2, HTK 16, 14, 10, 12, 13, 10, 14 (x ·2), 2 claws 1-3, bite 1-4. 

3) 2 minafours, N, AC 6 , HD 6, HTK 40, 45, butt 2-8, bite 1-3, spears. 20 GP each. 

4) Black pudding, N, AC 6, HD 10, HTK 70, 3-24 points of damage. 

5) 6 trolls, CE, AC 4, HD 6+3, HTK 43,50,48 (x 2), 2 claws 1-4, bite 1-8, 100 GP in coffin. 

6) Empty of monsters. Necklace worth 3 70 GP on neck of corpse. 

7) 16 were wolves, N, AC 5, HD 4, HTK 30, 28, 20, 18 (x 4), Bite 2-8, each has 4 GP. 

8) 20 wights, CE, AC 5, HD 3, HTK 20, 21, 18, 1 7, 22 (x 4 ), Life energy drain. 

9) 8 hell hounds, CE, AC 4, HD 7, HTK 56, 50, 48, 40 (x 2), Bite 1-6, 7 dice breath. 

10) 12 ogres, CE, AC 5, HD 4+1 , HTK 33, 29 , 28 , 30 (x 4) , 1-10 damage. 
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11) 10 gargoyles, CE, AC 5, HD 4 , HTK 30, 27, 20, 18, 10 (x 2), 2 claws 1-3, bite 1-6, horn 1-4. 

12) Gray ooze, N, AC 8, HD 3, HTK 22, 2-16 damage. 

13) 6 mummies, CE, AC 3, HD 5+1, HTK 40, 38, 30 (x 2), 1-12 damage. 

14) 6 giant ticks, N, AC 4 , HD 3, HTK 16, 20, 20 (x 2), bite 1-4, blood drain. 

15) 2 rust monsters, N, AC 2, HD 5, HTK 40, 38, rusts metal. 

16) 2 vampires, CE; AC 2, HD 8, HTK-64, 60, 1-10 damage and energy drain, 100 GP ring. 

17) 16 rat men, N, AC 7, Hd 3, H/K 24, 20, 18, 17 (x 4), bite 1-3, 15 SP each. 

18) 10 bug bears, N, AC 5, HD 3+ 1, HTK 25, 20, 18, 10, 25 (x 2), 2-8 damage. 

19) 15 shadows, CE, AC 7, HD 2+2, HTK 18, 1 o; 7, 14, -I 6 (x 3), 1-4 damage and strength drain. 

20) 28 zombies, CE, AC 8, HD 2, HTK 16, 10, 7, 8, 10, 11 , 8 (x 3), 1-8 damage, 10 GP each. 

21) 3 carrion crawlers, N, AC 3/7 , HD 3+1,.Htk 25, 16, 17, paralize. 

22) 4 ogre magi, A_C 4, HD 5+2, HTK 42, 40, 38, 37, 1-12 damage, gem 700 GP in coffin. 

23) Very young white dragon , N, AC 2, HD 5, HTK 40, 2 claws 1-4, bite 2-16, 5 die breath damage. He lived on 
the level below until his family was killed. 

' 24) 10 wraiths, CE, AC 3, HD 4, HTK 30, 32, 20 , 28, 18 (x 2), 1-6 damage and energy drain. 

' 
25) Djinni inside closed coffin, N, AC 5, HD 7+1, HTK 55, guards rod of resurrection. 

26) 3 Manticoras, CE, AC 4, HD 6+1, HTK 40, 38, 20, 2 claws 1-3 , bite 1-8, 24 spikes 1-6. 

27) 2 demons type III, CE, AC 4, HD 10, HTK 70, . 71, 2 pinchers 2-12, 2 horns 1-3 , bite 1-6, 60% magie resis­
tance; 

28) 8 spectres, CE, AC 2, HD 6, HTK 40, 42, 38, 39 (x 2), 1-8 and energy drain. 

29) 4 gorgons, CE, AC 2, HD 8, HTK 60, 55, 57, 40, butt 2-12, stoning breath. 

30) 3 vampires, CE, AC 2, HD 7, HTK 56, 50, 55, 1-10 energy drain, 500 GP gem each. · 

31) Ochre jelly, N, AC 8, HD 5, HTK 40, 2-12 damage, guards 400 GP in casket. 

32) Beholder, N, AC 0 body, 2 stalks, 7 eye, HTK body 40, stalks 10, center eye 20. Bite 2-5 eyes (1) Charm 
person, (2) Charm monster, (3) Sleep, (4) Telekinese, ·(5) Stoning (6) Disintegration, (7) Fear, (8) Slow, 
(9) Serious wounds, (10) Death ray, (11) Anti magic. 

33) Phase spider, N, AC 6, HD 5, HTK 40, bite 1-6 and poison can phase out. 

34) No monster, in coffin is potion of GREEN dragon control. 

35) Dwarven master pilferer, AC 9, HD 8, HTK 30, +2 sword. 

36) 4 mind flayers , N, AC 5, HD 8+3, HTK 67, 60, 62, 65, 90% magic resistance, eats brains. 

37) 6 SUPER mummies, CE, AC 2, HD 7+1, HTK 57, 57, 57(x 2), 2-24 damage, fire proof. 

38) 2 umber hulks, N, AC 2, HD 8, HTK 55, 60, 2 claws 2-12, bite 1-10. 

39) 8 blink dogs, N, AC 5, HD 4, HTK 20, 25, 30, 18 (x2), bite 1-6, teleport. 

40) 5 Were tigers, CE, AC 3, HD 5, HTK 40, 35, 30, 36, 12, 2 claws 1-4, bite 1-10. 

41) 20 skeletons, CE, AC 7, HD Y2, HTK 2, 4, 3, 4, I, 2, 4, 3, 4, 2 (x 2), 1-6 damage. 
. ' 
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CHARLES SAGUI 

Beware though you wear both chain and plate 
The scarlet dragon and his mate 
Along the path to freedom lies 
T~e cavern where the weakling dies 

lST PLACE (TIE) 

1) Cavern. 5 stone giants, N, AC 4, HD 9 , HTK 71 , 64, 60 , 61 , 60, hit for damage 3-18. The cavern is high and 
furnished with tables, chairs, and a large chest. Chest contains 1500 GP. 

In corridor leading to room two is a message: 

Dowri this hall demogorgan dwells 
Master of the deepest hells 
He lives to fight, to hurt , to slay, 
So beware the sinister way 

(For DM's, Sinister in latin means left handed .) 

2) Demogorgan, Demon Prince; CE, AC -8, Hb 10 (20-sided), HTK 200, 2 tenticles +4, to hit rots flesh. Tail 
+4, to hit Life energy drain. He can be hit only with +2 weapons or better. (5% magic resistance. See Eld­
ritch Wizardry, page 37, for full powers.) 

Treasure : 14000 CP, 75000 SP, 50000 GP, 90 gems worth 10-1000 GP, 75'jewelry worth six-sided die times 
1000 GP, Sword +3 align law, Sword +2 Charm person align chaos, Sword -2 -cursed, Vorple blade, Plate and 
shield +4, Rod of lordly might, Rod of cancellation, Potion of growth, 2 doses, Potion of healing, 4 doses, 
potion of invisability, 1 dose, Poison type 8, Scroll of third level spell. Strewn around the room. 

3) 2 Balrogs, Demon type VI, CE, AC 2, HD 8 (10-sided), HTK 7_9, 80, +l sword 1-12 damage, 4-24 immo­
lation damage, can be hit only by magic weapons. 75% magic resistance. Full powers may be found in Eld­
ritch Wizardry , page 33 . 

Treasure: 2000 SP, 3000 GP, 12 gems worth 1000 GP each, Amulet vs. crystal ball and ESP, Bowl of watery 
death, wand of lightening bolts, Potion of healing, 5 doses, Cursed scroll. 

4) Cavern, once the home of a family of white dragons. All but one were slain by the red dragon who took up 
· lodgings in this cavern . Red Dragon, Very old, CE, AC 2, HD 11, HTK 88, 2 claws 1-4, bite 3-30, breath for 
66 dice damage. If subdual is announced before hand this dragon may be subdued upon ta,king 50% of the 
needed HTK, 44 points. If subdued, he will sell for 70400 GP in the market of the nearest town. If subdued, 
the dragon will attempt to free himself and fight _if the party is.attacked by another dragon. 

Treasure: 3000 CP, 60000 SP, 55000 GP, 60 gems worth 50-500 GP each, 30 jewelry worth 500-2500 GP 
each, Sword +4 align N, Hoy sword +5 align law, +2 sword 9 steps life drain align Chaos, Dancing sword 
align N, 12 magic arrows +2, Axe +3, Shield +5, Crystal Ball with clairaudiance, Potion of flying, 3 doses, 
Potion of ESP, 5 doses, Ring of protection + 1, Scroll of 4 spells. 

5) Cavern. Female adult red d-ragon , CE, AC 2, HD 10, HTK 75, 2 claws 1-4, bite 3-30, breath for 40 dice dam­
age. If male was subdued and taken out this way, he will attempt to get free and help his mate kill. Female 
will NOT be sleeping, she can speak and use magic, the male is immune to dragon breath. Most of the fe­
male's treasure was with her mate in the larger cavern. Here are only 3000 SP, 5000 GP, Oil of etherealness, 
Wand of Cold. 

HERITAGE MODEL CO~ORS 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
jacent lighter color for highlight­
; ng . Anyone can become a rather 
cred1ta.ble miniature painter by fol­
lowing the techniques demonstrated 
in a. spe~ial 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 wi 11 hold up under 
much hard handling and gaming. If 
you use a matte protective coating, 
you· might want to go over metallic 

· and ledther areas where you want a 
shiny g_laze. 

4 fluid ounce bottles S2.25 each 

9544 Groundwork Green 
9545 White Primer 
9546 Matte Protective Coating 
9547 Gloss Protective Coating 
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HERITAGE PAINl UHUSllES 

The necessdry lOmµanion for the 
paints is obviously a series of 
high quality brushes . Heritage 
now introduces d brand oew linl! of 
brushes specifically designed for 
miniature paintiny . From the 
tiny .J0/0 detd i 1 brush through the 
PPC iprimi11g •nd protective coating) 
brush, it's redlly a pleasure to 
work with these quality brushes. 
The highlight ot the line is the 
SPS ( hep Pdine Sµe cial) brush. 
Mr . Paine ·is the Grdnd Master 
miniature painter. 

9560 
9561 
9562 
9563 
9564 
9565 

10/0 brush 
5/0 brush 
00 (SPS) brush 
0 brush 
1 brush 
4 ( PPt') brush 

2.29 
1.89 
3.49 
1. 99 

.2.39 
1.89 



JAY MILLER LEVEL 1 2ND PLACE -

1) Room is bare except for an open wooden chest containing a small spyglass, a cutlass (half rusted through), 
and a dusty and tom map leading to "The Lost Treasure of Nal-Akura" (This last everyone will recognize 
as being a famous pirate treasure, famous because it was found 250 years ago by Lomor-al, the famous. 
explorer, while he was running away from a group of Ko bolds. 

2) This room is lit by a slight radiance coming .from the walls. The hallway leading to it , except for a 1 O' x 1 O' 
platform just outside Room 1, slants downward and appears slippery. Any experimentation will reveal it to 
be totally frictionless . If the spyscope (from room 1) is used a strange thing will be observed. There can be 
seen a 5' x 10' x 1' depression just beyond the hall . One troll is holding a waterskin and is kneeling next to 
the pool. He pours one drop of water into the depression which immediately fill with water almost to the 
brim. The troll ·fills up several waterskins with this and then pours a slightly larger drop of wine into in.This 

· time the liquid overflows the depression slightly and he fill up several mo.re skins. This depression greatly 
increases the volume of any non-magical liquid . The troll may be easily slain by the following method. 
Empty a flask of oil down the passageway, followed by a torch. The room will fill with oil which the torch 
will ignite. 

There are altogether 12 Trolls ; AC 4, 6+6 HD, HTK 23, 30, 27, 26, 33 , 35 , 25 , 26 , 17, 36, 34, in the room. 
They will attack anyone immediate,ly . There is a pine table and 12 chairs near the southern wall and 12 beds 
near the northern wall (neither visible from the 10' x 10' platform.). There is an asbestos coated iron chest 
in the NE comer. Poison needle on lock - 20 points if saving throw not made. Opening chest will release a 
poison gas, burst radius 20', 20 points if saving throw not made. Electrified panel will de~J 1-6 to anyone re­
moving it to reveal the treasure; .2500 EP, 2500 GP, 1 ring - 1000 GP, 1 necklace - 2500GP, Sword +l, 
+3 vs Trolls - Int 9, Ego 12, Detect sloping passages, Detect traps; See Invisible, Bracers of Defencelessness, 
AC 12, Scroll : Wall of Ice , Potion of Speed. 

3) The entranceway to this room is filled with mist. The first person who attempts to enter will have no trouble 
but if a second person tries he will be unable· to penetrate the mist. It is so thick that it is only possible to 
see directly in front of one's face. Once the person reaches the room the mi.st will thin out eno'ugh for him to 
see a gigantic 100-armed statue sitting on a dais . A little more than half (56) of the hands are holding small 
stone statuettes. If the person enters the room the statue will: 

* 

1-2 give the person a piece of valuable information and say, " Now leave." 
3-4 give a treasure* and say "Take this arid leave 
.5-7 say "Leave or be doom·ed" 
8 drops person 1 level and says the above. 
9-10 Saving throw vs magic or turned into a small stone statuette while statue says as above. 

1 Necklace of strangulation 
2 Necklace of missiles 
3 Poisonous cloak 
4 Cloak of protection + 3 
5 Girdle of Femininity /Masculinity 
6 Girdle of Giant Strength 
7 Cursed Spear of Backbiting 
8 Spear +3 
9 Book to raise primerq uisite + 1 _ 
10 fm-rod of lordly, mu-staff of wizardry might, cl-staff of commanding, th-rod of beguiling, 

ba-highest harp usable 

Roll once/inelee round if person does not leave. 

4) 1 Ghost ; AC 0 (or 8), HD 10, HTK 43, guards a pile of 8000 GP. 

5) 2 Spectres ; AC 2, HD 7+3, HTK 38, 24, guard locked oaken chest .filled with 2000 GP,' 7500 GP gems, a 
rope of climbing. 

6) A Beholder; AC 0/2/7 , HTK 50, is holding ·a Pseudo Dragon; AC 2, HD 2, HTK 16, captive. The Pseudo Dra- . 
gon will become .the companion of whomever strikes the fatal blow on the beholder. · 

7) 4 Winter Wolves; AC 5, HD6, HTK 19, 28, 34, 36, will attack immediately. 

8) 5 Wights ; AC 5, HD 4+3 , HTK 20, 18, 20, 19, 16, guard 1000 GP and a mace +l. 

9) 4 Sorcerers are holding a bridge tournament and will be angry if disturbed. Doors bear inscription: "Do not 
disturb" and are Wizard locked . Possessions are : Decanter of endless water, bag of holding containing food,_ 
bag of holding containing 5000 PP (prize), word of fear (21 charges), and 4 decks of cards. 

31 -



............................... 
! . . . .I 

.... 11111111111111.... I 411111111fJ11111i ... " 
4~ ~!'"II!;..-.... . ... llllllJ .. ..._ I 4~•111111..~ ..... id~--~~~-. ... 
~M~~M·~~~~~~~- ~ ·~~~~~~~~~NE~~~~ 

W ~-~~~~N~~-~~ ~w~~~~~~M~-~~-~ • : • ••~s•••n•&~~E••••~••E•• • . ~~~~-~~~~~~~~-~~~--~~~~ . • ,•ma~~~••••~•~••~ • . , •••••• ~ ......... ~~· . • •••w•K 11111111: '··~•11• . , • • •••• , w ~ ••• ,. • . . ~~-~· . ~-~ . . 
• I 'I • ·• 
• I • • • I • • • • • • • • • • • • • • • • • • • • • • • . ,. . •-- . 
• 11111m~••• • •11m11111mm1m • . . . . ,. • • • • • I I ••••I•••• I 'I 
• I ········= • • l: • • •••••••• • • i 
• • ••••••••• • • ~i 
• • ••••••••• • • i 

! . .....•... . . 
' . ••••••••• . . . ......... . I 
• I! ,P.J 

• --········-·••iii . -............................... ............................... 
. ••• ' 

=== .......... 11 ••••••••••• ••••••••••• ••••••••••• ••••••••••• ........ -~···· ....... _ ....... . •••• . .. . 
32 

LEVEL ONE 
JAY MILLER 

I 
I 
I 



I) 

2) 

3) 

4). 

5) 

6) 

7) 

JAY MILLER LEVEL 5 2ND PLACE 

4 Goblins; AC. 6, 1-1 HD, HTK 5, 4, 2, 1, spear armed; and J Bug bear; AC 5, 3+1 HD, HTK 15, spear and 
sword arnied guard passageway. If party entering is much superior they. will flee down the p·assageway yelling 
a warning to those in Room 2. If equal , one goblin will go to get help, if inferior, all will fight. 12 CP, 13 SP, 
9 EP, 6 GP on bug bear. 10 SP on goblin . 

8 Goblins ; AC 6, 1-1 HD, HTK 6, 6, 4, 3, 3, 1, 2, 4, spear armed; and 2 Bugbears; AC 5, 3+1 HD , HTK 15 , 
14, spear and sword armed are resting and relaxing. 50% will be asleep if not warned by those in Room 1. If 
being attacked by superior force after everyone is in the door will be closed and spiked. There are 8 rickety 
wooden chairs and a wooden table in the room. There are 15 sleeping pallets and a supply of food consis­
ting of 12 waterskins and a large amount of unrecognizable strips of dried meat . Taste is reminiscent of pork 
(human flesh of course). 12 CP, 13 SP, 9 EP, 6 GP/ bug bear. 10 SP/goblin. Locked metal chest contains 
1000 CP, 400 SP, and 2 gems worth 10, 50 GP. Key hidden in orie of the pallets. 

Unlocked oaken chest in center of eastern wall, pile of bones in NW comer. If chest is touched the bones 
will animate to form 13 skeletons; AC 7, 1 HD, HTK 8, 6, 1, 3, 3, 6, 2, 7, 8, 5 , 5, 7, 6, that will attack the 
party. If bones are crushed or broken before the chest is opened, nothing will happen. The chest contains 
200 SP, 50 GP, and 2 gems worth 100, 50. ' · 

Empty room. 

Spiral staircase leads to 3rd level. Pile of 4000 SP, 2000 GP, 1 Manticore; AC 4, 6+3 HD, HTK 42, is guard­
ing staircase and will attack anyone. There are many bones, rusted armor and rusted weapons scattered a­
bout. 

-
Anyone entering will be greeted effusively by Arun the monk ; AC 8, Level 3, HTK I 0, unarmed. He will 
will explain that he has taken a vow to help dungeon travellers while setting out delicious food and wine of . 
which he himself will partake. The wine has a slow acting poison (1-12 points in 20 turns) the antidote 
for which lies concealed in Arun's belongings. He is CE . 

. 3 Ghouls ; AC 6, HD 2, HTK 10, 9, 9, are gnawing the bones of a magic user whose clothing is in the SW cor-
ner. Ther~ is nothing of value in the room. · · 

8) If anything enters this corridor the two solid steel walls will begin to close at inch per round. After 6 
· rounds they will stop , having formed a 4 foot wide corridor. · 

9) A bro~dsword covered with green slime lies in the NW comer. 

I 0) Empty room. 

11) 2 zombies ; AC 8, HD 2, HTK 5,_5, which will obey any command but will attack.if no commands are made. 

12) 2 zombies; as above . 

. 13) 2 zombies; AC 8, HD 2, HTK 5, 5, will attack anyone entering. 

14) 2 zombies as in Room 11 . 

15} In the center of the ·s wall there is a chest. The rest of the room is empty. If anyone enters the room one 
dagger/melee tum will fall from the ceiling. The daggers will fall close to, but never hit anyone. Be sure to 
roll a die enigmatically before each dagger. The chest contains 50 GP and 250 SP. 

Heritage Models, Inc. * 
These figures are available direct from 
Judges Guild. There is a SIO minimum on 
orders including miniatures (other items 

•from the Booty List on the back page may 
be ordered to make this minimum). There 
is no postal charge, orders are .sent via 
United Parcel, the same day that they · 
a·re received. 

2SMM ANCIENTS 

ANCIENT GREEKS 

3010 M11!1cttn•1v HOµhle 
3011 !ip411illll Hot.Mite 

3012 C1e14n A1cher 
3013 Ag1 1il1111•11 J,htlmmen 
3014 Thriitc14n PitlliSl 
30 I 5 Socuuor Ph•l•ngnt 
3016 Me1cwnMy PwU.1•1 w/Thur•ut 
30 I I Hhod1ttn Sl1ngit1 

30l8 A1•b M1t1c•n••V Atdw1 
3019 M.c;:wdo111•n Ph1l11191te 

3020 HoPI"• 400 8C 
3021 l 1gh1 Peltut Ch•19m9 
3022 lphu;: 141h!lfl Hoph1e 
JOiJ HJ)'ta\V•U 
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6 s 2.9b 
6 $ 2.95 

. 6 $ 2.95 
6 $ 2.95 
6 $ 2.95 
6 $ 2.9b 
6 $ 2.95 
6 s 2.9b 
6 s 2.95 
6 .S 2.95 
6 $ 2.e5 
6 $ 2.95 
6 s 2.95 
ti $ 2.% 
3 $ 2.95 

J015 0.th~ Hou• A1chttr 
J026 Sctt1Jc1d Aub (•m~lm1n 
3021 A1o1b Mtrcen•rv L1gh1 Cavaby 
JO:l8 Compcu11011 C.tv•lly w/Shit!ld 
3029 Thr,m.an L1yhl C.tv.tlry 

JOJO Thr.tc1.tn Lujlt C•v.ih V w/S.11H.t-
JOJ I SvCCtho1 l1ghrC111\l.tliy ' 

3032 ~h1c1d l1gh1 C•v.thy 
3033 S..1m.t11on C1114µh1•ct w iA1morttd 

H0t5• 

3034 S.rm111on C•t1phr.c:t w/Unarmortd 
Horse 

ANCIENT HUNS 
3050 Hun lnf.tntry Firing Bow 
30!>1 Hun C.t•"lry Throw1n9 J1velin 

3052 Hun Ci'llilry w/J1v1lin 
3053 Hun t.._11ry w/Bow 
3054 Hun Noble Htavy C•v1lry 

J $ 2 .9~ 

J $ 2.% 
J $ 2 95 
J $ 2 95 
J s 2'.9b 
J $ 2 . U~ 

J $ 1.95 
J $ 1.95 

J $ 2.95 

3 s 2.96 

6 s 2 .9~ 
6 $ 2.95 . 
J $ 2.95 
3 $ 2.95 
J $ 2.95 
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JAY MILLER 



I) 

2) 

3) 

4) 

5) 

6) 

7) 

8) 

9) 

10) 

11) 

12) 

13) 

14) 

15) 

16) 

17) 

ROBERT GALLASCH LEVEL 1 .JRD PLACE 

General Description : Carved out of .some dark stone, the floors & walls are smooth, the ceiling being left 
rough, with support beams every 20'. Doors are of reinforced oak with iron fittings and ring handles. The 
air is stiffling aod carries a biting chill '.' Condensation drips from the walls and ceiling. Assorted.rubbish and 
trash litter the halls and rooms. 

Living amid rubbish and offal are 7 wolves : AC 7, 2+2 HD, HTK 17, 7, 10, 9, 9, 13 , 14, a +1 dagger is thrust 
into a ceiling beam. 

A large chain hanging from the ceiling in front of the two western doors, will , when pulled, cause a hidden 
gong to sound loudly, attracting ores from Room 12 in 3 melee rounds. 

3 silver molts: AC 5, MV 12/24, 1-1 HD , HTK 2, 3, 3, damage 1-4 bite, 1-2 claw, 1-6 fire breath (range 10', 
also immolation, as balrog, once/day .) · 

. Empty. 

Empty. 
I • 

I giant Porcupine, AC 5, MV 6' ', HD 6, HTK 31, has been trapped in the room by the I-way door (opening 
inwards). ln a stone container is 500 CP . . 

Has a crossbow trap aimed at the NE door. The heavy crossbow was placed in the room by the ores in 
8-15. . . 

13 ores; IHD, HTK 2, 7, 4, 3, 6 , 8,. 5, 7, 7, 6, 3, 5, 3, AC 6, axes and spears ; I leader, 2 HD, HTK 13, AC 5, 
sword and Battle axe. Beneath loose stone in the NW corner is a chest containing 200 GP f 500 SP, 6 PP. 

10 ores, I HD, HTK I, 8, 8, 8, I, I, 3, 8, 4 , 6, AC 6, swords and spears ; I leader, 2 HD , HTK 6, AC 5, axe 
and bow, ' · · 

2 ores, 2 HD, 8 HTK, AC 5, sword -and Battle axe ; 4 HD , 24 HTK , AC 4, +I hand axe, light crossbow. 
A locked Footlocker contains ; 30 PP, 300 GP, 40 SP, I potion ESP. 

2 ores, 3 HD, l- HTK, AC 5, mace; 5 HD , 27 HTK, AC 3, whip and sword . Two large metal urns contain :. 
1100 CP, 1300 SP, and l venomous scorpion each. 

8 ores, l HD, HTK 2, 6, 2, 6 , 4 , 8, 5, 4, AC t) ; swords and Battle axes. I leader, 2 HD, HTK 14, AC 5, sword 
and bow. · 

Human Bard Loskow the Skald, level 4, HTK 14, AC 5, short sword and harp, 40% charm/lore, ~leep spell 
and Hold portal ; and his two followers Dale : Human fighter, level I , HTK 6, AC 2, 2-handed sword ; and 
Garth : Human Magic User, level l, HTK 3, sleep spell , dagger and carved Quarter-staff; are busy torturing 
·and Elven fighter/ theif, level 2/4, HTK 15. Light is provided by a bronze lamp set upon_a large footlocker 
containing: 4 expensive books (2 physical sience, l 0 GP each, I histcrry text , 50 GP, l text on magic, l 00 
GP) ; l deck of tarot cards, l scroll of protection magic. In a secret compartment in the lid is the key to the 
chest in Room i 4. 

Loskow's treasure room ; 4 large locked Iron trnnks contain ; 3000 GP, 3000 EP, 5000 SP, and 400 PP. Soft­
ly glowing on the south wall is an inscription written. in explosive runes (4-24 damage) .. · 

2 ores, HD 2, HTK 12, 7, AC 5, swords and . bows; c.ontrol the raising and lowering of the port iculuses leading 
to Loskow's Quarters (Room 13). · 

Water is-running down the walls and disappearing into cracks in the floor. 

A long, painful scream is heard when the door is opened. 
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18)" 1 giant Lynx, 2+2 HD, HTK 11, AC 6, surprise on 1-5; the walls of this room are covered with frescos de­
picting demons torturing human worshippers·. Anyone who views the horrid scenes must save vs magic or will 
go berserk for IO melee rounds, sometime 1-12 turns later, · · 

19) Empty. 

l 9A) A huge locked chest with a poison class 5 needle trap is empty; however, in a depression beneath the chest is 

20) 

21) 

22-
2'5) 

26) 

27) 

28) 

29) 

30) 

31) 

32) 

33) 

34) 

35) 

36) 

a bag of 100 SP. · · · · 

Empty. 

7 Ghouls, AC 6, MV 9", HD 2, HTK 7, 12, 11, 13, 4, 7, 9, there is a 20% chance per turn of each ghoul to 
· return to this garbage and offal filled lair. Four large pottery jars contain 7000 CP, 1000 SP, 400 EP, and 2 

magical scrolls (protection: Elementals, 7 spells). 

Empty. 

Upon opening the door to this room the party will be assaulte.d by a nauseating stench (save vs poison or gag 
for 1 melee ro1:1nd.); inside they will find 1 wolverine, AC 5, 3 HD, HTK 16, MV 12". 

Empty. 

A 40' deep shaft still partially (5') filled with grain. All manner of rats and mice are scurrying about eating 
the grain. Any open flame (i.e. a torch) will cause a small explosion in the dust laden air (1-6 damage). A 
jeweled bracelet worth 500 GP is buried within. 

A 40' deep shaft dripping with green slime. 3 green slimes, HD 2, HTK 10, 16, 11. . . 

Empty. 

3 ores, AC 5, HD 1, HTK 5, 1, l, swords and bows ; are busily searching the roorri for a (non-existant) crystal 
ball they heard was. there. 

Bags containing 350 EP are in a huge unlocked chest . 3 poisoned (class No. 4) spring darts fire upward 
when bags are removed. 

The floor is covered with a thick coating of dust. 

Empty. 

11 rot grubs have just hatched form the body of a human fighter still clad in his +2 chain mail. 

The AUDITORIUM; balcony level- 8 gnomes, HD 1, HTK 4, 5, 5, 7, 8, 3, 3, 7, AC 5, short swords and bows; 1 
leader, HD 2, HTK 12, AC 4, short sword and bow; and 2 wolverines, AC 5, HD 3, HTK 20, 13; watch the 
torchlit chamber below them . The room below the balcony is filled with a large number of gnomes and the 
gnome king. See second level descriptions for further detail. 

ANCIENT ACHAEME NIAN l'ERllANI 
3060 PonionArcher • s 2.111 : 
3061 Penian lmtnortal .. s us: 
3062 Per1i1n 5Pt1tman 6 s 2.116 3091 . ROll'lon Lttoonll\' Chortine • s 2.115 ANCIENT I VZANTINE 
3063 · lnf11111v of the C.CS-1 • s 2.115 30ll2 R""''" Lttoonorv Cha<""' •/Sword 6 s 2.116 3300 l1to Iv 11nt1no 5uPtf HelWy 
3064 Plfliln C..olry •/Lonee 3 s 2.115 30ll3 ROll'lon l'fllt Cowolrymon 3 s 2.115 Infan try • s 2 .• 
3065 P1t111n C.wolry •IArmor/1..ana 3 s 2.115 .3094 Germon Gua<d C..llry j s 2.115 3301 llto l v•online Hi1Wv lnfontry • s 2.115 
3066 Ptni• n Cavalry w/Atff\Of/Uno 3 s 2.96 30llS MoOnlh l19ht C.w .. i'y • 3 s 2.11& 3302 P.11.,. 6 . s 2.95 
ANCIENT ROMANS 3096 , !lv•ontino He1Wy C..olry/Armorld 3303 v .... """' Gu••OlimMI 6 s 2.96 
3075 Lotionorv • s 2.115 

Horw 3 s 2.96 3304 ltfllt lnl .. 111y w/St•tf Sl1nt 6 s 2.95 
3076 light lnfonlfV • s 2.86 

3087 l v•ont1no Ho..y C..olry/UNrmorld 330!> l"4fht lnl ctnlfy A1cht•f 6 s 2.95 
3011 Sl•neer 8 s 2.115 

Hon e 3 '2.115 3J06 l 1qtu lnf.t1HJ y CrouboWtn•n 6 s 2.95 

307~ Ao11tic:Ar- 6 s 2.115 
. 3088 l vuntine Light C.v .. ry 3 s 2.95 JJOI L1qh1 lnl•nll y J••t•l1nmMl 6 s 2.95 

3079 8Mbari1n Symmenc:hiartu1 6 s 2.lli 
3099 C.tll)hroct/KontOl/Atmorld Hor• 3 s 2.95 ]:J(JB ec . ...... ,-.:ktUt l ••ter1 6 s 2.95 

3080 lite R"""" legion1ri111 6 s 2.96 
3100 C.llPhrlCl/KontOl/Armorld Hone 3309 K • lett>h1.c.:k10 1 A1chf·r 6 s 2.95 

3081 Lite Romon light lnl1ntry I '2.96 °"'""' 3 '2.95 3310 AvM l 1qt11 C.vih y 3 s 2.95 
3101 Clibonoriuo/KoniOl/llow/Al"""ld 

3082 lyHntine Hehy lnftntty 6 s 2.96 Ho<IO 3 s 2.115 
] J l1 K•tMttU1af1u.1 3 s 2.95 

3083 8yHntme light Archer I s 2.95 0

<3102 
3317 lm• l• 1t·qul41 C4ul1y 3 s 2 95 

3084 8ylM\ti~ Ctoubowmen I s 2.95 Clib,.1'nu1/Kont0&/8ow/Arm0ted JJIJ fh1 ·"'""': •te•wv Cttuhy l •1..:1·1 3 s 2.95 
3085 8 y11ntine J•wtlinman 6 S .2.95 

Hor• °'"''"' 3 s 2.115 ' JJ t• fh,•m411C u,.,,wy Cn•hy -A1chc1 3 s 2.95 
3086 By11ntiM L1fht Archer • s 2 .~ 3103 H.ev-y c.v .. fym•n 3 s 2.95• ' JJ15 Nt>1m•u Au•ilhuy C•vtthy . 3 S 2.9S 
3087 Peletin1 Auxfli1ry w/Speer • s 2.115 3104 Medjum Cftatryman 3 s 2.115 3:116 Pech1·1H·q l11~yul.u Ct1uh y J S 2.95 
3088 P1l1tin1 Auxil .. ry w/Bow 6 s 2.il5 •3 105 litht C.ulrym1n 3 s 2.96 
3089 ROll'lon leeio!>a<y/ht Century/ 

Anocking I s 2.11& 36 
lOflO Au•~iofv/1 11 Century/Choin Moil I s 2.115 



Available from J udges Gu il d. 

Games A Ru les As Available 

Tokyo Express $10.00 Star Raider 
Dungeon Des igners Kit $6.50 Flyi ng ligers 
Rift Trooper $8.00 Warriors of the Dark Star 
Star War 2250 $1 0.00 Rhienubung 
Space Combat With Mini atu re Shi ps Sink the Bismark 

S6. 00 
$6 .00 

$13 .00 
$7 .00 

Mj g Killers $8 .00 Wargamer's Gu ide to t he Ame ri can 
Corsai r $7.00 Revo l ution $3.95 
7th Cavalry $7.00 WRG Annor & In fantry Rules $5 .00 
Gunsl i nger $4. 75 1950 - 1975 

WRG Ancients Rules $5 .00 
Objective Atlanta $1 1. 00 3000 BC to 1250 AO 
Fury 1n the West $10 .00 WRG 16th & Ea r ly 17 th Centu ry Rules 
Ai r Force $11. 00 (1490 - 1660) $5". 00 
Shenandoah $10 .00 

Deel i ne and Fa 11 $15.00 
~i nch c l iffe Gu ide to Wa rgaming $3. 95 
~i l liam at Hastings $5.00 

Wi zard's Aid $5.95 Fr ied l an.d 180 7 $8 .00 
Old West Gunfight Rules $6 .00 Battle of Britai n Sio .oo 
With figures 

Swordplay $5.00 Viva $5 .00 

Samura i Wargame Rules $2 .50 
S.1 ege of Port Ar thur $6.00 
Mukden 1905 $5.50 

Greek Naval Warfare Rules $3.00 Quazar $12.00 
Fighter Pi lot $4.00 
Costal Warfare Rules $3. 00 ·wee Wa r riors The Vil lage $4.00 

$3. 00 
Wee Warriors The Vanquished Foe 

The Ironclad Era $4.50 
LWS Modern Rules $3 .00 warr iors of the Green Planet $6 .00 
English Civil war Rul~s $3.00 war of . the Sky Galleons $5. 50 
American Civil war Rules $3.00 Mi ssile Crisis . $8.00 

Second World war Rules $2. 50 
Overland Encoun ters Cards 
Set .1. 2, or 3 ea . $3.00 

Banzai I $3 .00 
The Wargamer ' s Handbook $3.00 Ironc lad Rules $2 . 50 
Maze--Time Assassin $2.00 Nava l Wargame Rules $3 . 00 

Gahctic War $4 .00 
Napol eonic Wars 

Napoleon ·ic Warfare 18I3c $3.00 
38th Parallel $6 .50 Grosstaktic Ru les $3.00 
The War i n Korea 

Corm at Hoonba se SI .60 The Sorcers' Guild 
1944 WWI I $3. 50 Dun geon Charac ter Sheets $6 .00 
Miniatures Rules 
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DUNGEON LEVEL 1 
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.< 

GAME 

DESIGNERS' 

WORKSHOP 

203 North Street, 

Normal, Illinois 61761 

1001 Characte r's is a complet e 48 page booklet of pre­

generat ed Traveller characters intend ed fo r use by the 

referee or gamemast er d uring t he course of . Traveller 

ad vent ur es . 
How oft en ha ve you been running a situat ion, and 

come upo n a no n-player cha racter of some importance? 

Ordina r il y, 'generating that cha rac ter can ta ke some ·5 or 

I 
10 mi nu tes, and even then, he may have to be discarded as 

ina ppropriate . 1001 Characters offe rs a solu tion to the 

pro blem, simp ly beca use it presen ts so many d iffe rent 

characters. Separate sections cover each of the 6 cha racter f: 
s·ervi ce arms, w it h add iti o nal sect io ns coveri ng simple . 

thugs, co ps and soldi ers. If the singl e ind ivid ual you ran­

do m ly select is ina pp ropriate, choose another, and still 

no t ime is lost. 

Each cha racter is listed w ith charact erist ics, agr , cash , 

ra"nk and ski ll s. Each is ready to use immed i°ately. 



. , 

ROBERT GALLASCH , LEVEL 2 3RD PLACE 

1-3) Empty. 

4) A rolled up parchment thrust into a .hole drilled in a ceiling beam in the NW corner, is actually a Scroll Pro­
tection: MAGIC. 

5) 5 Ores, HD 1, I:ITK 4, 3 , 5, 3 , 6, AC. 6, war-hammers; are celebrating their finding 300 CP. 

6) 2 poisonous snakes, AC 5, MV 15 '', HD 4+2, HTK 20, 17, are lying coiled about a hollow stone piller (4' dia) 
containing: 200 PP, 450 GP, 600 CP. 

7) Lair of 14 wild dogs, AC 7, HD l+l, HTK 9', 2, 2, 7, 5, 3, 2, .? ~ 6, 4, 6, 6, 3, 8. 

8) AUDITORIUM: lair o(renegande Gnome Cheif Othar Flayfiend; level 5, HTK 27, AC 2, +l sword. His cap­
tains: gnome Fighters, level 2, 2, 2, 3, HTK 4, 12, 8, 14, AC 3, short bows, Battle axes and whips ; gnome CL 
lev~I 4, HTK 12 , AC 5, staff; gnome TH, level 3, HTK 10, AC 6, sword. H.is 40 gnome Fighters, level l, ACS, 
short bows and M-stars; are busily feasting at long oaken tables while Othar and his captains watch from the 
"Throne" area. Against the west wall is a huge chest with its lid open displaying gems, gold and copper ( 40 
gems, 10 GP each, 2 brooches, 100 GP each, 1000 GP, and 2000 CP). A whole ox is roasting in the firepit, 
and various kegs of ale are about the room. The room is torchlit and smoky. See also Balcony, dungeon level 
one--for more gnome guards. 

9) 4 gnome' fighters, level 2, HTK 8, 7, l l, 14, swords and light crossbows, AC 3, are sitting at a small table 
playing cards for a pot of 85CP, 128 SP, a non-magical dagger.Tthey are guarding the private hoard of Othar 
in Room 13. · 

10) In 3 locked chests with poison class No. 3 needle traps, are: l 44CP, 128 SP, and 127 GP. 

11) 2 gnomes, CL, level 5, HTK 26, AC 9, no weapon ; Cl , level -2 HTK 9, AC 6, mace. This room is littered with 
many non-magical clerical scrolls, otherwise this sparsly f umished room holds nothing--except a bag contain­
ing 400 Gf> and a Fochlucan Harp-which are. stuffed .under a pile of litter, forgotten . 

12) Weapons room-43 daggers: 20 short · swords, 5 iong swords, 10 battle-axes, 18 light light crossbows, 5 short 
bo'ws, large quantities of arrows and quarles. a +l dagger, a +2 short bow, and 14-2 cursed arrows lie within 
also. 

13) 

14) 1 gian.t wolverine, AC 4 , HD 4+1, HTK 28. 

15- Empty . 
1 7) 

18) 

19-
21) 

22) 

23) 

24) 

25) 

. . 

1 Ape, AC 6, HD.4+1, HTK 15 ; hoards600 SP. 

Empty. 

Anyone entering this room has a 42% chance of contracting a virulent strain of Yellow Fever (see supplement 
BLACKMOOR) from the swarm of mosquitoes filling the room. 

1 
• . 

1 giant boar, AC 6, HD 7, HTK 29, a staff of striking with 103 charges remaining. 

1 Cronk, AC 5, HD 4+ 1, HT_K 17 (see Judges Guild issue No. 3, N). 

An ilfusionary wall hides t~e presense o~ 3 giant spiders, . A~ 4: HD 4+4, HTK 22~ 19, 17. Sticky ~ebs criss­
cross the chamber. The spiders prefer to drop upon their v1ct1m as he blunders mto a web. Their treasure 
consists of 3000GP, and a scroll Protection: Lycanthropes. 

38 



26- Empty. 
27) 

28) 2 Bandits, level l , HTK 7, l , AC 7, M-stars ; l dwarf Fighter, level 2, HTK 15, AC 3, polearm , mace; l Monk, 
level 3 , HTK 12, AC 8, Sling/open-hand ; 1 Berserk Fighter, level 3, HTK 24, AC 6, Battle-axe, mace ; l Hu­
man Illusionist, level 5, HTK 12, AC 9, staff, dagger, spells (level l : light, gaze reflection , detect invisible, 
darkness ; level 2 :· hypnotic pattern , Invisibility, fog) . Their treasure is contained in pottery jars and consists 
of : 6000 SP, 25 gems (200 GP each), 5 +2 Crossbow bolts, a +2 shield and 2 potions (longevity, delusion-
labled " longevity"). · 

29) 30 Nites, AC 3 (9), MV 15", HTK l pip , bite for l point +paralization (save at +4 ); scurry about the room . 
7 gems are scattered around the room ( lOGP, 500 GP, 1000 GP, 2500 GP, 100 GP, 100 GP, !)) GP). The 
east-most door has been wedged open by a rotting skeleton. (Judges Guild issue N). 

30) 120 Nites! AC 3 (9 when surprised), HTK l pip, bite for 1 pip, paralization (+4 saving_ throw). Surprise-­
this is a lair. Scattered amid the rotting remains of monsters, men and animals are.: 6000 GP. Any noise, 
light, or com1!1otion from Room 29 will attract nites from this room at a rate of l-12 per melle round . 

3 1) 7 starving wild dogs, AC 7, HD l + 1, HTK 2, 9, 8, "6, 6, 8, 3 , have been trapped in this room by the Nit es in 
Rooms 29 and 30. 

32) · Empty. 

33) This room is filled with a choking, thick, dark mist. The sound of insanely evil laughter can be faintly heard 
to the north. The sound will stop when the north door is opened. 

34) A trail of bloody footprints, puddles and drippings lead from the southern door to the north-west door. A 
muffled thud can be heard through the north-western door. · 

35) The trail of bloody' footsteps continues to a closed coffin in the middle of the room . 6 giant rats, AC 7, HD 
Y2, HTK 3, 4, l, 3, 2, 1, will attack anyone entering the room. As the party leaves the room, a creak and a 
thud can be heard (as though a coffin lid had been lifted), and insanely evil laughter can be heard. 

36-38) Empty. 

39) 3 Hobgoblins, AC 5, HD 1+1, HTK 9, 2, 9, swords and longbows ; cou!1t 100 GP, and 30 PP. 

40) 2 giant toads, AC 6, HD 2+4, HTK 13, 16, in their dung is a total of 500 CP. 

41) The north wall looks blasted and melted. 

42) The Illusion of '°a lawful/good human cleric hanging from the ceiling--being tortured by 2 ogres" conceals 
an 18' by 18' by 30 ' deep pit with 3 ' wooden spikes ori the bottom. The "clerics" screams echo about the 
room and can be heard out in the passage-way. 

ANCIENT CHINESE 
:JJ1b UUULV Sf_.., ,nt:n 

3J:tG· Ch1nt·"'· C1U\\buwmt!n 
3311 Chuw.w H • H>1dt!1 

3318 L•lhl lnf.wll• y Arctkr 
3319 h 1 ... l• 1 A1dw1 

3330 h • wtUl•t J.wtrhn1"*' 
JJJ 1 Con.tC I J•H l.fW'nMl 

3332 °'""'"' H<r .. y c .... ,. 
. 3333 Hc .. y c ...... c.-

33:M c. ....... """ 
333• Loth• C .. .olr y w/8-

MEDIEVAL ARTI LLERY 
4•1 Wll•l«I l ombl<d w/Ca w 
4•2 Moditv1I Si1t1 Gyn • Crew 
4176 Modi1W1I O• C.tJWanle Sidol 

ANCIENT ARTILLERY • WAR MACHINES 
4113 C..bit lolli11.1 w/Crew 
4m4 10 Mina°"- w/Crew 
4• l'lnitn w., O.ariot 
4... Saunid War Elepllanl 
4•7 Doriuo on Tl••-
4811 MeMdonian Wlf E ........ t 
4.. Allyritn 4 Hono O.orlot 
4170 Etyptian ,,,.,....,., O.orlot 
4871 E1Y111i111 Wor O.orlo1 
4172 Hiltill W1t 0...lot 
4174 O.iNM 4 Hone 0...lol 
4171 Anciant R- T...-112 _,, 

••1• ~ 4 H- Charlot 

6 s 2.96 
6 S 2.H 
6 S 2.H 
6- s 2.95 
6 S 2.9S 
8 • 2.96 
I S 2.K 
3 S 2.K 
3 S 2.IS 
3 S 2.K 
3 • 2.ti 

S 2.N 
• 4.N 
S 4.K 

S 1.M 
S U6 
• 4.M 
• 4.16 
• 4.16 
• 4.16 . '·" ' • 4.16 
• 4.16 
• 4.16 
SUI 
• 6.16 
S U I 

A SERVICE ESPECIALLY FOR FANTASY GAME JUDGES 

._MEDIEVAL• FANTASY 
Hetit.111 

1400 Billmtn Ad11•nf.:1 n" 6 s 2.96 
1401 Croubuwt11e1 1/ t-•lt •1 ,.1 AtJv411e11 1u 6 s 2.96 
1402 Pttunl tlownl41 n' t 111 111., ti $ 2.96 
1403 Peasant w/8111 Att«t..1ny ,6 $ 2.96 1432 Spi,1rm1n/ Pothw11n A1lv411i.: u1y 1404 Ptaun1 w/Pul• S.11 tt 6 s 2.96 6 s 2.95 

1406 Oi1mount•d Knigh1 w/ M•t.:" Ii lii1111mwt 6 s 2.95 
1'433 Fron1/R111t1. /P1lu1m•n w 1f-ull A111101 

1406 Mtn ·l t ·Arm1 w/8••"' 1"1 & Pol• Axe 6 $ 2.95 • Salodo 6 s 2.96 

1407 $pl11mi1n Adv1r11.:mg 6 s 2.95 
1434 Sco1t1m P1i..w111im/Cu1111 ut Pi•I• 6 s 2.95 

1408 Arm0t•d loovt>0wm•11 w/Swo1d • 
1435 Highlander Sw111g11lQ C1<1vmu1e 6 $ 2.96 

Buckhtr 6 s 2.96 . 
1436 Highl1ndtlr w/Cli\olllc..M• Fu1n\t Bow 6 s 2.96 

1409 H1nd-Oun11t1 w!W.i H•I F 111ng 6 s 2.95 
1438 Hind Gunner 6 s 2.95 
1439 Sw1u P1kem.,1 Aov1ncin1i1 6 ' 2.95 1410 M1n·11 Arnb , Po!•m.n:• . Alt<Kk lll\t 6 $ 2.96 

1414 Mountwd Kmwt u w ' L•n~" & C"'u1-1•r i1unwd 
1440 Swiu H&1btud111 Ad1,;.,M:11 ~ 6 s 2.96 

Hon• 6 s 2.85 1441 ArmOfed 8 owm • n .,., :,di .M l~) ti s 2.95 
1415 Mounted M1m ii A1111• w1L11n« 1450 Mounled Knujll w: l .. un 

Ch11g111g 8 S 2.9& w /Comµ4 1 .. une11 llU1w 3 $ 2.95 
1416 Mount.U C1 u.•bowm• n h 1111g 6 $ 2.95 1451 Mounl~tJ K111gl1t y,. I Jnn .· "" l:l o1uk,I 

142S English 81ll m •n w .' t t ll H.tl Ailv4tic1n9 6 s 2.95 tfotU! 3 s 295 
1428 Engltth 8owm•n "' / Ft!lt Hit f tPf'l1if 8 s 2.95 1452 Mounhnf f 1t!11i.:h K th1fh l ¥'¥ 1l d'" '' 
1427 Billm.n/Si11141ck' A.11 o1t:~ 1 11g 6 $ 2.95 Comp.t1 1"u m1d Hu r '-1: 3 s 2 95 
1428 Knight w: Cl o ,r.11 M~t 11 111 1 & 1453 Mounhtd f rcn i.:h to..11 1~11 _._. ,. t .. 11c:~ 

Wif Htfn11tt:1 6 s 2.95 w/ 8•1 dtid Hui"~ s 2.116 
1429 M1n-~u "'"'°"s .. 1 .... 11: ) II. P 1)h: A•• • 8 $ 2.95 14M Mount4td G~mt•m•t' Ch .. 1 y11 1g $ 2.96 
1430 Croubuwm•nlPl• lc A1 11101 ,'~I.Ht• 6 s 2.95 1455 Mounh1d Uc1111110 K1 11ot11 w. A u 1 
1431 M~·•t ·Arm' w l<i l• 1 1i ~ 6 s 2.96 81rdtd H0t tt= 3 s 2.115 
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~iniatures As Available 

K-BlO Slave Dealer & Capt1ve WOiian (1/24 Scale, 7511111) $21. 95 
F-9009 Sif, Goddess of Norse 't'thology (1/24 Scale, 7511111) Sl5 .00 

Phoentx/Atlan.~i_~. Miniatures As Available 

AS Princess Philendra with . Cha fr $8.50 
A6 Handmaiden Holding Mirror $4 .gs 
A7 Pan $4.95 
AB Handmaiden applying Ointment $4.95 . 
A9 Panther $4 .95 

Sanderson Miniatures As Available 
SSA Lizard Mein &.Girl Captive With Bue $11.95 
SSBO Sorceror & Girl $9 . 50 · 

.SSC3 Ex~cutioner With Axe (Trial Group) $5 . 50 
SSCID Evil Lord Seated ·On A Throne (Trial Group) $9 .50 
SSC4 Court Jester $5 .50 
SSO Male Hero Saving Gi.rl FrOll ·Ghnt Snake $14 ."95 
SSE The Rescue (Winged Hero Battllng Monster to Save 
SSF The Sacrifice $26 . 50 

Winged Girl)$29 .g5 

SSG Winged Devil $16.50 
SSH Little Gremlin Devil $5.50 
SSI The Throne (5 Figures & .Elaborate Throne) $34.95 
SSJ The Sentence (3 Figures. & Elaborate .Base) $27.50 
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S04 
510 
Sl5 
S ib 
5 17 
519 
5!0 
5:!:! 
S!5 
528 
529 
532 

2600 
2b02 
2b05 
2606 
2607 
2()0Q 

2 Ko.ctTli 

'tisr 1 E.AsT 

llrritag• NAPOLEONETIES 
A s A vailahlt• 

Old Guard Marching . . . . . . . . . . $1 .98 
Linc / Light Infantry CommanJ ... $2 .75 
t ; uanl Foot & I lone Crews .. . . .. S 1.98 
llorsc Teams & Dri><rs ... . . .... SI .9H 
Limbers. . . . .. . . . .. S 1.98 
8 l'ounJcr Guns ........... .. .. S 1.98 
I 0 PounJcr Howitzer ......... . S I . '18 
24 l'ounJcr llowitur .......... S 1.98 
Cha>Seurs . .... . .... . .... . . ... $2 .49 

. Lino Lancer Command .... .... . S 2.25 
Lino Lancer/Regiment 7-9 .. .. ... S 2.49 
C'uirassiers ............. .... .. $2 .49 

Rifles ... .. .. . .......... . .... S 1.98 
Highlanders Charging .. . ....... . S I. 98 · 
Linc Infantry Attacking · ... , . . .. S 1.98 
Line Infantry Charging . . .. . . ... S 1.98 
Fusilk.-. Attacking . .. ... . ... .. S 1.98 
Rilk / Li~ht / ll ighlanJc.-./Fusilicr · 
Commamlcr. .. . ... ... .. . ..... S2 .75 
l.ini: ,'l ;uarJ Command . ........ . S2 .75 
Foot & llo.-.c Artillery Crew .. ... S 1.98 
10 l'oun,lcr Howitzer ... . . . ..... S 1.98 · 
llouscholJ Cavalry .... . ....... S 2.25 
Household Cavalry C'onimand .... S 2.25 

Old Guard As Avdil dble 
Legions o.f the Pctd 1 Thmne 

Non Human 
NH-I . Shen 
NH-2 Ssu 
NH-3 Hlaka 
NH-4 Ahoggya 
NH-5 Great Sro 

Priest 
P-1 Priest of Hr ' ry 

Tso lyanu 
T -1 Conmand Grouµ 
T-2 Pikeman, Heavy 
T -3 Archer, Hedv,y 
T-4 Swordsman, Medium 
T-5 Officer 
T-6 Infantry, Medium 

Yan Kor 
Y-1 Conmand Group 
Y-2 Pikeman, Heavy 
Y-3 Archer, Heavy 
Y-4 Axeman, Medium 
Y-5 Swordsman, Med ium 

$2 . 75 
$2 .50 
S2 .50 
$2 .75 

$12 .95 

$1 .45 

$1.45 
$2 .25 
$2.25 
$2.25 
$2.25 
$2.25 

$1.45 
$2 .25 
$2 .25 
$2.25 
$2 .25 



I) 

2) 

J) 

4) 

S) . 

6) 

7) 

8) 

9) 

I 0) 

ROBERT GALLASCH LEVEL 3 2ND PLACE 

Empty. 

S Ores, I HD, HTK 3, 2, 3 , 2, 7, ACS , han,d axes. 

12 wild dogs, AC 7, HD l+l , HTK 4, 4 , 6, 4 , 8, 6, S, 6, 9, 4 , 9 , 4 . 

2 Elves ; }. Fighter/Theif, level 6/2, HTK 14, AC 3, leather and +3 shield, Flaming sword ; 1 Magic User/ · 
Cleric, level 4 /2, HTK 13 , AC 6 (+3 for dexterity) , staff of healing, Gauntlets of dexterity (dex= 17), 1 un­
read curse scroll, Spells : (4 [2/1] ), 2 Protect Evil , Read Magic, Detect ~vii , Control Light/Hear Truth. They 
are searching the north wall for a sceret door. They are following a treasure map to Room 2S . 

Empty. 

Rooms 6-9 are a thieves ' den ; in addition to their normal weapons, each will have 1-6 throwi'ng knives ; at all 
times 2 thieves will be guarding the doors to the corrider in Rooms 6 and 9. ' 
11 Dwarf Thieves, 4 level 1 HTK S, 6, 4 , 2, AC 7, hand-axes and light crossbows ; 3 level 2 HTK 6 , 6, 7, 
AC 7, short swords ; 3 level 3 HTK 10; 8, 13 , AC 7, maces ; I leader, level S, HTK 23 , AC 7, +2 sword 
(a Vorpal blade-law, 1-12, E-8 , Telepathy , D.etect Magic, Telekineses ; the sword will oniy reveal its special 
abilities to a Paladin, though it would still act as a Vorpal blade.) 

3 Dwarf Thieves, level 1, HTK 4 , 2, 2, AC 7, Short swords, light crossbows. 
' 

a locked iron trunk (2000 GP, 1 potiort of Treasure Finding, 1 scroll (Clairaudience spell), a locked chest 
(2410 GP) and a loose pile of 2600 Cp are against the south wall . If either chest is moved, the northern 
3 feet of floor will swing down and reveal a 1 O' x 3 ' x 1 O' deep pit filled with quicksand. 

8 human thieves : 4 Lvl 1, HTK 1,1,3 ,2 , AC7 with daggers and longbows; 3 Lvl 2, HTK S,6,S, AC7 with 
shortbows and flails ; I leader, Lvl 3, HTK 8, AC7 with sworq. 

3 Harpies, 3HD, HTK 8,20, 18 , AC7 ; scattered amongst the remains of their victims are three gems worth 
34SGP, 88SGP SOGP. . 

11-12) Empty 

13) an empty violet robe is lying on the floor. 

l4) S Ogres, 4+1 HD, HTK 22,19,13,14,24, ACS have occupied an old prison area. Metal urns contain their 
treasur.e of SOOOGP, 4000SP, 4-1 OGP in gems, I pr. boots of speed and a -2 cursed quarter-staff (taken 
from the magic-user in cell "E" . · 
CELLS : A) 1 constrictor snake, 6+ 1 HD ; HTK 22, ACS ; drops upon those entering the cell. B-D) empty. 
E) an emancipated human MU, Lvl I, HTK 2, AC9 is shakled to the south wall . 

l S) 4 Trogs (tJGJ 3 (N)), 3+ 1 HD, HTK I 0,21 , l S, 19, ACS with two-handed sword's. Stacked in the eastern · 
extension are small locked coffers cont'!ining 6-SOGP and l 2SO EP. 

16~ 17) Empty. 

18) 2 Trogs, 3+ 1 HD, HTK 8,18, ACS with two-handed swords; they are recovering from a hangover. 

19) 2 Trolls, 6+6 HD, HTK 37 ,36 , AC4 are arguing over which one should get the choice parts of a giant weasel 
w,hich is roasting over a small fire . An 'iron tru.nk contains their meager hoard of 11 OOCP, 2 1 OOGP gems, 
and 2 potions (Invulnerability, ESP) 

' · 20) 3 Wights, 4+3 HD, HTK 17,18,30, ACS guarding a small coffer containing a magic short sword (+l/+2 vs 
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Lycanthropes) and a SOGP gem-which is, actually, a 'gem-of-attacks-upon-the-owner'. 

21) a secret trapdoor in the center of the room leads to a rough tunnel 8' beiow. 

22-23) Empty. 

24) S wolves, 2+2 HD, HTKl 0 ,7,7,3 ,4 , AC7 

2S) a Dwarf Bard, Lvl S, HTK 13, ACS with short sword and harp is being forced to play his restful melodies for 
a small , adult Black Dragon, .AC3 , 6 HD, HTK 30 who is speaking and laying upon a pile of treasure consist­
ing oJ 27,000CP, l ,OOOSP, 11 ,000GP and 3 gems worth SOGP, SOOGP and lOOOGP 

26) 10 Bugbears, 3+1 HD, HTK 13,16,13,12,lS ,14,14,8,18,7, ACS . In a huge locked chest are : 4SOOCP and 2 
scrolls: 1) 1 spell of Lightening bolt. 2) three clerical spells : sticks to snakes quest, dispell evil, 

27-30) Empty. 

31) 1 gargoyle, 4HD, HTK 13, ACS . counts a pile of 70 GP 

32) 2 Giant Toads, 2+4 HD, HTK 19,1 0, AC6. 

33) a pile of rusty chains is heaped in the SE comer. 

34) a giant scorpion is crouched in the center of the room (DM-its head) 

3S) 7 wererats, 3+ 1 HD, HTK 13,l 0 ,19,13,18,21,15, AC6 with short swords and two are posing as captured humans 

36) the Treasure of the Wererats is . strewn about this chamber and consists of 3000CP, l SOOGP ~ a scroll of 
seven (7) clerica.l spells. 

37) The ceiling of the room has been blasted. There is a 70% chance of a minor cave-in/tum (2-12 pts damage). 

38) There is a puddle of fresh blood in the center of this chamber. 

39) Contains the apparition a MU-type se_ated at a desk, writing something by candlelight. He will look up when 
the door is opened, and reach for an intricately carved staff next to him. If the party enters the room, the 
"MU" will strike the staff to the floor three times, crying out in a strange tongue. Then a cold wind will 
blow the lights out, plunging the room info total darkness. By the time the party has a torch (or lantern) 
relit, the room will be bare .. 

40) Empty. 

41) 11 lizardmen, 2+1 HD, HTK 9,10,1 0,14,1 0,ll ,7"1 0,l O,l2,l4, ACS . A large chest contains their treasure 
of 2600SP, 21 OOCP and 1 potion Of water breathing. The pool occupying the southern half of the chamber · 
is of cloudy ·green water, 40+ feet dee-p, leading down to the fourth level. 

26MM RENAISSANCE 4626 
Hinchliffe 4627 

4600 Q,.b1111 lntanUy w/ Mu1kel 6 PolHJt• 6 s 2.115 
4628 
4629 

4601 Polish lnt1nuy w/Mutk•t & Pol11Jte 6 s 2.115 4630 
4602 Poi11h lnt1n1ry NCO'• 6 s 2.96 4631 
4603 Polish Puu1nt ltvy w/Mu•k•t 6 s 2.96 4632 
4604 Poll1h Guard\mt n w/Poluxe 6 s 2.95 4633 
4605 T ufki1h J•ni1wry w/Mu~lt 6 s 2.95 4634 
4606 T urk11h J i.n 11Hry w/Arqu"bu' 6 s 2.96 4636 
4607 Turk11h J1rli)-i41ry w/Bo. 6 s 2.95 4636 
4608 r urk1)h AlM> w/8ow & $J>.1r 6 s 2.115 4637 
4609 Turkish Altb ...- /Arqu~t>Y• 6 s 2.96 4638 
461 0 Tu1k1sh Aob w/Sow 6 s 2.95 4639 
4611 T urk11h f • 11i1111c ...-/S...-ord/Shitld 6 $ 2.96 . 4640 
4612 Ruu11n S11telts1 w/Mudttt/Ax• 6 $ ' 2.95 4641 
4613 Run1"1 Str•lts1 fu1t1g 6 s 2.95 4642 
4614 Rus\14n Z•puru11n Infantry w/Axt 6 S .2.95 4643 
4616 Ruu11n Foot CosaKk w/Arqu• bu• 6 s 2.96 4644 
4616 L1nd1kmtchnt Pikemen 6 s 2.115 4645 
4617 L1111.hk1u1c hnt A1qu.bu11tr 6 s 2.95 4648 
4618 l1nthknt!Chnt H1lb1rd1t1 6 $ 2.95 4648 
4619 L .. Khkn1tehnt wl2 · ~f¥11thld Sword 6 s 2.95 
4620 Poli sh Comm¥nd Group 6 s 2.95 
4621 Tu1k1sh J•n1u-.rv Commend 6 s 2.95 
4622 Ru1S1ttn Str•lts1 Command G1oup 6 s 2.95 
4623 L1nthknechnt Command G1oup 6 s 2.115 
4624 L1thu1m¥n Couack 3 s 2.115 
4626 Pol ish0f~\I 3 s 2.95 

Panc.rn1 3 
Pohlh H11wy Huwr 3 
T urk1sh Spat11 3 
Turk ilh Dell ii 3 
Turk i"l Li9fll C.vatry 'Ak in11 ' 3 
Turk11h hr tar w/Bow & Swurd 3 
Ruuian No~f Cavalry 3 
Ruu11n NutMw in Mail Coat 3 
Ru1111n HorM Archer 3 
Ru1111n tio11e Arch.r Wt/Mece 3 
Ruu11n Ht8\IV C1vafry 3 
Polish HHvy Hu1ur Command 3 
Ruu i1n Nobtt Command Group 3 
Pollah Wmgitd Huuer . 3 
Mounbtd Ge1Ki1rm.ri1 3 
Ht1vy C1V1lry wNisor.ct Salot 3 
light C1v11Jy wlA1 qul:l~n 3 
Light C.Vllry w/Crt.1oho w 3 
Swin Ht 1vy P1 ktf'Otln 6 
Sw111 Medium P1k.-n•n • L1ndlknteht CrONbuwmen e 
Mtd· 16tti Century Atll•r 3 
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s 2.115 
s 2.95 
s 2.96 
s 2.96 
s 2.95 
s 2.96 
s 2.96 
s 2.95 
s 2.95 . 
s 2.95 
s 2.96 
s 2.116 
s 2.115 
s 2.95 
$ 2.95 
s 2.95 
s 2.95 
s 2.115 
s 2.95 
s 2.95 
s 2.115 
s 2.115 

1/2400 - MINI FLEET SHIPS 
Heri1 ... 
1600 Otrff11nifl'r 811111 C.uiMfl 
7501 Sedlitl 81111• Cru11en 
7502 Oeu1IClll111d Cl1u 8111lo"'•P1 
7526 Ti911 Cl1u 6 • 1111 Cru11en 
7526 &.lleroPhon Cl1u BettlnlliPI 
7527 Revenge Clau 81Ule"'•P1 

,_ MINIFLEET PIRATES 
Hetillll 

2 s 1.111 
·2 s 1.111 
2 s 1.111 
2 I 1.118 
2 s 1.91 
'2 s 1.118 

7400 Captain Blood/OtineM Cooll/Fim Mata I S 2.111 
7401 Blunderbu ... n eod Pikers 8 S 2.115 
7402 Block Spoto a11d llucc.,_, B S 2.ff 
7403 Stolon T1Hwre and P1glo9 Petn I S 2.115 
7404 Swaohbucl<len and YonkM Clipper · 8 S 2.ff 
7406 MO<o P1mn end Ledy Pir• teo 8 S 2.115 
7408 wn C.owmen 11 S 2.ff 
7407 Shipt Gum 3 S 2.llli · 
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RUSTY LAMONT LEVEL 1 (no prize) 

This level is a huge st.ore room for monsters. The young are taken and used in experiments. All are alive 
and held inside by one-way force fields (entrance is easy but try to come out) which can be beaten by leaving 
a foot out, a length of rope tied to self, etc . These fields cannot be seen through. In some are remains of ad~ 
venturers who have wandered in but are cleaned out every once in a while forJhe treasure. 50% chance for 
remains and treasure vs NCP (1-6 remains). It's up to you DM's where you want to affix s0me gold. 5% ba­
bies. 

This dungeon complex has a primative electrical system with a wind generator on the surface. There are 
crude wires running across the ceiling that, when touched , delivers quite a shock (Con 12 save 1st touch, l 6-
2nd, l 8-3rd). The dot on the mappings is a smoke-pipe to which all fire-pits are indirectly connected. A whist­
ling is always present as there is a steady suction from the surface. Cesspools (pit toliets) and running water 
from streams underground make for sure moldy comfort . 

DUNGEON LEVEL 1 
Rusty. Lamont 
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These monsters are switched occasionally to bring in new specimens for experiments: 

1) 2· Beholders. 11) Anti-magic chains with 2 type· V in drag and in the room is a lusty minotaur. 

2) 4 Bug bears, 6 babies. 12) Empty room with sliding doors (used to be storage). 

3) 2 Carrion Crawlers. 13.) 2 Chimeras. 

4) Wight and very weak Gorgon. 14) Ocre 1 elly and Black Pudding. 

5) 12 Crocodiles in water roo!J1. 15) 1 Gargoyle and 2 Ghouls. 

6) 2 Anhkegs. 16) 1000 Giant Ants. 

7) 2 Water Wierds in water room. 

8) 25 Stirges. 

9) GynosphinX: and Androsphinx. 

10) The room is recessed with a raised alcove containing 2 Medusaes and a, male-born medusa . 

Traps (to catch escaped monsters). 

A) Simple 15' pit. 

B) Monofilament Wire - Walk through it minus legs (I-atom thick). 

C) Trip wire with cascading weighted net. 

D) Greased Floor - Watch you steps, break open potions. 

E) Mist covering a sleep pit. 

F) Trip wire with f~lling wood cage trap. 

G) Trip wire with 6 arrows. 

H) Snare. · 

I) Pit with a very slippery slide to 2nd level. 

J) Water Pit 12'. 

Note : The traps are set to catch wanderers in and any animals that might escape. 

~ CONFEDERALS 
4330 CSA lnfiNlll v Htt.:1.:• v1n11 s 2.95 4355 C11uon & l 1 inbt-1 2 s 2.95 8 

Heri'"I' 4331 CSA lnh11111 y cn~u\lm!I 8 s 2.95 4356 Train ID11ver• IJI Hide" I 8 s 2.95 
4332 CSA lnt1nUy Ch•'CJ"'g 8 $ 2.95 4357 Moun1ed Hoo• A111llc-r.,, 3 $ 2.95 

4232 Oiamounl•d C•ulry HoMmu Ho, .. 3 S 2.K 4335 CSA Stitt M1h111 u.1~11dmg 8 $ 2.96 4358 Union Att1ll•P( C··~ 6 $ 2.95 

4233 Unt0n lnt•11 11 y t.:0101~1, 3 s 2.96 4336 CSA Stitt M11t111 AtJum:mg 8 s 2.95 4369 Contttdtlr•t• Artillc-1 1 <.:1ew ti $ 2.95 

4234 Mountt:d Conf11tl•••tt:! lrll•nlfy CohMHtlal s 2.95 4337 CSA Sttt• M1h1• f 111ny 8 s 2.95 4360 Horii Tom 4 s 2.95 

4300 Union Volunteer Att~11.my 8 s 2.95 4338 CSA S11tt M1llt11 ~ul.ofling 8 $ 2.95 4361 20 Pounder P•uou H1ftc- • L•mbe1 2 s 2.95 

4301 Union Voluntctrt A11v44K..11111 8 s 2.96 4339 CSA Sc•t• M11it1• Recr1wm9 8 s 2.95 
4362 24 POunde' How1U•1 Ai l1mbe1 2 $ 2.95 

4302 Union 'V~uu1Wti1 A~\.,11l1111y 8 S 2.V5 4341 CSA Sh.,Plhoot•'' 8 s 2.96 
4383 32 Pounde' HowH1er1 & l 1mber s 2 95 

4303 Union Volunt t!t'f Ot!t~1111111" H $ 2.95 4342 c~ lnfenlfy Con"ili111d 6 s 2.95 
4364 4.6" S1e~er l11tl• 6 L1mU.S1 s 2.95 

4304 Unt0n 'Vufunl•er1 f· 11•1 111 8 s 2.115 4360 12 Pounder Nlt'Of•or1 Gun• Lunber 2 s 2.96 4365 Whitworth Gun & L1mt~1 $ 2.95 
4305 Umoo Volunt.e:r M.11111,;hu•u 8 s 2.95 4351 10 Poundaf '•Hott FMI•. l 1n1blr 2 $ 2.95 4370 Zou1wH/Kep1 Att..:k111g s 2.96 

4306 Un100 'Volunl••• HenMnnu 8 s 2.95 4362 12 Pound•! tiuww•tl•• • l 1mblt1 2 s 2.116 4371 Zou111H/fu O~ft!1ll11ny s 2.95 
4310 US Reeul•1 Adun1.:1•1CJ 8 s 2.95 4363 3" R1Ue • l1mbt1 2 s 2.il!i 4372 Zou111n/ Tu1bi11n Adv•n~•n y s 2.95 
4311 US Regul<11 Oel•rHllO(I 8 s 2.95 43f>4 6" qun • luOU.r 2 s 2.95 4380 ht 'Virginia c ..... 1ry Swords s 2 95 
4312 US A~l<11 H9';1111v1Hy 6 s 2 .~ 4381 Conftdctrilt• r. . .... 1ty , !.iwo1th s 2.95 
4314 Iron lhi9..U• Aui1ull111\f 8 s 2.95 4382 US Cawahy /SwuHh s 2.95 
4315 1,on 811~· f.,•r11, 8 $ 2.95 4383 US Ctw1lry / 01srnuu11h1tf s 2.95 
4318 Berdin Shi1r•nt1oolerf) 8 s 2.95 4384 CSA Cavalry / 01)n1oun1ctJ s 2.95 
4319 US lnt~u v \;0tnrn,.rn1 6 s 2.95 . 4385 .US C11uhy/C41b111~" $ 2.Y5 
4325 Confttder11~ l11t411fl., A11•1,;k111"1 8 $ 2.95 4386 CSA Cawhy / Sho1yun5 s· 2.96 
4326 CSA lnf~U'f AJv.incmg 8 $ 2.95 45 4387 US Canlry C..:omm•nll s 2.95 . 
4327 CSA lnf•nlry A~stt11hm11 8 s 295 4388 CSA Ca11l11 y Comm;,utl s 2.95 
4328 CSA lnl1011y Ottlcrnf111v 6 s 2.95 4398 Gen.,111 $ 2.95 
4329 CSA lnt.nuy f11111\I 8 s 2.115 4399 Moum.d G•11• .. 1h s 2 .~5 



RUSTY LAMONT LEVEL 2 (no prize) 

1- Rooms of the charmed scientists equipped with a single bed, chest of drawers, and a small writing desk. The 

12) priests have been charmed/gead and work for free. They carry Rolling Balls of Fire (magical, l" in diameter, 

only useable with the special gloyes, carried in a pouch on the gloves, 6 six-sided dice of damage, check hit 

location, .12" Range). One of the scientists has become uncharmed in room 10 and has smuggled 450 GP 

which are hidden under mattress. · 

13) Arena for combat. Note the tunnel that leads behind all of the cages to allow safe transport. Note 2 curtains 

to pass through and 2 sets of steel bars stop retreat. There are seats in the East end of the arena which are 

raised 12' off the arena floor and set off by a glass wall. 

14) Library with hundreds of volumes, tomes, notes, etc., in the scientists spe('.ial code (in room 16), 

15) 

A) 

B) 

C) 

D) 

E) 

F) 

G) 

' H) 

I) 

J) 

K) 

L) 

M) 

N) 

0) 

17) 

18) 

Laboratory, shelves in middle of room filled with acids, bases, alcohol, simple potions, etc.' 10' operating ta­

ble with drawers containing scapels, razors, etc. Around the room are 3b sealed glass cages tha~ use cyrogenic 

principles to preserve live monsters . Ropes extending by each cage raises the front piece or back piece. 3 

turns till life comes to the monster. · 

Roper . P) Centaur/Chimera 

Scorpion/Crocodile · Q) 4 Giant frogs 

3-headed Cockatirce R) Hell hound/Blink dog 

2 baby Shedu . S) Harpy 

Basilisk/Goblin T) Gargoyle 

Clay Golem U) Gnoll/Gnome 

Gorgon/Hell hol!nd V) Rakshasa 

2 Boars W) Chimera 

Carrion Crawler/Centipede X) Ogre Mage/Grizzly Bear 

Manes Y) Umber hulk 

Quasit , Z) Wight/Sylph 

Paleoscin cus/Tricera tops AA) Pery ton 

Gas spore/Beholder BB) Ore/Goblin 

Elfin /Stone Giant CC) Stirge/Giant Wasp 

2 Bug bears (dead) DD) · Owl Bear 

/ denotes cross between. 

0 - This room has 2 dead Bug bears stuffed. When the back piece is removed, entrance is gained to this .room. 

Loose stone in wall holds cipher. 200 piece piles of gold, silver, platinum, copper, electrum, and lead for use 

in experiments, new alloys, alchemy, etc. Piles are electrically charged by wire net bottom. 

. ' 

This room is a great 'trap for suckers or animals from level 1. By, and blocking the doors, is a cranky old red 

dragon who is always hupgry , chained to the wall . 

Conference room with cloak room and table for visitors and scientists. 2 cloaks inside - one plain, the other 

raised strength +I for 4 turns when it will automatically catch fire. 

46 
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RUSTY LAMONT LEVEL 3 (no prize) 

. . 
King Mage Elexus, Half-Elf who is an artist for the gods. Blessed by Rarnanas (see room 5), Elexus is a 20th 
level fighter and a 20th level rnage who has extraordinary artistic talent. He has constant charm person be­
cause his Charisma is a 2 7. 

1) Treasure Vault - A collection of golden goblets, 100,000 GP, 10,000 GP, 40,000 Copper, 20,000 silver, 520 
mithril bars (15 ,000 GP), 8,000 electrurn, 100,000 in jewels. To get in, one must turn "the door knob on the 

second door clock-wise 9r else be shocked. Then turn the carved lion's head on the door counter ways. 

2) Throne roorri with tunnel under throne. Candelabras worth 500 GP each (appear about 10 GP each) line the 
walls (24 ). The walls are inlaid with gold designs which are hooked up to the electrical system also. Under­

neath the king's chair (left) is a trapped chest containing 50,000 in gems (chlorine gas spirited). 2 guards in 
each corner. 

3) King's bed chamber. Spread embroidered in platinum thread worth l 2;000 GP but induces sleep upon sight. 
(clothes, books, etc.) 

4) The dead prince's old room . Sarne spread on bed and assorted dusty garbage. 

5) Temple to the god of Beauty and Art, Rarnanas. Statue plated with 10,000 GP worth of adarnite is lead filled. 
1 O' tall x 6' broad x 4' wide. · · 

. ' 
6) Feasting hall for Kin~, cloak rack filled with plain clothes. 

. , 

7) Kitchen. 

8) Grain and dry goods storage. 

9) Meat locker (0 degrees F.) . 

10- <::;rypts of dead queen -and Prince ~ stone coffins covered by quilts of death - anyone looking on them will have 

11) to save vs death, 500 GP in value each. The bodies are vacuum sealed and covered by 150,000 copper. Walls 
inlaid with gold, 110 electricity. · · 

Lion-Man Guards, STR 18, IQ 15, DEX 19, C.HR 18, WIS 10, CON 19. There are 150 guards who sleep in 

turns and guard the dungeons. 10 with King. These are all cloned and mutated men . . 

10 Scientists (Mages), STR 9, IQ 18, DEX 11, CHR 9, WIS 18, CON 12. Among the scientists are 2 clerics 
who create food for. the captive unfrozen monsters. Both are 11th level. 

There are also 4 cooks and 2 armed (orbs - rolling balls of fire) rnaintena~ce men who- work on all levels. 

~ . 
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RUSTY LAMONT LEVEL4 3RD PLACE 

l) Sculpture Room - sculptures are acti~ated by touch. 

l) 
2) 
3) 
4) 
5) 

l) 
2) 
3) 
4) 
5) 
6) 

2) 

Material in room: 
Onyx 6) · 
Alabaster 7) 
Adamite 8) 
Mithril 9) 
Electrum l 0) 
South 60' of wall is stacked storage for materials. 

Platinum 
Gold . 
Silver 
Copper 
Plaster 

Sculptures: 
It oil Golem Bculpture 
Flesh Golem Sculpture 
Stone Golem ScullJture 
Clay Golem Sculpture ' 

7) Insanity Mobiles 

Shouting Sculpture (deafen hearers) 
Beauty Sculpture (charm) 

Painting Room (murals are enterable) 
South wall - Desert mural. 
West wall - Jungle mural 

8) Blessings Bestowed Mobiles 
9) Curses Given .Mobiles 
l 0) Flaming Mobiles 
11) Recite Verse 
12) Pointing Statue 

North East wall - Ruined castle on hill mural 
East wall - Not finished (Sky scene) step in and fall . 

Cabinets in center full of paints and brushes. Any painting of monsters lying around will come to life when 
touched. The murals are enterable just like in life but to ,exit one must roll 6 on 6'sand, when missed, take 
l point damage. Wild animals could kill the adventurer or men; at this time the adventurer will become part 
of the mural. The castle is just ruined but has some thieves .lurking. 

2 

DUNGEON LEVEL 4 
Rusty Lamont 

3) Was a store room but has been painted to 

become a bottomless. pit after entering. 

4) Two non-living stone golems for fright . 
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DUNGEON LEVEL 5 
Rusty Lamont 
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RUSTY LAMONT LEVEL 5 (no prize) 

1) Pool for bathing, drinking water and a toliet. 

2) Meat storage - 0 degrees I;. 

3) Dry goods storage. 

4) Kitchen. 

5) Feasting hall for sol.diers. 

6) Armory; 6 lion/human guards, 150 swords, shields, etc. Note: some of these have +'s so check a little. 10% 
chance+ 1-3 (forge, anvils, tools, etc.). 

7) Metal box storage for jewellers and armors. 4 color code sequence to get in or alarm is set off. Colors on box 
are red, blue, green, yellow. Color sequence is green, red , yellow, blue. 10,000 GP worth of gold , 30,000 in 
je~els , 50,000 uncut gems, piles of steel, adamite (1 0,000 GP worth). 

8) Jewellers (tables, tools, etc.), 6 lion/hurrian guards. 

9-10) Bunkrooms, 48 beds, chests filled with beds, usually at least 30 beds are filled at all times. 

11) 25 cyrogenically frozen soldiers for emergencies. 

RUSTY LAMONT LEVEL 6 2ND PLACE 

1) Torture Chamber (empty at present) ; Chains on walls, stretcher, dunker, whirligig, hot iron stoker, fire ant 
chamer, leech pond, water wheel, drip tank, etc. 

2-9) Cells for prisoners. 

3) 9th level Chaotic Evil Mage. 

6) Assassin in disguise 5th level. 

7) Political Prisoner - Elven Queen . 

10) This is a last ditch defense to ward off attack. When all is lost, this iron d'oor is opened releasing thousands 
of rats that infest all levels of the dungeons. A fortune in traps would be needed so why waste your armies' 
time? Note: Tunnel to surface for escape if you don't mind rats. 

ATLANTIC* FAR WEST 'STO RY NEli FROM_.ATLANl IC 

. 1520~0mAD 
1001 Buffalo Hunting 1101 Buffalo tlu11ti1 1g NEW! PLASTI C HtJ ~CAl.L f ltiURES 
1002 Buffalo Bill 1102 Buffalo Bi ll GREAT DETAIL - £A 5Y TO PAINT 
1003 Geronimo and the Apache 1103 Geronimo J nd th~ Apache 

COLOSSEtm 1004 7th Cavalry 11 04 7th Cdva 1 ry 
1005 Oavy Crockett 1105 Da vy Cro<kett 1801 - 1807 $.59 per i'"d 

1006 Apache Camp 11 06 Apache Camµ 
1007 U.S. Camp 1107 U.S. Cdmp 

ROHAA COLESSEUH 11520 $60 .00 1008 Kit Carson 1108 Kit Cd rs o11 1001 - 1014 • ~ )t, t 1 ~' lJre s jJtlr box $.59 

190 pieces with snap together 1009 Sioux Sitting Bull 1109 Si ou• Sittiny Bull 1101 - 1114 -- 45 fl qure s per box $1.00 

construc ti on, and easy to read 1010 ·Gold Rush lllO Gol d Rush 1050 - 1053 -- $2.5U µer box 

direc t ions . 24" x 5" high. 1011 General Custer llll Genera 1 Cu , ter 
1012 Sioux Camp 11 12 Sioux Cdmp 
101 3 Stampede 111 3 Stamµcde 
1014 Outlaws 1114 Outlaws 

1514-GREEK WAR 
. 1050 Abeline West City 
1051 fort Ril ey Frontier fort 1501 At the Pharoh' s Court 2.50 1052 Pioneer's Wagons 1502 The Egyptian Army 2.50 1515 . ROllldll L"yi o11 2.50 

FLEET 
1053 Gatling Gun 1503 The Egyptian cavalry 2.50 1516 Roman ( dvdl ry 2.50 

1504 The Sphinx 9.00 151 7 Gladia to rs & 
ANCIENT CIVILIZATIONS 1507 The Pharoh's Palace 30.00 Chri 't 1 ans 2.50 

1508 Greek Life in the 1518 Roman War 
1801 At the Pharoh's Court Acropolis 2.50 Ma c t1111e~ 15 .00 

GREEK WARFLEET 1514 $30.00 1802 The Egypt ian Cavalry 1509 The- Greek Aney 2.50 1519 Roman (dtapult s 15 .00 
326 pi eces w/snap together 1803 The Egypt ian Army 1510 The Greek Cavalry 2.50 1809 Roman Legion .59 
construction. 2 complete war- 11:04 Greek Life in t he Ac ropolis 1511 The Trojan Army 2.50 1810 Roman (dvalry .59 
shi ps, sails, oa rs, and ri g- 1805 The Greek Aney · 1512 Ulysses ' Legend 9. 00 1811 Roo1dn CdvaJ·ry .59 
gi ng. Approxima t ly 84 greek 1806 The Greek Cavalry 1513 Ulysses' Artifice : 1812 Gladidtor ; & 
figures Included . 16" l ong. 1807 The Greek Cavalry The Horse 9.00 Chri s ti ans .59 
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DUNGEON LEVEL 6 
Rusty Lamont 

Fs.,sPstioA StsPllsst 
PePs19U 
SCtips ... . .... 

··-~ =.:.~-· ..... 

..... I .. .,, ... 
I 

Wl l ··o. - · , .... .. ~ .. . ' "" " 

These Stardate : 3000 miniatures 
have been designed for use with 
Battleline's boardgame 

, Alpha Omega . 

Jtw S&nat•::JOOO"" .... tS 1 COf'l'lpiir,. hti. ul 111/.-i \1,.11.,, .. ,., ~111.n u l oi. out 1uod1n.01 
lulu' • · Thry CM'I bl utld w11h· 1ht rw1nle1 ~ .U. .. <lf•"' 'll"• wovo.IL~I i.,, uw k•t• Uf ltwy , .,, bit 
r9Jft~l .. IPP'QPl' .. lf4y for lhe 1il ... IOu, ....,..,.., t l tr ., .. ... , I,. .. -1 #< •II • 

In ldd1Uon '° lhl n.nderd 1'"9 o l .,..,.,.,,"" lht - It' ~ •'"' ,, 1fr , , .,,, "' ''""',jt'' •nt-•llUfl 1n 
IC.....:e lic:hon *"'fl"lint I " O .. vn·•l·YO':•U•lf "" ' "'" "" h•1l l• 11 .. 11. 11, .. nd .. i. ... " " .. " · W11h 

, '"-•Id of COl'WWllUft lull, tht wouid·be ltMkm J uu H••.k!\"il' • m.;.tll f ., • ., ,.11:omtlu• IN 11. rtt.,. 

lflipi into~ Iii•. th.pn. Md d!KtgN. 

AlisA · StsPllsst 
SJ .SO Jll'I" p.u: ~ fll 1ta1111l) \.';ll:h shuwn) 
Sl>I ' lntruJc1 ' lll> S<oul 1•11 ... I! .. 

S04 411•11 ·t1..,,ll19• ' .:w 1 (6 ) !:tO !I A1,.n• ''V•n•11••• 11\lflC"PIOr ( 4 ) 

• 1111 • •4::: 
, 1.u l)a,• 1".>~ •• 1J 1 

11•••C 
Sp11A11tn ''P ..... do• " cl .. ltcouC1u199f121 

=-•l lllZL .. f ... ~ .. I • . =i•P 
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SJ).2 'Vi~i lanlc' ' lilt · ll11o·m·pt<>r 16) 
SJ).3 ' Phanllllll ' Vii ,\>s,1ult Ship t-11 
SD4 Alien ' J!;o11>hc'" S.:oi11 (hi 

$1).5 Alkn ·v arnpin " ln1,•r.:qllur (4) 
SJ).6 ; J>ra.:u' 1·1;i,.,, lkstrny<r 12) 
SJ).7 'Arics' <'l;o:..< h<mt( 'rui>cr ()) 
SD-8 'l'cf"'-'n>' Cla"" ('rui .. ·r t 1) 
SD-9 'Orion' ClaS> llcav y !'rui>cr (I)• 
SJ).10 Alfrn 'Sadr ' (ftass llcslroycr 12) 
SD-I I Alicn,;Plwnlos' Lsrnrt CA <I l 
SD-12 Al icn ' Mur:11h ' llalllc CA <I) 
SJ)-13 Alien ' Mcrnk ' I Ivy Ila Ille CA 11) 
SD-14 Small M\lvelllrnl StanJs (9 I 
Sl).J S l.ar~c Muv,·11w 111 Stands (b) 
9065 Srnrpious & Pc~asu> 
9066 Alfrn Arll ar,•s & Sims 
9067 Fcdcraliun l · i ~htcr ( 'raft 
9068 Alien H~hkr <'raft 
.. Orion ' (las. is $4 .SO cad1 



WH AT IS A BOOTY LIST? 
It is a listing of fantasy and science fiction games and 
accessories that you can order from Ju dges 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 
Minumum order for games, rules and aid s is $2 .00. 
Minimum order fo r any .order that indudes minia tures 
is $ 10.00 , however, other items may be ordered in ad­
dition to the miniatures to ma ke the $ 10.00 minim um. 
POST AGE CHARGES 
The following is for orders other ·than su bscriptions 
(see section on Subs for their postal charges). There is 
no postal charge fo r ·u.s. , Canada, APO and FPO, Ex­
ception : Frazetta prints require a $ 1.00 per order pos­
tal charge (up through 6 posters). 
FOREIGN: P o reign orders will be sent surface mail 
unless the fo llowing Foreign Air Mail surcharge is added­
you must include $ 3.00 o f postage fo r $ 5.00 of mer­
chandise ordered--we will refu nd any excess postage 
(for example: an order totalling $ 14.99 would require 
$ 6. 00 additional postage). 
TAX 
Orders fro m Ill inois must include 5% sales tax on all 
items except subscriptions and magazines. 
SUBSCRIPTION ITEMS VS NON-SUBSCRIPTION 
ITEMS 
Subscription items are items originally sen t o ut as part 
of the Guildmember subscrip tion . Non-subscription 
items are optional and must be ordered seperately ; also 
subs may no t be back dated. Issues beco me back issues 
as they are published. Sub.scribers to the Jo:urn al re­
ceive only the Journal. Guildmem bers receive th e J our­
nal and fa ntasy materia l (including guid eline booklets 
and /or maps. 
BACK ORDERS 
Rule books, 'games and aids will be back orct·ered if 
out of stock and we are expecting mo re in soon. Mini­
atures will be back ordered only if th e total out of 
stock miniatures add up to $ 10.00 or more. If we are 
unable to back order, a credit memo will be issued use­
able for a fu ture order, or a cash refund will be issu ed 
if requested . 
DISCONTINUED ITEMS 
Cer~ain items have been discontinued , and their num­
bers will no t appear below when no longer available. 
JUDGES GUILD F ANTASY GAME AIDS 
We produce game aids for added dep th o f pla y for 
DUNGEONS & DRAGONS TM Reg App For, and use­
able for o ther fanta sy game systems. Most o f our retail 
game aids fo und in stores are made ·up ·of p revious 
Guildmember subscriptio n issues. Since many have 
asked for a description of what has been published, 
we have provided such--with the numbers of the issues 
that made them up. 
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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 : 

Issues 

6 issues/ I yr. 
12 issues/2 yrs. 
18 issues/3 yrs. 

JUDGES GUILD 
1165 N. University 
Decatur, IL. 62526 

Gu~ldmem ber 
Subscription 

$ 12.00 
$24.00 
$33 .00 

Guildmember 
Resubscription 

$ 11.00 
$20.00 
$ 29.00 

LIFETIME GUILDM EMB ER SUBSCRIPTION $70.00 

J UDGES GUI LD MASTER LIST 
We pa y postage on domestic orders ! 

I ) 34" x 44" City Map. $4 .50 (4 sections). 

2) DUNGEON T AC CARDS - $3 .95. Weapon and 
ac tion cards (140) showing Greyhawk and · 
Chainmail "to Hit " scores and stats (originally 
as part of Basic Sub .) 

4) 17'' x 22" CITY STATE PLAYERS MAP - 50¢ 

9) 17" x 22" SM ALL CITY STATE JUDGES 
MAP- 50¢ . . 

I 0) GUIDE to THE ClTY STATE.- $3. 50. 56 pages 
of more NCP's a.nd guidelines. 

12) CITY STAT E OF THE· INVINCIBLE OVER­
LORD GAME AID - $9.00. Huge Judge's aid 
to a large ,, fantastic medieval City with large 
City map, guidelines on NCP's and background, 
plus Thunderhold /Sunstone Caverns (originally 
from Basic Sub and !st issue). As available. 

13) DELUXE FAN'{ASY PACKAGE - $ 18.95. 
Item 12 plus D&D plus Multi-sided dice set. 

14) REA DY REF BOOK - $ 2.99 . 56 pages (in book­
let form) of guidelines and RR charts from the 
fi rst si:x, Guildmember issues. 

· 17) T HUNDERHOLD INSTALLMENT - $ 3.00 . . As 
avai lable. 

CAMPAIGN INSTALLMENT - $4 .50. As avail­
able. 

2 1) NEWSLETTERS I , J , and K. All fo r 25¢. 



· 22) NEWSLETTER L-30¢ (4 pages). 

27) TEGEL MANOR INSTALLMENT - $4.50. A 
huge house, haunted , with large map of manor 
and area plus room descriptions· and guidelines­
a good basic dungeon-type scenario from issue 3. 

28) JUDGES SHIELD- $1.98. A reference .screen for 
D&D monster stats, Hit matrixes, Experience 
points, and much more ; 3 cardboard pieces fit 
together serving as a screen to hide Judge's secret 
material (orig~nally part of Associate Sub). 

30) 11" x 17" REDUCED JUDGE'S MAP OF TEGEL 
MANOR AND AREA- 75¢. 

33) NEWSLETTER M - 60¢ (8 pages). 

34) MODRON INSTALLMENT - $3.SO. 

36) . CHARACTER CHRONICLE CARDS - $1.98. A 
compact character reference for players or NCP 
listings. Room for stats, armor, and background. 
100 cards. 

3 7) FIRST FANTASY CAMPAIGN by Dave 
Arneson. $ 7.98 A 92 page book and large wild­
'emess campaign map (1 each for Judge and 
players) tracing history and development of the 
original fantasy role-playing campaign by the 
originator of the dungeon adventure concept. 
Many new rule guidelines on lair generation, 
character 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
S, M, L, XL. . 

41) JUDGES GUILD T-SHIRT - $3.25. Child sizes -
S, M, L, XL. 

42) .GUILDMEMBER BUTTON - 25¢. Picturing a 
drawn sword and JUDGES GUlLDMEMBER. 

43) BARBARIAN ALTANIS/GLOW WORM 
STEPPES ISSUE N - $ 5.50. 

44) 

45) 

WILDERLANDS CAMPAIGN MAP - $1.80. 
From issue N, 17" x 22" map, specify which 
you want--Judges or Players. Printed on both 
sides. 

JUDGES GUILD JOURNAL N - 80¢. 16 large 
pages on wilderness encounters, ·dungeon en­
counters, and regular fea~ure. 
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46x4)WILDERLANDS HEX SHEETS - $3.00. Four 
17" x 22" numbered hex grid sheets (printed 
both sides for a total of 8 hex grids) for use in 
mapping new wilderlands. 

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 
bookrlt of 55 light grey hex fields (hexes num­
bered and .3" in size, making them .2 mile for 
the standard D&D 5 mile Wilderness hex) 
8Y2" x 11 " . 

48) WILDERLANDS OF HIGH FANTASY - $ 8.50. 
Combines five different 17" x22" maps (with I 

· each for Judge and Players) plus two 16 page 
guidelines booklets on villages and campaign 
guidelines (originally issues 2, 5, and 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',J udges or Players. Printed on both sides. 

51) JUDGES GUILD JOURNAL 0 - 80¢. 

52) THIEVES OF BADABASKOR BOOK - $3 .00. 
lm;ludes a 32 page booklet based on a fortress 
adventure complete with 5. advanced dungeon 
levels. 

53) 

54) 

55) 

JUDGES GUILD JOURNAL P - 80¢. 

THIEVES OF BADABASKOR ISSUE - $3.50. 
Includes J ounal P. 

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¢. 

60) CASTLE BOOK I - $ 2. 7 5. Includes over 40 cas-, 
ties on numbered hex sheets. Contains rules for 
random leader generation, garrisons and siege 
equipment , and more. 

62) 

. 
ISLAND BOOK I - $ 2.75 . Contains over 40 is­
lands on numbered hex grids. Rules for random 
inMbitants, flora and fauna, terrain features, and 
other rules included. 

REVISED CITY STATE OF THE INVINCIBLE 
OVERLORD - $ 8.00. New version of one of our 
most popular products. 



63) CITADEL OF FIRE - $3.00. A 32 page booklet 
that takes you through an ancient wizards tower. 
Includes 6 tower levels and 5 dungeon levels. 

64) JUDGES GUILD JOURNALS - 80.¢. 

65) . ISSUE S - $3 :50. Includes Citadel of fire and 
Journal S. · 

66) SEA STEEDS & WA VE RIDERS - $ 6.50. Two 
sheets ( 28Y2 x 22Y2) of 20 different ships, small 
craft, and equipment ranging from dugout cano~s 
to Viking Longships. Detailed right down to the 
individual planks and nail heads. In 25mm scale 
for use· with miniature figures in Medieval and 
fantasy wargaming. A 32 page book with exten­
sive technical descriptions, historical information, 
and gaming aids. 

67) THE FANTASTIC WILDERLANDS BEYOND -
$ 8.00. The wilderlands maps of Lenap, Elaphan~ 
lands, Desert Lands, and Sea of Five Winds. 1 7" 
x 2Q" with Players and Judges map, with villages, 
castles, etc. ; plus a 3 2 page booklet on villages 
and campaign guidelines. 

68) WAR CRY AND BATTLE LUST - $4.00. A 32 
page set of mini.ature rules including reference 
charts, play aids, and army organization. Suit~ 
able for battles from ancient era through medie­
val. A basic set of simple rules emphasizing action 
and quick resolution. 

-69) FLOTILLA ONE - $ 5.00. The same sheet (28Y2 
x 22Y2) used in Sea Steeds and Wave Riders (20 
different items) packaged four per prnduct for 
a grand total of 80 items. Finely detailed aid for 
use with 25mm miniatures . · 

70) JUDGES GUILD JOURNAL T - 80¢. 

71) . FRONTIER FORTS OF KELNORE - $3.00. A 
3 2 page booklet that takes you through a fantas-
tic frontier: fort. . · 

72) ISSUE T $ 3.50. Includes Frontier Forts of Kel­
nore and Journal T .. 

75) TRAVELLER JUDGES SHIELD - $2.50. Ref­
eree Screen for GDW~s Popular Traveller Game. 
Combat tables and also some other tables from 
the new mercenary supplement. 

76) THE DRAGON CROWN - $ 1.75 . A collectors 
edition of'thepacific encounters contest dungeon. 
16 page booklet, 1 dungeon level. 

77) JG JOURNAL U - $ 2.00. Special Christmas edi­
. tion. 64 pages with full color cover. Also , Dun­

geon Contest Winners. 
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JUDGES GUILD 
SUBSCRIPTION ISSUES PUBLISHED 

I) THUNDERHOLD ISSUE - $3.00. Acastle of the 
Dwarven King and extensive Cavern with guide­
lines on poison, metal/coil values, Beggers, Buf­
fons, special encounters. Originally "J". 

2) CITY STATE CAMPAIGN ISSUE - $4.50. A 
wilderlands map ( 1 each for Judge and Players) 
for the area around the City State with villages, 
castles, etc.; guidelines on Baronies, technological 
level, trade guide, wishes, morale, NCP's, and ne­
gotiations. "K". -

3) TEGEL MANOR ISSUE .- $4.50. A huge haunted 
house with room 'and monster descriptions and 
guidelines on swimming, sharks and monster 
compendius of D&D monster stats. "M". 

4) MODRON ISSUE - ($3.50. A tow~ map and an 
underwater map with descriptions of town in­
habitants and guidelines on magic statues and 

· resurrection results. " L". 

5) BARBARIAN ALTANIS/GLOW WORM 
STEPPES CAMPAIGN ISSUE - $5.50. A wild­
erlands map of botb area above (with 1 each for 
Judge and Players), with villages, castles, etc. ; 
guidelines on ruins, caves, searching, rivers, etc. 
"N". 

6) VALON/TARANTISCAMPAIGN ISSUE-

7) 

$ 5 .5 O.· A wilderlands map of both areas above 
(with 1 each for Judge and players), with vil­
lages, castles, etc.; .with guidelines reprinted from 
the 2nd issue on Baronies, technological levels, 
etc. "O". 

THIEVES OF BADABASKOR ISSUE - $3.50. 
A 3 2 page booklet , based on a fortress adventure 
comple~e with 5 advanced dungeon levels. "P'' 

8) GENCON IX DUNGEONS - $4.00. A 3.2 page 
booklet detailing both the preliminary and final 
rounds of the tournament dungeons used at the 
Lake Geneva .Con 1976. With JG Journal "Q" 

' 9) VILLAGE BOOK I - $3.40 Includes .a 64 page 
booklet with over 40 villages. Features new rules 
for naming and random village generation, etc, 
"R". 

10) CITADEL OF FIRE - $ 3.00. A 32 page booklet 
that takes you through an ancient Wizard's tower. 
Includes 6 tower levels and 5 dungeon levels . 

. Included with issue " S". 



11) FRONTIER FORTS OF KELNORE - $3.50. 
A 3 2. page booklet that takes you through a 
fantastic frontier fort. Included with Journal 
L 

12) DRAGON CROWN ISSUE - $ 3.50. A 16 page 
booklet · containing the collecters edition of the 
pacific encounters contest dungeon. Journal is­
sue U included. 

BA BED ON THE WORKS OF J .A .A . TOLKIEN 

LORD OF THE RINGS 7Smm PERSONALITIES 

~ 
1175 GANDALf Tit[ \11ZARD ... SI0.95 

1176 FR ODO THE llO~BIT-.S 7 .95 

1177 GIMU THE DWARF-.S9.95 

1179 BOROMIR · DUNADAN OF CONDOR . .SI0.95 

LORD OF THE RINGS DIORAMA SETS (2Smm scale) 

D J 710 GOLLUM CAPTURED· GoDum on Elf topc. Frodo, Sam, ttna#l ... Sl.tS 

D 1716 CONFROP..7ATIOS OF CASDAU A-ND SAR UM~ -CandaU, Suwnan. to11ocr acu~soriu ... $2.ts 

For those "dshin& to expand their dioramas,.lhe fotlowi1'11firure1c.t1 offer unlimited po~iti!.it i es! 

LOltD OF THE Rl"iGS FIGURE SETS (2Smm scale) 

§ 
D 

E3 
D 

§ 

1817 SARUH"AN'S FORCES · H;alf-Orcs with swords and shields, 2 different (S tntal) .. S2 .9S 

1811 SAR UMAN"S GUARD -Guard Ore CNcJuin, St;andud. D1ummcr,
0

Hom ... S2.9S 

1819 SARUMAN'S Gl.'ARD · Gu.a.rd Orcs..,·ith W.u Hunmcn. l diffcrcnl (S 10 1aJ) .. 12.9.S 

I li20 SARCMAN'S GUARD · Guud Ore' \1:ith t'4·0-t1 andcd axes, 2 dHTcren.1 (S toul) .. S2 .9S 

1821 S'.\RU\tAN"S GUARD· Cu.uJ Ores v.ith srrus, 2 diffuent.U loU1) ... S2 .9.S 

J62.S S .4,.R\:~fAN'S l l RAK ·HAI ORCS OF THE WHITE HAND· Or" with sulir.f 1. 1drr: incl:.d int 

~ r , \.\ : .. • "'l •~ i.ni v.it>i Udder and 1 Or~ climb ini bddcr. .. 13 .95 

16~6 S.-\ RUMAS"S URAK -BAl ORC'S Of lHE WHITE HAND -Ore Cu..1 altit:, , 2 C1:T" :r.r,t (S 10t .. I) .. S ~ 9 .~ 

1027 SAR U~!AN'S FORCF.S · Half-Ore Crn.u l1ie"s. 2 different (S 10111) ..• Sl.95 

1& 28 S ·\RUMAN'S l 1RAK ·HAI ORCS OF lHE \\lllT( HANO ·Ore 8.a1tcrif\l:. R•m wi:h 4 Orc-.. .. S6 .~5 

· 1829 B \ rTLEFIELD DEBRIS· 12 .95 

IS42 li\>A R\"ES O F fll"[ IRON HJLLS · Dwa.n-cs v.ith m•1toc\ts, 2 difTcrt>n1 (6 te>t.ll) .. S1.9S 

180 0"' . .\R\'ES OF TH[ IRON HILLS · D-...a f\·cs v.·ith u~. 2 dincrcnt (6 1otal) .Sl CJS 

1644 0 \\ AR\'ES OF TH E JR01' HILLS· Ov.U"Vcs v.ith Sf'CV'· 1 different (6 t ot..J~ .. S1:.95 

POSTERS 
* $ 4.00 INCLUDE 

$1 POSTAGE ON 
SIX OR L E SS 

D 
D 
D 

J7SO THE FELL0V.·s111P -Gandalf, Frodo the Hobbit , s~ tht::iiobbit, MuT) tht: Hobbit, C :s.ili the D .. -..:f, lti:.' la' t ' .-r l.Jf, NO POSTAGE CHARGED ON ORDERS Of SEVEN OR MORE POSffRSI 
Include 1.00 postage on orders of 6 or less. 

~ 
B 
§ 
E3 
D 

E3 
D 
D 
C-:J 

§ 
§ 
D 
D 

§ 
§ 

Boromi:r • Durudan of Gondo1 , Arllorn (Strider)· Lost King of the Oune.dain ph.i r ... -n..,m ... S6 .9S . 

1751 SERVANTS OF SAU RON· Mounted Lord of the Nazgul, 4 mounted 1-:u,W, and 4 d1-rnc.unt&d S:.ze,: a1 (ri.r:~ ··• -·d11) 
S9.95 . 

17S2 HOBBIT TOV.'?'SFOLJ: · 4 dirTerenl (8 101a.J) . .. S2.95 

1754 HOBBIT BOUr-.:DER~ · 4 difle1ent (8 tota.l) ... S2.9S 

173$ HOBBIT SHrRfff CO~!MANDSE1: • 2 Sher~1. 2 Sunduds and Horn& .. U.95 

1756 8.\RROW·WIGHTS • 2 diffe rent (S total) ... S2 .9S 

'1757 BARRO\\ -WIGHT Bt:RIAL MOUNDS· 2 hurial mounds ... Sl .9.S 

1760 TROLLS 01" \fORIA · 2 Troll, ... Sl.9.S 

1761 BLACK l! Rl!K-llA I ORCS or Tll[ MINES Of MORIA CO~iMANO SET · Ore Chidlain, Oic ... i: h h c,m, Ou s:·, · '·~ rd. 
Ore drummn ... S,l.95 

1762 BLACK l.:RL'K·HAI ORCS OF THE MINf..S or MORIA · Ores - ·ith sdmitan, 2 di!!ercnl (S tct :il). ~2.95 

1763 BLACK URUK·HAl .ORCS Of TiiE MINES or MORIA · Ores - ·ith spun, 2 dinerC"nl 15 tC':t1) .. . S2 .9.S 

1764 BLACK URL1K-HAI ORCS Of THE MINES Of MORIA· Orn •••ith bow1, 2 diffe:rtnl (S 10•11) .. U .9.S 

1768 l::'.L\'f.S Of LOTllLORIEN - Elf Archr"n, 2 diffr"rt:nt (S 101.al).-Sl.9.S 

1769 1:'.L\'f .S or LOTllLORIEN · Elves •i1h sj"lun, ~ dirferC"nt (S total).-Sl .95 

1716 1'tFN or ROllA!'ll Pf.RSOSALITY SET · Kini Tht:odt:n ;and Guthllf the 8anmr·bnrer mounted .. S2~9S 

1778 MF.Nor ROllAN • H:ima (Comm;ander of tht Klfl&'s Guud) and Standatd Beucr mou::1ed ..• S2.9S 

1719 M[N Of- ROltAN • Kiry:s Gwrd moun1cd (l total) ... Sl .95 

J 781 R9fllRRIM • 2 Men of Rotun moun1ed -..·i\J'a spca.rs ..• Sl.9.S 

1713 ROHIRRIM • 2 MC"n of Roh,an moun1td voith sword' ind sh;elds ... 12.95 

1715 MfN 01" ROJIM-0: - Kiri(• Gua1d d1sm oun1cd "'ith ""ords. 2 diffutnl <S to tal) .. S; .\I ~ 

l786 ROl!JRRIM · Aid'"' · 'J d1fk1 tnt (S ro:;al) ... Sl .95 

1789 ROHIRRlti., · Src;.:m rn.: d1ffr1rn1 (5 totall.. . S2 .9~ 

1790 ROHIR RIM · S"'Nd'L'"11C"n . .:? d1ffrrtnt CS 1otal) ... S2 .95 

1791 ROHIRRIM · A'rmen. 2 difTr1rn1 (~ 101<11) .. . Sl .95 

1792 ROHIRRIM - MPun tr"d f':isualttC"I (11oul} ... S2 .95 

I 
I 7Y7 SARl'MAN'S J ORCES • Dunlr"nding 1''anion •·it~ dub1, 2 dinr1cnt (S total) . . I ~ 9S 

1791 SARUMAN"S l·ORC'ES • Dunlr"J;\din' Bcrw-rlcn • ·ith "":·ords .1nd ••n. 2 <1 ifh·1t "~ <,~ 11•!AI) S2 .9.S 

1799 SARUMAN"S t ORt'l:s • D1.1n1r"ndit\i Aichen. 2 dlrTnent (S tota1) ... S2 .9.S 

lflOO S,._RUMAN"S .. ORCF.S • Dunlrndcn -.·ith net ,~ ~ffcrcnl (S tot.al) ... S2 .9S 

180) S . .\RUMAN'S liRAK·HAI ORCSOF THE V.ltJTE HAND · Hi,:ha Ore ·n1•u111td (":! 1 .. 1111) . S1 .9S 

UCM SARUMAN"S· URAK-llAI ORCS OF THE WHITE HANO ·Chtt'f1ai1'. Stand~d. P n.:: 1110. lf1· :r.ic-t . S 2.fl 

UOS SARUMAN"S \ !RAK4fAI ORC:S OF TllE \\ltlTI HANO ·Ore Wat Orum on \\".,1· •. 11 . O:u:1: l\(".1 !t1, 2 O:i..1 r \lll;nt 
Vtaion. .. $4.9.S 

1808 SARUMAN'S URAK ·HAI ORCS OF THE ¥.ltlTE HAND ·Ore SpaimC"n, ::! .~1fr1· ,.-n 1 (.S l ' · •~I> S~ .?S ~ 

U.09 SARUMAN'S URAK-llAI ORCS OF THE V..1t1TE HANO · Ores • ·ith 'rolr"umi, 2 <11rfc: c111 (S h.~:a1) ' 2.9S 

1810 SARUM
0

AN"S \ ' RAK-HAI ORCS Of TitE Y.lUTE HAND · Ora ,itl'I nt1, l difrm· nt (S to uf) ... 12.~J 
1811 SARUMAN'S URAK·HAI ORCS OF Tlt[ \\1UTE HAND · Orn • ·ith ckibs, 2 diffr1cnl (S 11>ti1L.Sl .9S 

1812 SARUMAN'S FORCES· Half-Ore Dlit(uin, Standard Beater. Hom, Drurr.m"'1 .. .Sl.9S 

Jill SARUM~N'S FORCES· Ha.lf-Orc Spurmen, l different (S total) ... Sl.9.5 

1514 SARUMAN'S FORCES· Half-Ore A1d1"'· 2 different (.S total) ..• Sl .9.S 
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NO POSTAGE CHARGED ON THE FOLLOWING ~OOKS! 
"The Fantastic Art of Frank frazettd" 
Book 1, 42 plates , most in color. 7.95 
Book 2, 39 plates, most }n c.olor , 7.95 
Book 3, 35 plate's, most in color. . ~5 

PLEASE STATE NAME AND PRINT NUfoflER! 

15 Wal fmoon 
#6 Sorceror 
#7 Wolfman 
#8 Neanderthal 
#9 Sea Monster 
110 Spi de.nnan 
#12 Green Death 
#13 The Brain 
#14 The Apparition 
#15 The Berserker 
#17 Snow Giants 
119 Woman With A Scythe 
#20 Tyrannasaurus Rex 
#21 Egyptian Queen 
#22 Sun Goddess· 
#23 Atlantis 
#24 Silver Warrior 
#31 Death Dealer 
;35 At The Earths Core 
#38 Savage Pellucidar 
#39 . Chained 
#42 Sea Witch 
#43 Flying Reptiles 
#44 Jongar Fights Back 
#45 Pony l'a n 
#46 Stranded 
.i48 Moonmaid 
#52 Norsemen 
t53 Escape on Venus 
#54 Princess of Mars 
#55 John Carter and the Savage Apes of M~rs · 
#56 Thuvia, Maid of Mars 
#57 Mad King 
#58 Gulliver of Mars 
#60 Against the Gods 
163 Ghoul Queen 
#66 Downward to Earth 
.i68 The Huntress 
#69 Dark Kingdo~ 
#80 Rogue Roman 



lrchi\#e · 
Juiniatur~s 

~01 Japa ncS< Monk (Jl . . 
-401 Sanninli Swordsma n (3 ) 

. . . ..... $ 2.19 
. . • . . . . . . S2 .9S 

502 The Gr<al Fellowship (9) ..... . . . .. . .. S6.9S 
507 Th< Rainbow Wizard (I ). . . . ..... , .... S 1.98 
SOS Grey Wizard mounled ( I ) .. ... . . . ., .... S 2.49 
509 The Brown Druid ( I ) .. . ...... . ...... . $ 1.98 
S IJ l;oblin,.. axes spears (5) . . .. . ..... , .. . . S2.49 
S 14 Goblins· Bows Shield• (5) . . ...•. . .. . . . S2.49 
5 I 5 Goblin command group (S) .... , ... . ... S2 .9S 
S 16 Old Wi llow Man (I l, .. .. . .. . ... . , .... $1.98 
5 18 WOif riders- axes swords (4 ) .... . .. ... . . S 1.98 
S 19 Woll riJen· bowupears (4) . . . .... . . '." $ 1.98 

SW WolfriJcr ( 'omm•nd Group (4 ) ......... $ 1.98 
S 2 I Gorhlor Citadel Guard ( 4) ........ . .. . . $ I. 911 
522 Tl1c Nighlwrailh (I) .. . ... . . . ...... . . S l.9H 
5 23 Moun1cJ Ni~h l wrai l h (I ) ............ . S 2.49 
524 Low Orcan Command Group (3 ) ... . .' . . . $2.2'1 
525 I.ow Orcan Archers (51 ........ " .. . .. S2 .29 
529 Low Orcan wit h Sdmi1ar (5) ....... . ... $ 2.29 

530 Low Orca'n Varie ty i'ack (5 ) ~ ... : .. .' ... $2.29 

SJI Goblin King & Bodygu.rd.(l ) . .' ..•.... ; S2.9S 
532 llobgoblin Body~uard (3) . ". '· "" .. . :. ·. : $ 2.49 
535 Orcan Archers (3) ................... S2 .29 
536 Orc•n Axmcn (2) . . . . ...... . . •..... . S2 .29 

540 Bridge Troll (I) ....... .. . .. . ... . .... S 1.69 
54 1 Sleeping Ore (3) . ............. .... .. S 2.49 
H2 Dancing Ores (2). . . ..• . . . . . . . .... . .. S2.95 
543 Brawling Ores (2) . . ...•. . ... . .. , .... S2.95 

609 Griffon ( I l ... .. .. . . ........ . . ..... $ 2.95 
610Man tkorc(I) . . .. ..... . ..... . .. .... $1.95 
61 I Wyvem ( I ) .. . .... . .. . .. . .. . .... . . . SS .9S 
6 IJ Sphinx (I) .. .. . .....•. . ...... . . .. .. S 2.9S 
614 MynniJ on (2) .. . .. . ...... . .. . .. ... . $2 .29 

645 B•by llra~on (II . . ........ . ........ . S 1.98 

701 ,Ciprn)Crian.& Shi;- l>cyil ( 2 ) ............. S ! .'69 
702 Barbarili n Giant and theif (2 ) ........ . . S 2.49 
10.i Barba rian duck ·& Duckwoman (2) ..... '. S2.9S 
705· Disgusting dungeon nast ies (4) . ... . .. .. S 1.98 . 
700 ~lore Dungeon Nasties (4 ) . . ... . . ... ... S 2.95 
707 S1ill more dungeon Nasties (4) ... • ..... S2 .9S 
708 A~ain Du ngeon Naslies (4) .... . ... . .. . $2.49 
709 Bride of Nasties (4 ) ...... . .. . .. . ... . . $3 .49 
710 Son of Nasiies (4,) .... . ....... . ...... S 1.98 

71 1 Dungeon Nasties Baby Sister (4) . . .... . . S3.49 
7 20 Dr.cula & Vampire wife (2) ... . . . ..... $2.49 . 
7 23 Bigfoot (I) . .. . .... . .... . ... . .. . .. . S 1.98 
724 Superheros (3) ... . ......•.....•... .. $2 .29 
7 26 Madame Siar of Horseback . . ....•... .. S 2.49"' 
7 28 Madame Star of the Sorceress ... . . . .... S 1.98 
7 JO ('immerian King Riding .... . .. .. . .. . .. S2.49 
7J I Dungeon Adventer<ss Group (5) . .. . .... $4.95 
736 Menial The Magnificanl (2) . . ..... . .... $2.49 
741 Sinbad Ducks(2 ) .... . . . · ·" ..... ..... $ 1.69 
1 SO Dungeon Donkeys (I) . : . ....... . ..... S 2.95 
155 Bear-owls (2) ............. ...... .... S2.49 
151 Eleven-Eyed Floaters (2) .. . . . • . .. ..... $2 .29 
158 Gian I Bats (2) . .. . .. . ......• . .•..... S 2.29 

760 Rust Ea ters (3 ) . .. . .. .. ...... . ... . .. S 1.98 
761 Rolling Crawlers (2) ..... .. •..•. . .. . . S 1.98 

ZOCClll 

___ ... __ . 
763 Werebean (2) . . . . . . . . . . . . . S 1.98 
764 Bugbean(2) ........... . . . . . . . .. ... $2.29 
765 Ochrea/Shamtilen (4) . . . . • . . • . . . SI .'18 
766 Rop..~Monaten ( t ). . . . . .... S 1.'18 

768GU.nt Rati(3) .'. ... . . . . . S ! .29 
769 GU.nt llorina llcctlc (2). .............. S t.911 
770 Stag Beetle (2). . . . . . . . . . . .. . . . . . .. S 1.98 
771 GU.nt Snake (3) .. ..... .. ... . . . . . .... S l.'IH 
1n l.iurd Man (4) .. ... . . ..... . . . s2 .211 
773 Ogre Wizurd (I)...... . . . . . . . . .. S 1.911 
774 t; iant Lizarda (2)... .. . . . .... SI .'Ill 
775 Amber llulk (I) . . . . . . . . . . . .. . . S I .'Ill 
176 Wcro>tigcn (3). . . . .. . . . . . . S 2.<15 
711 Skdetona (3) . ..... . :. . .. .. . S2.29 

· 778 Wolfmen (3) • . .... .. • .. . . . . : . . ... . S 2.19 
779 Wereboar (3) ... . .... . . .. . SJ .49 

7 81 Sea l>cmona (2) ....... .. ......... . .. S 2.95 
7M2 Throona (I). . . . . . .. . . .. .. . . S 2A9 
7H3 rhraint (I~ . .. ...... . .... . .. :l't.98 
784 l>eodantha (2) . .... . ..... . .......... SH9 
7115 Wobru (3). ....... . . . .. ..... . . .. S2.9S 
798 Sharkadillo (I) .. . . . ............. . S3.49 

800 Sredni Vuhtar (I) ........ . . . 

803 Wind ~ldren (2) .......... . 
804 Dragonewl Priest (3) .. . ..... . 

805 Dragonnewt on Dcmibird 1 I 1 

801 llr•gonewl on Demi-Bird (J) ... . 

809 lronhoof (I) . ............ . 

.. . .. S 14.9S 

.. s 2.95 

.. S 2.29 
Sl.9K 

.. ... ~ ~-1~ 
. s 2.49 

811 tlerrek the Benerk &. GunJa the IO uilly (! )S l .29 

, II 12 Jar<I Razorell &. Beat-1•01 Adwrm I~) . . S·2.29 
813 Delecti the Necroman""r t 11 . . ..... S 1.98 
814 Master ofFire (I) ......... . ... . . .. S 1.911 
Ml7 Grazclander Shaman (I) . . S2.29 
818 lampreaac (3) ....... . . ... S2.29 
822 Cenlaun/ClubA Bow <21 . . . . S2.9S 
M24 lronhoors Bodyguanb <21 .. . . S2.9S 

825 Nomad Goddeaes (3) . . . . . S4 .9S 
826 Momin1 Siar (I) . . . . . . . . . . . . S 1.98 
827 Evening Star (I) . . . . . . . . . . . . S 1.98 
1128 White Princas (I) . . ..... . ..... . .... . ,S I. 911 
829 Pavis Survivon (2) .. . . . . . •. '. . . . .. . . .'. S 2. 9S 
830Tusk Rider (I) .... . ........... . . . . . . $2.29 

2001 Martian Overlord (But1·l:ycd Mo1»t<rl (I 1. ) 1.'111 
· 2002 Starduck (3) .. .. .. .. .. .. .. .. S 2.29 
2003 Stellar Amazon (2) . . . . . . . . . . . . . ... S 1.98 
2004 Fuzzies (S) .. .. .. . .. .. • .. .. . S 2.29 
200S F.yegar(I) ..... . . . ... .. ...... .. . ... S2.49 
2006 Flypr(l) . .... ... ........ . ........ $2.llS 
2009 Killer Robot (I) ..... . ...... ...... . . S 2.49 
2010 GU.nt Robot (I) ...... . . ... ..... . ... $4.'IS 
2011 Robot Group (3) . ..... . . . .. . S 2.29 
201 2 Duck Rodacn Adventure t ;ruup tJ) . . .. . $2.29 
2013 SpaceAnaains(3) ..... ....... . ..... S2.95 

Sta r fl eet Bat tle Manual $6.00 
Simulates ~ l gh adventure on the 
fro nt ie r s of deep space. Widely 
accl a imed a t St ar Trek Cons . 

STAR TREK SHIP MINIATURES 

Dreadnought $2.50 
Cruiser $1.98 

Instant .Bid Gio'SI $4.50 
A referee afd for use wf th 
role playing g-s 

Super hero 200 $7 . 00 Create a 
superhero li ke Supennan, Spider­
ma n, Ba tinan , .etc. to battle the 
forces of the 21st Century. 

All en Space $5 . 00 Conmand an 
exoti c spaceship during inter­
stellar battles . Comes with 8 
different shi p counters, rules 
fo r 111Ult i -player fleet s i zed 
bat t l es. 

Sta r Comnand $5 . 00 Tactical 
l evel ru les . 

Space Patrol $5 . 00 Ex tensive 
Sc1-Fi rol e- play i ng booklet with 
an accent on adventures on alfen 
pl ane t s . Incl udes roll -your-own 
charts. 

Destroyer $1. 98 
Scout $1.98 
Romulan &-Thollan. $2.50 
Klingon $2 . 50 
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The Coalplete Warlock $6 .00 

Book of Monste" $5.00 

The Book of Shulns $8.00 

The Book of Treasure $8.00 

The Boolt of Fantasy ~f nfatures 
$8.00 

Spacefare" Guf de to Planets 
Sector Diie $8.00 

Bute Module T . H . E.Non~Player 
Chuacter $10.00 

Dungeon Designer's K1t 
$6.50 

lrchit/e 
· 111iniatures * 
2014 Plastron Androids(l) ....... . ... . .... S2.29 
201 S Bianca Snow and the Star Dwarves (8) ... S4.95 
2016 Spa...., Dwarf i"tl'>Ollalities (3) ......•... S2.29 
2017 Space Dwarf Piral<S (3) .... ... . .... . .. $2.29 
2018 Space lleroines (l) .... . ... ... . .. ... . S2.9S 
2019 M•ntusa t,hc Mind Witch (I) ... . .•... .. S 1.98 
2020 Galactic Centaur (I) . ........ ...... .. S 2.29 
202S Planetary Scouts (3) .. .. . ..... . : , .. . . S 2.49 

2026 Dr. Fly (2) ......................... S 1.98 

2027 Star Wizard and Dil<:iple (2) .. . • · .•..• ; • S 2.49 
2028 Dr. C)bo11 (I) ............... . . .. ... S 1.98 
2029 Moondot Maude'• Cantine Band (8) . • , •• SS.9S 
2030 Allen Mut1nt1C3) .......... ... ... .. . $2.29 
20.ll N<w M•rli•n (I) ........ .. ..... " ... S2 .2'1 
203! RU.:khoprcrs C2) .. . .. .. .. . .......... S2.29 
20.lJ liab<ti< l;JaJiaton (2) ..... .. . .. ., ..•. S 2.9S 
2034 · l'ir•te t'• ptain &. Bounty Hunter (2) ... ., . 52.49 
203S Ali•n AJvcnt ur< Group (3 ) .. . .... . .... 52.29 
203«> Imp< rial M•rin< NCO's (3) .. ... . . ..... S 2.9S 
2037 Imperial. M• rine Trooper, St1ndin1 (3) ... $ 2.9S 
2040 Frinx in Power Annor (S) ........... . . S 2.29 
2041 Nude Frinx (5) .. ... . . . ............. $2.29 
20-42 Power Annor l'rinx on Giant Annadillo (6) 53.95 
20-44 Ali•n Tourists (3) ...... . ..... .. ..... $2.49 
2045 Texican Space Ranger Group (3) ... . . . .. $ 2.29 
2046 Pegasus Lizard (I) ...... . ... .' ...... : . S2.9S 

2050 Lizardeen Advance GUllrJ Cll .. . . . S 2.! 9 
20S I Prone Lizard Trooper (3 l . . . . . S 2.29 
2052 Kneeling Lizard Trooper (3) . . S 2.29 
2055 l.izardeen Starkn_ijht Cl) . .. . . . S 1.98 
2059 Knight of Darkness (I ) . . . . . . . .. . . S 2.49 
20!>0 AphiJ Scout on Grav<"yd• (31 .. . . .... . S ! .29 
20!> I Aphid Infantry Group (7) . . . . . S 1.119 
206! Aphid Mortar Te1111 (7) . . . . ) t.c.9 
2()(,3 K"'haup (I) . . . . . . . . . . . . . . . $3 .4'1 
20!>4 llurraku (2). . .. .. . . . . .. . . . . . ~ 2.'IS 

· 2{)(1S X, S, A Y llrones (3) ........ . ... ... .. S l.b9 
2070 Feloid Elite Infantry (3) ..... . ... . . . .. $2.29 
2071 C'rouchina Feloid (3) ... . .... . . . .. .. . . S ! .29 
2075 Robot Stonnlroopen 121 ..... . ...... . S 2.9S 
2076 l'le,.rt Rats (S) . .. ... . ... . .. . . •. . ... S ! .9S 
~77 Woolle (I). .... ..... .. . .. ......... SV9 
!OHO (iianl 0.lrlurd (2) . . . . . . . . . . S 2.9S 
20HI Altk1mulu1(Prehilliric l'a111ci.)c!1 . .. .. $ 2.'IS 
lOHJ Smilodon•(S..bertoolh TiM<rHll . . ... . S2 . 'I~ 

2084 1;1yptodon (Gi1nt Annadillo) t I 1 . .. . ... S. 2 .'I~ 

20'IO J<t llell . nd WcapQflli Variety ~ack ( 151 . . S 1.119 
20'14 War lluffalope A RiJen (7 i .. . . . ... .. . . S 7.'IS 
20'15 Wild Buffalopc (4).. . . . . . . . . . . . . .. H .9S 
20% Sand l>cvilw/A•e(I) ... '. ........... Sl.911 
20'17 SanJ Devil w/Ritl• ( 11. . . . . . . . . . . . . . . SI .9M · 
20'111 Siar Fellowship (7) ............. ... .. S4 .9S · 
!099 Androids (2) . . .. ....... : . . . . . . . . 5 2.211 

2100 Duck Vader A Rabbit Troopen tJi. .. . . $ 2.29 

Orders including mini atures 
must total $10.00 111inimum; 
rules/games moy be Included 
to make the min1111U11. 

ALAOOIN 

Balf $3 . 00 The ultiute card/ 
word g-. Fiercely competitive 
action for 1 to 4 players. Thi 
object 1s to create words of J 
or .,,.. letters for aaxl­
polnt totals. 

iRONTLINE PUBLICATIOllS 

Longsword $3 . 95 Rules for 
Medieval, classic and f1nuu · 
11111rfue between 1500 BC to 
1500 Ml. 

CREATIVE GAMES WORKSHOP 

The Emerald Tablet J6· 95 
Very deulled rulesor fanUsy 
afniature battles with eaiphllsfs 
on lll!dieval type 1111glc. 



GARRISON MINIATURES Available from Judges Guild: order including. m1n1atures must 
total at least $10.00 (other items may be ordered for minimum) . 

Garr1son 111niatures are very •well done 
and may be. purchased I ·figure at a time, 
1f desired. However, s i nee the figures 
are imported from England, we w111 be out 
of some numbers unti-1 another sh i pment 
arrjyes; each newsletter we .will list the 
figures that we are out of at that time­
these will be marked ·wfth a star . 

Foot Fi~ures are 40f each (almost all 'SS' 
and 'ME numbers are foot ehctpt as noted). 
Cavalry Figures are 85f eac and are listed 
·as 'SSM' and 'MEC'). · 
special Figures and Sets are marked to Si.de 

· of the f1 gures' name. 

These f1gures are h1ghly rec011111ended . 

ASSYRIAN 
~er unarmoured drawing bow 
A9 Armoured s l 1 nger 
AIO .Unarmoured slinger w/shield 
Al2 Unarmour-ed infantryman w/shield &spear 

AC4 .Armoured cavalryman w/shield &spear 

RO~N REPUBLIC 
RR! Standard bearer 
RR6 Triari leather, .armour sh&sp· 
RR7 Veleti unarmoured sh&javal in 

RRC3 Cavalry standard bearer 

RO~N EMPIRE 
REI Tribune on foot 
RE2 Centurian advancing 
RE4 Corni cer 
RES Aquil i fer 

PERSIA 
mlnmortal attacking 
PE4 Infantryman' attack1ng w/spear&shield 
PES lnmorta 1 in reserve 
PE6 lnmorta 1 fi rfng bow 
PE7 Infantryman unarmoured sh&sp 
PEllPhrygian ·armoured w/crested helmet att. 
PE12Phrygian armoured w/crested helmet reserve 

PEC3 Cava 1 ry unarmoured sp&sh 
PECB Camel corps unarmoured sp&sh 

EGYPT.JANS 
ITo11Tcer 
E2 Standard bearer 
E3 Trumpeter 
E4 Heavey infantry sp&sh in reserve 
ES Heavy infantry sp&sh attacking 
El Heavy archer 
EB Light archer 

. E9 Slinger 
EIO Javalin · man 
Ell Sherdan guard 
NORMANS . 
HNI Knight w/ kite shie ld . 
HN7· Italian mercenary 

NNC!Knight w/ Spaer at rest 
HNC2Knight w/spear overann 
HNCJKnight w/spear crouched 
HNC4Kni ght w/spear banner 

SAXONS 
~lect Fyrdman mail shirt round shield 

. HS7 Fyrdman w/ round shield and spear 

CARTHAGE 
· ~dard bearer 

CZ Off1cer 
CJ OrUlllller 
C6 Cit i zen Sp ea nnan 
CJ Mercenary Balearic Slinger 
CB Mercenary Cretan Archer 
Cll Spanish Scutar.i s 
CIJ Gallic Chief 
Cl4 Gallic standard bearer 

CC2 Cavalry standard bearer 
CC4 Caval;yman Numidian w/ javalin 

GREEK 
GS!rumpeter 
G7 Sl1nger 
G9 Sythian Mercenary archer 
GIO Spartan Hopl i te Pi los Helmet 
GIJ Peltast smal 1 sh ie ld 
614 Theban Hoplite Attic Helmet 

GC5 Cava 1 ryman ·armoured w/ java l in 
GCS.Caval ryman '• armoured w/ javal 1n 
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SWORDS ' SORCERY Designed 
e~pecially for the Hyborean 
age· of the 'Conan' series 
(See Fantasy Goes Uni i•i ted 
rulel!ook on Hyborear> battles): 

AQUILAND 
SS19 Bosnian Archer 
SS20 Pikeman 
SS21 Infantryman 
SS22 Standard Bearer 
SS23 Dark L.egion , 
SSM24 Mounted Knight 
SSM2S Black Guard ~85• 
SSM2G Mounted · Standard Bearer 

NIMIDIA 
~Archer 
SS28 'l:nfantryma'n 
SS29 Royal Guard 
5530 Standard Bearer 
SSM 31 Mounted Knight @85f 
SSM32 Mounted Guard @85• 
SSM33 Mounted Standard Bearer 
NORTHMEN . 
SS4 Infan.tr.yman w/mace 
SS7 Archer 
s·se Infantryman w/spear 
SS9 Infantryman w/axe 
SSlO Standard Bearer 

CORINTHIAN 
ss34 Infantryman 
HYKAN 
SSM3S 
SSM67 

PICT 
SS36 
SHIM 
SS) 
SS38 

AMAZON 

Horse Archer . ~85f 
Cavalry w/glaivE @85f 

Infant~yman 

Guard 
Archer 

m-,-- Archer 
STY GIA 
~ 
SS40 
SS41-
SSS1 
TARUN 

Infantryman 
Archer 1 

Standard Bearer 
Chariot & Crew @$3. 95 

· ffi2 Infantryman 
SS43 Immortal 
SS44 · Archer 
SS4S Standard Bearer 
SSM46 Heavy Cavalrymar @85• 
SSM4 7 Horse · Archer @85f 
SSM48 Mounted Standard Be a rer 885f 
MEDIEVAL 

VANllA 
SS49 
ssso 
SSSl 
SSS 2 
SSS2 

HERO'S 

Infantryman 
Archer 
Guard 
Standard Bearer 
Mamoth and Crew 1$4.J)O 

ssr--- Barbarian on Foot 
SSMSB Barbarian Mounted 185• 

WIZARDS 
~ Order of The Pale Hand 
SSS4 Wizard of The Dark Ring 
SSSS Druid 
SSS6 . Priest of Matri · 
S5S7 Follower of SET 
SS2 . White Magician 
5S61 E~chantress 

MISCELLANEOUS 
SS59 Queen with Tiger 1$1.00 per s01t 
SS62 Attendant 
SS63 Attendant 
5564 Temple Dancer 
SSM60 Mounted King ~85f 

U85f 
Tiger 185f 

5SM68 ~ounted Sultan 
SSM69 . Enchantress Riding 

DEMONS 
SSS 
SS6 
SSll 
SS12 . 
SSl3 

• S5l4 
SSlS 
5Sl6 
SS17 

' SS18 
SS6S. 
5S66 
SS71 
SS72 
SS73 
SS.74 
SS70 

& MONSTERS 
Troll . 
Frost Giant 11$1.00 
Snow Ape 1$1. 00 
Demon · 
Winged. Demon - 1$1.00 
Winged Dragon . 
Hawkman 1$1. 00 
Two Headed Troll Giant 
Eilste·n Giant 
Winged Serpent 1$1.JJ 
Griffon • W$1.00 
Cent a ur 1$1.00 

W$1.00 
1$1.00 

Goblin °.(Orel Chief- w/std. 
w/glaive 
w/mace 

. ·Armored Frost Giant .Sl .. 00 
Tree Demon 1$1.00 

K=n=i.,9:..:Mh..::Et.;:s
1

c....;::o:.:;nc_:F..:o:.:o:..:.t @40f each •items marked with a st-ar ~re out of s.tock at ti• 
Short spear closed pl urned basinet (.check cover date). 

ME2 Sword ·Basinet open 
ME) Battle•axe chdpeau de fer' 
ME4 Two Handed sword cre8led helmet 

: MES Knight with mace dnd chain 

Men At Arms on Foot @4llf each 
ME6 Short SP.ear anp shield 
ME7 Glave no shieid 
MES Battle-axe and shield 
ME9 Footman w/ military fldil 
MElO ·LOngbowman .firing bow . 

· MEll Longbowman t aki ng drrow from belt 
MEi2 Genoese Crossbowman 
ME13 Genoese .Crossbowman re "dying crossbow 
ME14 Foot Soldie·r w/spear & shfeld 
ME15 Fo.ot Soldier w/Pavi sc & Spear 
ME12A Pavis for use with Crossbowman 
ME16 Scot with claymore 
.MEl 7 Scot w/lochaber dXe 
ME18 Footman. w/ hal.berd 
ME19· 
ME20 
ME21 

Scots ' Spearman 
F9ot Knight w/poleaxe 
Scots . Pik~man, advancing c.1320 
*unavailable at this time. 

Knights Mounted @85f each 
MECl Lance crested helmet barded horse 
MEC2 Mounted Knigh.t w/sword . 
MEC3 Battle-axe closed plumed . basinet unbarded 
MEC4 Mace · crested helmet unbarded horse· 
·MEC5 Squire . open basinet 1=arrying forked banner 
M.EC6 Mounted Knight w/sma)-1 banner 
MEC7 Mounted Knight w/ st andard 

MEC9 Man· at Arms, Mtd. w/ spear 
MEClO Mounted Crossbowman 

LITTLE SOLDIER RELEASES 

The Bocik.!!_f -~WLff·r> 
44 pages, i1lus., spe ncan-
tat1on, magical art, etc. 

~li_'!.!_ .t_h_t!__Round Table 
$6. 00 64 pages ;-11Tus., llled­
revai· .fantasy wargame rule book 
.for . use w1th miniatures. 

!_~bearer $4.00 40 ·pages, 
TTTUs.-;-fallfclsY- aaven tu re w.r­
game ru 1 e- book for use w1 th 

· miniatures. 2nd edi.t1on. 

The Book of Demons $5.00 
Illus., a guide to the use of 
Black Magic in fantasy adventure 
gaming . New magic systen, des­
cription of ind1vidual demons, 
more. 

The Book of Monsters '$5, 00 A 
sourcebO()k- (cir Talilisy gamers 
containing 100 mythological llOn­
sters. Inc I udes capab111 ty rat-
· 1 ngs, weapons, special ab111t1es, 
etc. 



(i:iRENADIER * 
. $2.29 

PER .PACK 

WIZZARDS I< WARRIORS 

Haflln1• v/l>i>w• 1 •pHr• • •vur4•(1) 
~untaio Dwar¥4H, SworJH1en and 
V;uha-.r-.n 0) 

V l Kounta1n Dwan11H 

AHINR ' &ov.en ( 6) 
V 4 t:h .. of the FutrHt 

Swurd•-.iin • lc.nn~en (ti) 
W S Lhea of the For·uat 

SpearMO (6) 
ti • CA09 .. of tbe lwae Shield 

Swor41MQ. 1 Aae•• 6 Spe..-.. n (8) 
V cr ... t Wuo4 Tr .... 11 (1) 
W Cood ... of tbe W.•t 

lowMa (6) 
V 9 Good M• of the VHt 

SvordaM.n, 3 typu (6) 
V 10 l.Oood Mn of the W .. t 

SpHrw.n • A.t.-H (•) 
v · l 1 h .. t. Chauctan 

fi1hu111 W......n, •WUtd, 11pear. 
b.w 1 2 aon•n:u • thief (b) 

V 1l Xurthern brbol .. na 
Svurd111kn • A••-n (b) 

V 1 l Soro.:vrora 
b lllff.,riout typ•• u( Ha•h" 

V lit Spac111lhU 
l'hlttf, "-••oln, larJ, t.:l-.!rlc 
K.an,d (b) 

W IS Or.:11 of th• t:ya 
Sv.irJ11..:n • Ax•at:n (b) 

V lti Ute¥ uf th11 t:yv 
1..-en i Sp~o1r9itn (b) 

., 17 UCCll o[ th• ll"nd 
SwordHwn a htth:.axw.men (OJ 

V UI Orea uf the Hand 
Pulc.uu • &vv11<.•n (6) 

W 1111 Gotillni. ur th• Kount 
sw .. rda8'1n (6J 

w •w coti 1111• uf th• Ku1.111t 

w 21 
w 22 

w l) 

w ,. 

W JS . ,. 
w 21 
• 11 

w 29 

w lO 

W ll 

w li 

• ll 

w )4 

W lS 

w l6 

w 17 
w )8 
w ,. 
w •• 
w :.t 
w-42 
w 4l 

"44 
• 4S 

" It~ 

• 41 ... 
w '9 

AJut-.in • SpHnlttn (0) 
G.>blln Wulf ltlJue ()) 
li;ub.>14-
SvurJe•n 6 Sp••,..•'! (6) 
Tri:ilh 
WouJ trulb .. Cn• t ·l'Olla (6) 
Kurdur Coma.nd peck 
'""' '• ltn, Oro:, .-;,,. ,.L lih, 
Ste1.dard IMjarers, Uar.I.. llidwr 6 

Dun.eon D•• 
(.:haotic \larrlon or th• t:aet 
Svurda•n (6) · · 

le:r•el'keu '"" 
Axw•n 6 Swur-da .. n (6) 
Huunud Dark aiden ()) 
Nvneur• 11 Plu D..on (l) 6 
WraUh• (l) 

~r.•t•·• '2 
!:ltM•, 9Ul4s 1 jd11H, etc. (4) 
Nonu•r• 1111 
Wert.-wolvH ()) 6 W•nut• ()) 

Non.tu• I~ · 
Choula (1) 6 H~t .. ()) 
Hu.n•ten IS · 
£1eawntale: Ah, Earth, Wahr , Flre (~) 

Kunneu 16 
UarH ()) 6 Chot (J) 
Monat•n 17 
Hinatar.r (2) 6 Meduaa (2) 
Moneten1 , IS 
ZoMtt .. (Z} S ... letons (2) Cu101IH (2) 
Kunatei• 19 
Purple vorm (2) Chnt SnOu (Z) 
Larj~ Kun•ter fl - H)'dra $4.00 
Lua• Mopatu 12 - Red Duaon $4.00 
LUK• ttonuu ll - llu.• Pr.Kon $),00 
L1t r11e Kuna.ter 14 - WyverJn $1,00 
Lu1• Mon~ter IS - Mllnc:tcora $) . IJO 
lar11• Honater 16 ... Wu ~_,th $4 . H 
Cat.t1pult w/orc 6 •an crew $4 •. QO 
Part thrower v/orc l ••n er- $) ;00 
Vaeplru (6) 
Th1ev•• (6) 
t.lven, dn'Wf 1 hafllna, un 6 women 
H-.1Jens (b) 
s~rvlna wench, h.r•• 1lrl, •irl 'W/Leupud 
Huu• - Superh•ros (6) 
4 different Hcurw• 
Tovuspeopl• (6) 
Shopkeeper, Constable, Gentl•un, 
W11nderer- •' Woriu.an 

WIZZARDS &: WARRIORS FANTASY SETS 
sn 1 Taa:ASUl£ 

L.t1r1u tr•a•uru cheat, a .. 11 Je'Wel cheat . pot uf Ill*'• • !. · a.,.1111111 ·., f .: ulnt1, 
.ound of cuina and 1•• and a p11a of aaaae.d a~•, Jew.dry, ,·.,Jn• dnd 
tr-eaau.re, 2 ••ck• of coin1 •• ,, •• $2,00 

SET 2 KAClCAL lfl!KS 
4 potion butllea 1 4 scroll•, 2 Hu.Us, wend, ataH, b•rr~I, , ry•l•l ball, 
scarab, bruin, boota, 2 eff.r•t bottlH and 2 bi.:.it1k• ,JI •Pri h • •• , • . $2,00 

SET ) WLVOMS 
11.oYOd abteld 0 aoblin ahteld, elf shield, aan ahhld, oh' •hleJJ, :!. h•I•, 
chaln .. u. 2 i worda, 2 Cl'OHltowa, h_.r, ax•, baul,. .&Jut, •1out .. t .nd 
Mca • •• ••• $2.00 

HT 4 DUNCr.GM ITIKS 
Talklne door, IWl• n.rooa, crypt, diead varrlora, uon• o:hah and tMse 1 

iclol, 2 atone u.ru, ... u altar, ·nap door, 2 vall torchem •• •• •• $4 .00 

llT S TOITUU CIWllll 
tlooded euc1it1ooer 1 tort\lAt w/hot .lron, tbe lack, 'fttie hoe\ Mald•n, teU• 
wttb Tor-tu.H devicH 1 lraater with bot hone, Th• stock•·· aod tha '1ctla 
...... 14.00 

SET 6 Tiii SOltCW>lS ... 
Table 'W/op•n book, acr-oll, caNfla oa sku.(l, 11Hr4 and •ul•t, ah•ivH vtth 
booU, bottle•, ak.ull and anaka, cOGjurina aorceror ee.r ... rl un •lt>Ul 0 atooe 
um, barral, Ju.a, affnt bottle, s-.:11. et"4 chaat u4 bu lJlna nouldrun ••• $4.00 

SIT 1 1111 TIMPLI 
L.Aa.Ct:: Altar vlth sacl'lfictal vlcti• and atunw .C<1t1w. lll~h l' rh111l holdln1 
1i1p h•al't IUMI knife. 2 Pr1 .. ta , 2 atatuaa, 2 uaph brult•ri;.,, .. $4.'i• 

SET • THI rausu1u: Vo\ULT 
Stack uf Iara• ch11ti1 l piles of aold ban, 2 pu111 .; I •··-, I. urn• u l .:u ln• 
al\d &'=•• open cheat of coins, •tack of ba.a• ut 1·, 1\rn1 , 1t1 I.· .. f Y.1rl,,ua 
treaau.ra H••, couatt.111 ta~le w/treaaun, u 40 1 'W /tH rib~ ••.• . ~.:..•HI 

St:T II THE i,;UAID ltOOM 
Two bunk .bed1 "Wltfi hanaitna "Weapon.a, 1t al'k u f wc.1v•.111"• 1 .. 1, t, · · w.' 11u.111:1 1 ' ""J• 
l•ntttl'n, knife , ,.,\d bottl•, two atoule, ch~11t, b.irr •· I .. 11<l • · •u LJt<•u.' ••• $4,00 

St:l' 10 T1tt: SOkCt:RUltS CHAillOT 
So r-c.iror with. f<t•i11ar ridtna in t•ltd111t fliloll llilolf )' <'11.1 11 .. 1 .11 ,._,. liy '"'" Unl­
c.: urn1t , . .••• $4.00 

;..-t 1 l TllKOHt: ltOUH 
'Thrum.! wlth 11~at~J llv"'rlurd (aeparattt ht! a Ja vi 'tl.1lJ, L •· ~ " '' • • 
Ov•rlurd) lira:tl P. rll ~ 2 te-.ple Lion tttatuea, ~omh , 1.· ., . 1 1 .• 1· ••, I 1.i i .... 11.1'>. , 

l)uie•n w/l.M1p it rd • • • •.•• • •• •• •• , , ,,,;,.,,,, , , ••. •.. .. . ..s 1 •• 1tt1 

!)t! t ti THI:: ilttUN1u:N UK.\WH I HN 
ts11c 1 lnnkt!wp•r, SurvJnK wan~h, Wine radit, l.11rg~ Wluo· 1,, ,,, , I ,.' 1 .. 1.1 •. ,,, 

4i . 11tuol11, b•11c.:h, l barr•l•, , . ,, , •••••••••• • • • • · • • • • • · · · • · · • • · · • · · · :;..; · •J!I 

Wjaa•rlA• and W•rriuo bru11d ranae and hifhl)' iualnatlv• "''"''•"• h.1 .. r.t 11 1Jl y 111Uo1c ll 
tl1t! aiat pvpular lln• ln Alwrlca , The line c ont11lu11 111vcrytl1l111t '1 " " ,.,.,.J '" :.tu<"I• 11 

dun••un, oraaniaw l•1luu11 uf 'Wlltl'iora or create 10.ur ovn Lmt.u1y w .. r! J. 
U11llk111 ~r c'*flwtitun we do nut fu.r-c.• )'Ou to bu)' a.1re flgur<'• v i ·•uo: l Y\'C th.to you \: &11 
..-•• We psd.ag• buth uur cr-ll!atui•• .and "Warrton in careful •1.1ltt•p .• 1·i...,J pr11purllon11 

HDllATION IAttll UllT 

SS-I l o: ho:90th Clan lattlHhlp (1) $) , SQ 
SS- 2 H.,rrl ..:•n• Clau H11avy Crullec (1) 

Ll11htntn1 Cl ... Ltaht Criilsu (1) 
$).SO 

ss-J M.lo:e cl-• Scout/flPCd (4) 
Stllleto Cl~u Clathter (4) $J.i0 

Ml&ILLAIY Ulf l\flT 

SS-4 AuNu ' ClllH Att.-t:k Cru1aer (2) $),5'0 

SS-S Sat\ll'ft Cl.ue fri&•ta ()) $],SO 

ss-o Trltl.nt Cl••• fl1bl•U (8) $),)Q 

ALllN INVAMON fLllY 

SS ... 1 Du11•rn ChH lattlublp (1) $).)IJ 

SS- I C.>br• t.:l,,.aa He;tV)' Cru1Hr (l) 
. Vlp•r Ch .. Llaht Cru l Hr (I) $}.~ 

SS- 9 All•"k C<1rrl11r (1) 
wl lh ti •at. c1. rt11ht•n n.so 

ss-10 l.tt, c:1 .. u rtahtn• (4) 
S,·orplon Cl.\u S<:01.l,/fl11htvr (4) 

$1.50 

UCH WOILD 
fUIJ IUPH>l:T CIAff 

SS-11 Ml1ll' l.1v .. r (:!) kt'11.1lr tt•11d1:r {2) $1.SU 
ss-l :t. fl··l'l 1t. ·1ud«r <n $LSU 
SS-I J 1..ui.llnt: i'r.,1 1 w/AsK.ou ll l'. ••' k (4)$1 . SU 

SS-14 t;,,-.111J /t;,111tr11l Ctmt ... r (J) s ·J,50 
SS- I~ l'J .. uur~ .. (I) SJ.SO 
SS·lb Alrl odo.., 1.,11111c,· l•H· C:o rrlJul'» . Sl .~ 

St>- I J lni;1 ,, I .it 1"11" i A~1,; 1~ •••lr 11•" $ J, 'lO 

SS-18 1,,,,,. , St .111J11 
b l.trK•' ba"'''" °(bn:11kd1Nn tu 12 •Mll 

Khll' 1<l .mJ11) $),';Q 

SS-1~ S1•ll-11ruJ1o> ll t: J Oulp11sl . $1,'>0 

GRENADIER GLADIATORS 

fur )'t.t\lf cuov11111hmcll! •nd .injoy•ot. Our specl•l ••t• hav"' P'""''" '' 'lot· 111•pul .. r with 
d""*11unwera and dtur....,. butldoen alike. If )'OU n••d a U•9111l " ••.•. , .... wi.<1..1rJtt quarlt!l'll 

~:.::~~:;n~;::;.~· .. ~:":n! ~~nt "~~n=d .:t~~e!~·~o!u .::;;~.:.~~; ll:p ~: .. 1,~'. \.:~;~:~ un~•. ST A RSOLDI EKS 

Three different 
types· in a pack 
of slx figures. 

WlZZAJU>::t AHO WAKiUOk.S HAS WOii THI:: HST 11CUKt: LINl ut' rttr. H:Ak AWAIW s 2.29 
· FM.OH THE ·STu.n:casT cun1 OJ' .uu:1w.:A. 

POWEUP AJJlll TIOOPS ANDlOMEDA AL I ENS 

W '.>U Ske ftvn c(-and t'..,t:k 

l.cad•r11 6 lllq b•otr•r• (6) 
W ')I Skt.> letun W:arrl uo 

Swv rdakn (fl) 

Wch• 1 •u11 • Owl bw il r ( )) 
W SJ Chut llo:k• • Cent lptidll# 

('J ••o:h) 

W ..,, L:l~ml hu (l pho:n) 
W S> ca.mt C111va SptJwr (I phctt) $4.00 
w >6 <a .uu l"urpl4" lkic• 

11 ... d, alduc.tl on anJ tdl ~4.00 
W S1 f'urph Wur• 2 

lap1tn1lun kit cunt.1o1lna ) ald&ectioaa 
$4 .00 

W S8 Ca.rrlun Cr11epera (1 plecH) 
~ Sii ltlllt, CIA!•, Oou1 lton11ters. (4 piecea) , 

W. Spsclal fl Craat Dr<1aion $24.95 
W. Special '2 Crean Grlffun $24 . 9S 

AU PACI.I S2 29 o• Al MAii.iD 

COHJINU INDtCAllD IY NUMlll Of llACl.lfl 

S- l Tl'oopera• 
s- l Tr-oopen vlth lomb &.ck.a 
S- l 4 l•con troopers, 1 Cum.ancier 

UIFANTRY, tllNHOSTlU P'VllONKENT 

s- 4 Troopera witb Luu rUlaa• 
s- 5 Gnn•dien and 11.ocketean 

lNSUl.CENT lNFAHTIY 

s- i lnaiiraent with needle r1fl• 
S• 1 lnsuraeat with Cone1una and 

locketaun 
S- I C~nd Pack. lnfantl')' .and 

lMuraeot 
( a • Pk.g, cont•lM 1 dJ.ttar_,,t podtJOnll) 

AllNCllSZZll, 

WESTERN GUNF- I tiHTE R 25mn 

C LAWMl N & COWBOYS PACK 
Shffi rt 
Deµu ty Sheri ff 
2 Cowboy~ with rlfel 
2 Cowboys with pistol 

BANOI TS & BADMEN PACK 
2 Mexican Bandi tos 
3 Holdup men 

S- 9 Pbotun klfle-a 
5 ... 10 llu.OaJ1el' and aock.etaan 
S-11 Stauh Ftel.d ... n and Of.fleer· 

CA1A.IY AJ.. I ENS 

5 ... 12 h)'rlf lw:aan 
S-ll Roc.:lr. ... ti!er 11nd Gnnadlel'I 
S-14 St.t1t•h FleldMn and Officer 

tiUVY WUPOHS 

S-15 L ... •r Cannon w/crewan for H~s 
and Allena 

S-16 St11tshl Gt!n•raton and Mortars (4) 
S-11 IC.uc .. •l l"oda (2) and HinH (5) 
S-18 Anttarav ::tlto!d w/Duachal>h llock•t Pod 
s.:111 Rubo>u (4) 2 t)'pH 

TOWN CHARACTERS PACK 
Undertaker w/ tombs tone 

. Mountain lllcln 
Barber 
Dude 
Doctor 
Town drunk 

!\IEDlt:VAL ClllVAl.H\' ~ 
Hi:. K .. n-111-Ar• , l:rvi.iob..i'f f lrl1114 lBil 
H 2'.I Hm1-.it-A ra.~ , Cr,1i..t1li.1W l ..,,,JluK 

1 Guns 1 inyer 
All poses different 

C CAVALRYMEN PACK 
Officer 
2 Troopers firing 
2 Troopers charging 
Trooper loading 'arb1ne 

ll.>66 

l~ Vlkln11 Swo.1rdtiaan 
l ¥1kl:11 Aa.-n 
) 't'l .. ln11 w/•ptiar 
4 Vlkjni& Ar ch&>n 

" > Vlkln5 krurkcn 
H 6 AnaJoS..xun Kuu••c•rl w/ au 
M 7 , An1 loS•lLl.lft Huuiu1carl w/•wrd 
" I An•l.:iSuo>n Archera 
M II An5 l uS <1wn t')' rd Sp~ar•o 
M 10 A1111l uSuuQ f'yrd Clu.k•n 
M 11 Nur.111 Swunt•-n 

" 12 
" ll 
" 14 
M IS 

" .. 
" " • 18 

Nuraan Sp"'t1.~n 
NuraJn H••:•aan 
Nur•111 "r..:h ... r• 
HuraJn Cro.ii1buw1Wn 
K.Junt•d, S.>nllitn w/ l.ance 
Mu1.mt~J, s.,,ra.111 w/ S'Wurd 
Huunt•d, Hur.an 'W/N•C• 

1401) - ISSO 

H ij Man-ilt-"r•, Sword* 
N ~I) H.•11-.at-"r-, A.1e"' 
II 21 "~- .tt-Ar• 1 la.tll• Axe 
" !! H.An-•t-Ar .. , P<JI~ ..... 
K 2l 111111 ... •t-A.rlliii, lU I Ill l JlalbllrJ11 

: ;} :::: ::;~~~=: !;::::~'.·~~u~ \11 r l11r! 

H :?ts 1•,., ,,.,,111 11 v i ..,,, :>p..-ar" Ill 1, J. ·""''S 

H .!'I t.:nl!ihl io w ,'~ ...... 1nh"" 
H lO K111i(hl• wf.~ ;i. c!I v r A.,ci; 
H JI 
M I ~ 

H ll 
!'4 1:. 

" " H ... 

H JI 

•• 
)9 

H 40 

" 41 
H 4 ! 

H '1 
H :.,:., 

~: 11t1<l•l• w/ 11.,n.lnt. St.ir t. W . 1rh.1~ · n; 
H" u1\1cil, H.111- .1l·.\r ..... w/ KI 11 1> 
H ... ullllJ, /'1 .111-at - At'ftlt< w /,\x, ~ 

Hnuhl t·J, M.111-,;t-1\r-.,,; w/t: ro ... llL"w 
Huuu t o:.1, ~rll1tl 1ti.. Ch,1r l(lllJ(. l. ;11w 1• 

!1.•u<1 l •·J, i.'.11it:htt1 w/StJurJ 
HtJuhlo!tl, t:11l.:h t11 w/lo.• · 
Huuuc,·J, t:11 lgl1t• '"/Hat·•· 
H .. 1111h·J, ~1dr.hli1 w/t.,;n..:•• 
Muiml c.J, ~111,.;htli w / Hu rul11~ ~ l . 1r 

•·~ .'>111 ., IJ11 {tt> ~2.'llll 
H• ·J1u111 t; ,.., w/t" 1o·w $ .' .':llK 
llo•.t\IY ~ l•' tl"' 1: u11 w/ r r•"" ~ I , 'I d 
!lo,,,;\(.: W,oJ'W/~un $4,'J H 

A/,L r , ,.,1·111.'V l'A, ',o.,-. .,. $2.29 (.., t1 .1u rl'J 
ALI . .... •l':IJ'/.l1 h\. 'Ji..•: , .. 12.40 ( J t' H/UT<.: I 
tlLt. ,11'1J1 1 •.• ..i.· • . tt1\kJ..t1J. 

C SALOON FIGHT PACK 
Saloonkeeper w/scattergun 
C,;imb ler 
Saloon Girl 
3 Fi yh ling Cowboys 

C 4 TOWNSP~OPLE SET 1 

c 

60 

Bank yuard w/carb1ne 
Cowboy w/sdck 
Towns l Jdy 
Old veteran 
Gold m111er 
Towns111d11 & child 

10WN~Pf0Pll SET 2 
s'tore owner w/ri fle 
Lady shopkeeper 
Depot agent 
Prisoner in irons 
Town Judge 
Townsm•n 

C 8 I ND JANS PACK 
Chief 
2 Indians firing bows 
2 Indians firing rifles 
Indian w/w•r club 

C PERSONALITIES PACK 
Wyatt Earp 
Doc Holliday 
Bat Masterson 
John Slaughter 
Shootist, Wes Harding 
Squirrel Tooth Alice 

10 MOUNTED COWBOYS 
3 different mounted 
Cowboys w/p1stols 
and rifles 



fmltzl~ 6mne:i linllmired, :Jnc. . * 
. ·Available from Judges Guild. 

CHIVALRY & SORCERY: Rules for fantasy role-playing 
and mini ature battles . $10 .00 

CHIVALRY & SORCE'RY SOURCEBOOK : A suppl iment to C&S with 
new rules for forestry, hunting , 
maritime trade , agriculture, mi nl ng 
and prospecting, s ieges, rally i ng 
annles, creation of C&S monsters , 
organizing a campaign , and sections 

. on how to use the magic system . S 8 .00 
CASTLE PLANS: 2511111 scale castle floor plans for use In siege 

games. Four large (22~35) sheets for 3 large 
castles , a shell keep and two watch towers, 
plus components. · S 4 . 50 

IOIES AND HOVELS : A three dlmensfonal town on index weight 
stock . -This includes cut-outs for an Inn 
or manor house, a meeting hall or church 
wall sections with a tower, and ,._rous 
houses and hove 1 s . $ 4. 50 

ARCHWORLD : A complete fantasy campaign with battle rules, 
naval rules, sieges, magic, fantast ic troop types, 
and a complete anny organization and flag ill-
ustntlons . $ ~ . 00 

CITADEL: The wizard Is long since dead but his tower 
. remains well guarded . A quest to recover 
"the talisman" . Includes rules, cut-apart 
coJnters for hidden dangers, and six Inserts 
for twelve floor plans within the tower. $ 4.00 

DOWN STYPHON: Complete m.inlature rules with troop compositions 
and a unlfonn guide . Run a campaign based 
on Lord Kalvan ·of Otherwhen. Fantasy action 
on an alternate earth . · · $ 4.00 

ROYAL ARMIES OF THE HYBORIAN AGE : Wargame rules with. unit 
· organlations , a painting guide, and descriptions 

of the age of Conan. Complete for tactical battles 
and includes magic. $ 6.00 

BUNNIES AND BURROWS : Adventure quest rules tnspi red by 
Watership Down. Fantasy action in a world of 
intelligent rabbits. $ 6.00 

FLASH GORDON AND THE WARRIORS OF HONGO: Schetnatic role play 
to recreate the adventures of Flash Gordon 

. · and his companions from the comic strip. $ 6 .00 
STARSHIPS AND SPACEMEN: Planetary adventures and action 

In deep space . Encounter strange creatures and 
alien races , find alien artifacts , deal with pslonic 
powers. Comes comp 1 ete wt th a 11 character .ref • 
sheets . $ 7 .00 

LORDS AND WIZARDS: The A10st complete fantasy board game 
ever produced . Includes 800 die-cut counters 
a. 22" x 28" mapboard, and a 72 page rulebook . $12 .00 

BROADSWORD : Miniature rules for the early medieval period 
· Complete with 11 historical scenarios. Highly 

recoomended . $ 4. 50 
GLADIATORS : New systems for siru)ating man to man combat 

in the Roman· Arena. $ 4 .00 
BIREME & GALLEY: Naval warfare, Egypt to Lepanto 

Useable with C&S - New: $12.95 

RAP I ER & DAGGER : Swordp 1 ay on a Man-to-Man Sea 1 e 
Rules for Miniatures or Paper & Pencil $ 4. 00 

SOURCEBOOK: A Supplement for Chivalry & Sorcery New: $ 8 .00 

GLADIATORS : New systems for simulating man-to-man combat · in 
· the Roman arena. Rules make minimum use of dice 

and rely on player ' s skill to detennlne victory. 
$ 5.00 

SWORDS & SORCERERS: Expansion of Chivalry & Sorcery , .Detailed 
Information on Vikings , Steppes Nomads, Gaels and 
Pie ts. . $ 8. 00 

THE DRAGONLORDS : New Fantasy Boaragame, 600 p 1 us counters, 
22 by 28 Mapboard, 22 page Rulebook, 8 Charts. $12 .00 

CONQUEST OF NORTH AMERICA : Historical Boardgame on the Strategic 
Pol"ltical and Military aspects of the European 
exploitation of North. Amer1.ca. $ 7.00 

AVALON HILL GAMES 1t 
Available from Judges Guild . 

· Flat Box Games 

Submarine . 
Wooden Ship 
Gettysburg 
Tactics I I 
Afr! ka Ko rps 
War at Sea 
D-Oay 
Waterloo 
Caesar A 1 es I.a 

$12 .00 
$10 .00 
$10 .00 
$6.00 

$10 .00 
$6 .00 

$10 .00 
$10 .00 
$12.00 

General TM magazine by Avalon 
imTlT. 50 Dedicated to the 
presentation of authorJthe 
articles on the strategy, tac­
tics-. and variltlon of AH games. 

Squad L~ader .. . .. . . .. . . . . . . . . . . . . S 12.00 
Diplomacy.. . . . . . . . .... . .. .. . . . . . .... 12.00 
King Maker ...... . ... . . . •. . , . . . ... 10.00 
Panzer Leader. . . . . . . . . . . . . . . . . . . . . .. 12 .00 
Tobruk . . ... .. . . .... .. . .. . . ... . ... . . . . . . . . 12.00 
Stauhip Troopers . . . . . . . . . • . . . . . . . . 10.00 
Third Reich .. .. . . . . . . . .. . . . . . . . .. .. 12.00 
Alexander the Great. . . . . . . , . . . . . ... . .. . . . .. . 9 .00 
Outdoor Survival . . . ... ... .. . . . . .. . .. . . . .. . 12.00 
Luftwaffe . . . . . . . . . . .. . . . . . . . . ... . . ... . ... 10.00 
1776 . .. .. .. . . . .. . . . . . . ... .. . . 10.00 
Rich1hof1en's War . . ". . . . . . . . 10.00 
Assau 1t on Crete ) t t. uu 
Napoleon $12.00 
Outdoor Surv Iva 1 S 12. 00 
Tufabet · ) 12.00 
Shakespeare S 12. 00 
Word Power S l Z. 00 
Luftwaffe SI0. 00 
Speed Circuit · S I0.00 
Facts In Five $10 .00 
The Collector $1 0. 00 
Twixt $1 0,00 
Feudal $1 0 .00 
Aqu l re SI0.00 
Th i rd Reich $12 .00 
Panzer Leader $12. 00 
Baseball" Strategy Sl 0.00 
Stockmarket Sl0.00 
Win, Place & Show Sl0. 00 
1776. s1 0.oo 
Richthofen's War Sl 0.00 

..................... ~ ..... i.-. .. 11111111 ..... ~ ...... iami--.1::1m1111::11ilml ... Qllill ......... 

SP/ GAMES-tt Ava11able from Judges Guild . 

up Scop~! .. an historical simulation Fulda GaE_, the•first battle of the 
game of tactical submarine warfare nextwar . Battalion level game 
In the 20th Century . 9.00 featuring electron ic warfare, pit- . 

tlng.tll\TO's active defense aga inst 
the Sov iet Multi - eche lon attack. Air War ' '78, toctlcal air combat in 

the late 70's . The newest production 
and prototype aircraft are provided 
to create up· to the ml nu te scenarios 
of air combat . 12 .00 

WAR OF THE RING & MIDDLE EARTH 

The following games, by the publishers of 
Strategy & Tactics Magazine, have been 
long In the maklngi.~and are now ava i lable : 
Each makes use of S&T ' s colorful !lllPS and 
die cut counters and Is enclosed in a 
large plast ic box (with compartmented 
counte r storage). 

Middle Earth, the Wars of Middle Earth 
S.R. 1419, l s the complete game with the 
double-map campaign game (WotR below) and 
two smaller battle games (Assault on Gon-
dor ·& Battle for the Ring) $20.00 

War of the Ring, a campaign game wi th 
double map of Middle Earth covering !he 
quest of the R.lngbearer' s"party and the -
war Itself . The major part of the Midd l e 
Earth game , above, available separately 

. 15 .00 

~. house-to-house fighting In 
lllrT!-;-unlque 11an-to-man combat s i t-
uation. 8.00 

- 9.00 

Wa r In the East, 2nd edition, using 
newly designed 3 color maps and cam­
patible with the War i n Europe sys- . 
tem, the rules have been cleaned up . 
but the famil I a r game is essentially 
unchanged . · 20 .00 

War i n .the West , Germany vs . Europe, 
1939-45, Map f rom Europe from Casa­
blanca to Murmansk , in 9 interjoi.ning 
22" x 34" sec t ions! Scenarios include, 
Poland 193,, France 1940& 44 , North 
Africa 1941-43 , Italy 1943-45, and 
campaign game . 30 .00 

War Between the States, 1861-1865, 
a br i gade and di vis idn leve1 game 
with 66" x 34" map of the Confederacy 
and border regions, and weekly turns·. 

20.00 

Tank!, armored combat from the i930's 
totlle 7 J ' s . 1 nd iv i dua 1 tanks due 1 
in typ·ica I mechanized act ions from 
the beginning ·of the Blitzkrjeg to 
the present. .8.00 

~ OTHERS AS AVAILABLE : 
PLEASE SPEC I FY : 

Outreach, galdct ic expansion In the 
30th ce ritur.Y . 9 .oo 

CHAOSIUM Available from Judges Guild . 
Battlefleet,_ ~.r~ .• uprising of the 
~Coloni es, 2096 AD , tactical 
and strateg.ic level combat in the 
solar system: inc ludes political 

' WHITE BEAR & RED MOON : Fantasy board game, the first 
game In the Dragon Pass Ser ies . S!0 .00 

NOMAD GODS: Fantasy board game, a game of tribal warfare, the 
second game In the Dragon Pass Series . S!0 .00 

ELRIC : Fantasy board game based on the character by 
Michael Moorcock. $12.50 

TROY : Board game based on the battles described by Homer 
in the llllad . · $10.00 

All THE WORLDS l'lJNSTERS : A compendi um of monsters for use 
I n fantasy role-playing campaigns : 

$8.00 
All THE WORLDS l'lJNSTERS VOL. 2: More monsters for use i n 

fantasy role-playing 
campaigns. $8 .00 

PERILOUS ENCOUNTERS : Introductory rulebook to table top 
mlnature figures warfare . $5.00 

AUTHENTIC THAUMATURGY: Guidebook for using traditional 
magic In fantasy role-playing 

games . S7 . 00 

RUNEQUEST ' : Fantasy role-playi ng game rules bookle t 
based on the Dragon Pass mythos . 

$8.00 

KING ARTHURS KHIGHTS : A quest board ~dmc of legendary 
Britain dur i ng King Arthur's ti ine . 

SI0 .00 
LORDS OF THE MIDDLE SE~: Future fantasy board game 

simulating the wars on a half · 
sunken North America. 

61 

and economic aspects .• 12 .00 

Panzer An11ee Afri ka 
Frigate 

$10.00 Global Wa r 
I nva.s ion : America 
Barba rossa 
Drive on Sta 1 i ng rad 
Outreach 
Sorcerer 
11 CA 11 

Air W~ r '78 
~a ti.le Fleet 'M.l r s 

$9.00 
$9 .00 

$12 . 00 
$12 .00 

$9. 00 
512:00 
sg.oo 
$9 .00 
$9.00 

$12.00 
$12.00' 



FANTASY MINIATURES AVAILABLE FROM 
jJubgrs ®t~ilb New· Herl toge Colors for r'lodels 

Z'M ~ 'fit9df*ietu 
Fantastiques 'it 

ORCS OF THE WHITE HANO 

1090 Ogre w/club 2.95 
1091 Smog (Dragon) New! 24. 95 
1092 Eagle of Misty Mtns. 2.95 

1070 Swan Knights (01td) w/ldnces 
2. 95 

1071 Amrot Men-a t-drnis ( 6) 2. 95 

1/2 fluid ounce of lead free, acry11c'A­
speclal fonnula for llll!tals; foams, 
plastic modeling-and craft material . 

1093 Lycan th rope (man & bear) 2. 95 
1098 Slack Riders (2 mtd) 2.95 
ORCS OF THE RED EYE 

Water solu'able. 49¢ each 

1004 Ore Comd . Leaders & Standard 
(4) 2.95 

1005 Ores w/short swords & spears 1000 Lesser Ores w/scimi tars & 
(4') 2.95 spears · (6) 2.95 

1001 Lesser Ores w/bows & axes (6) 1006 Ores w/bows & poleaxes (4) 
. 2. 95 

ORCS OF THE NORTH 
1010 Warg Riders (3 mtd) 
1011 Wild Wargs (4) 
ORCS OF THE MISTY MOUNTAINS 
1012 Gabl Ins w/bows & clubs 

2.95 

2.95 
2.95 

1002 Lesser Ores w/hanmers & b111 s 
(6) 2 . 95 

, 1003 Lesser Ore Comd. Leader & . 
Standard (4) 2.95 

(6) 1007 Great Ores w/maces & whips (4) 
2. 95 . 2.95 

1013 Gobl Ins w/bll ls & scimitars (6) 1008 Great Ores w/short swords & 
2.95 bills (4) 2. 95 . 

1014 Goblins w/ues & spears (6) 1009 Gr.eat Ores Comd . Ldr . & Stand-
. 2. 95 a rd ( 4 ) · 2. 95 

1020 Goblins Comd. Leader & Stand- ALLIES OF THE GOODLY MEN 
i ard (4) 2.95 1075 Hen of Dale w/bws (6) 2. 95 

TROLLS OF EVIL DISPOSITION 1076 Men of the Ldke w/javellns (6) 
1015 H111 Trolls (3) 2 . 95 2.95 

' 1016 Woo.d Trolls ·(3) 2. 95 1077 Men o.f the Bear w/spears (6) 

1
1011 Cave Trolls (4) 2.95 2.95 

11018 River Trolls (3) 2. 95 1079 Shadow Host w/spears & swords 
I 1019 Mountain Trolls (3) 2. 95 (6) 2.95 

WILD HILL MEN 1082 Shadow Host (2 mtd) w/lances 
1023 Oumb 1 i ngs Comd. Leader & Stand- 2. 95 

ard (4) 2.95 1083 Shadow Host (2 mtd) w/bows 
1024 Dumblings w/clubs & axes (6) . . 2.95 

2.95 . 1084 Woodsmen of Mlrk w/s .taves & 
1025 Oumbllngs w/spears & swords (6) bows (6) 2. 95 

~.95 THE ROH!RUH 
· SOUTHERNERS 1080 Hen of the White Horse w/lances 

1026 Hareds. w/spears & bows (6) (2 mtd) 2.95 
2.95 1081 Men of the White Horse w/bows 

•1030 Hareds w/swords & javelins (6) (2 mtd) 2. 95 
2. 95 1085 Hen of the Mark w/javelins & 

•103J Hareds (2 mtd) w/bows 2.95 s.words (6) 2.95 

1032 Hareds (2 mtd) w/scimltars 2.95 1094 Hen of the Mark w/spears & 
1096 Hareds (2 mtd) w/lances 2.95 bows (6) 2.95 
1028 Corsairs w/scimitars & boarding · 1095 Men -of the Hark Conmand (4) 

pike (6) 2.95 2.95 
1099 Corsairs Leader & Archer (6) 1046 Wood Elves archers notching & 

2. 95 swords ( 6) 2, 95 

1027 Various of Khan w/scimitars · & 1.049 Wood Elves (2 mtd) · 2. 95 

1073 Rangers of the Norlh (2 mtd) 
2. 95 

'1074 Grds. & Rangers Conmand (4) 
2. 95 

DWARVES OF STRONG VISAGE 

1040 Owa rves : w/ axes & spears ( 6) 
2. 95 

1041 Dwarves w/ sword.s & bows ( 6) 
2 .95 

1042 Dwarves w/mattocks & 2 hd . 
axes (6) 2.95 

1043 Dwarves morcht11y w/mottocks 
(6) 2. % 

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

ELVES OF FAIR COUNl£NANCE 
1045 Wood Elves drchers firing & 

spears (6) .2. 95 
1Heritage Models. * 

ROLE-PLAYING FIGURES 
1301 Good Wizards 
1302 Evil Wizards and ~in~ Wraiths 
1303 Super Heroes 
1304 Anti-Heroes 
1305 Fire Giants 

· 1306 Frost Giants 
1307 Ghouls 
1308 Gargoyles 
1309 Bal rags 
13ll Hobbf ts 
1312 Ents (FF-12) 
1313 Wood Trolls 
1314 Mountain Trolls 
1315 River Trolls 
1316 Cave Trolls 
1317 Dwarves w/swords and sh ield 
1·318 Dwarves w/axe and shield 
1319 Dwarves firing bow 
1320 Dwarves attacking w/ spear 
1321 Ore Light Infantry w/bow 
1322 Ore Light !nfantr·y w/spear and 

2. 95 
2. 95 
2. 95 
2. 95 
2. 95 
2. 95 
2. 95 
2.95 
2. 95 
2. 95 
2.95 
2.95 
2. 95 
2 .-95 
2. 95 
2. 95 
2.95 
2.9S 
2. 95· 
2. 95 

shield 2.95 
1323 Ore w/glaive 2.95 · 

bills (6) 2.95 SHIREFOLK--THE LITTLE PEOPLE 
1097 Various of Khan Comiand (4) 1050. Tookers. w/ bows & spears 

1324 Ore w/spear 2.95 
(8) 1325 Japanese Ogre 2. 95 

2.95 
1029 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. 95 
1054 The Characters 3. 95 
1055 The Foes 3. 95 
1056 The Friends 3.95 
1057 The FeHowship 3. 95 
IO~U lloe llubti J. 9~ 
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 Trol 1 (Giant) w/cudgel . 

2.95 

2.95 1326 Ogre w/shield and club 2.95 
1051 Townspeople .(8) 2.95 1327 Centaur w/shield dnd spedr 2.95 
1052 Warriors w/weapons & sta ndard 1328 Centaur firing bow 2. 95 

(8) 2.95 1329 Gnome w/axe 2.95 
1053 Mo~nted Warriors (4) 2.95 1330 Gnome w/spear 2.95 
MEN OF GOODLY NATURE 1331 Legion of the Dead archer 2. 95 
1060 Citadel Grds. w/spears & swords 1332 Legion of the Dead attack i ng w/spear 2.95 

• ( 6) 2. 95 1333 Legion of the Dead w/ sword · 2. 95 
1061 Archers of Leb (6) 2.95 1334 Legion of the Dedd w/spear 2.95 
1062 Slingers of Anfal (6) 2.95 1335 Mounted Legion of the Dead w/Lance 2. 95 
1061 Ruw1111·.n of Marth (6) • 2.95 1340 Unicorn 2. 95 
1064 Hillmen of Lame (6) 2.9~ 1341 Pegasus 2. 95 
1065 Axemen of Lossar (6) 2.9

5 
1347 Ore Archer 2. 95 

1066 Swordsmen of Pinngel (6) 2
2

· 9
95 

1348 Ore w/two-handed 2 95 
1067 Spearmen of Ri.ngo (6) axe . 
1068 Fishermen of Ether w/ tride~ts g~: ~~~gs w/coffln 2.95 

(6) 2 95 2.95 
1069 Rangers o.f lthil w/ bows & ~pears 1357 Warrior Maiden w/bow dnd sword 2. 95 

(6) 2 .. 95 1360 Maiden lying on Sac rifici al Table 2. 95 

JOHN CARTER, WARLORD OF MARS TM, 251!111 

9501 
9502 
9503 
9504 
9505 
9506 
.9507 
9508 
'9509 

, 9510 
95ll 
9512 
951..3 
9514 
9515 
9516 
9517 
9518 
9519 
9520 
9521 
9522 
9523 
9524 
9525 
9526 
9527 
9528 
9529 
9530 
9531 
9532 
9533 

Unifonn White 
Confederate Grey 
German Field Grey 
Panzer Grey 
Boot Black 
Ro1al Purple 
Ratnan Violet 
Pol fsh Crimson 
British Crl111son . 
Insignia Red . 
British Scarlet 
Facing Orange 
Cavalry Yellow 
Linen Buff 
Colonial Khaki 
Rebel Butternut 
Mil ltary Leather 
Deep Brown 
Chestnut Brown 
Guns tock Brown 
HedfulJl Green 
American Orab · 
Woodsman Gret'n 
Russian Green 
Skyblue · 
Bavarian Blue 
French Blue 
Sterling Silver 
Gurvneta 1 
Brass Button 
Dragon Gold 
Ancient Bronze 
Ruddy Flesh 

BOXED BOARDGAMES 
Extra-thick Counte.rs 
Beautiful Artwork : 
Playability Emphasized 

Strange New Worlds 
Galactic Exploration 

Sopwith 
Air Coot>at in WWI 

Spell maker 
Mysticism and Hagie 

$9.95 

$9.95 

$9.95 

Quest $9.95 
"Tril9hts of the Round Table 

Grand Imperial ism 
Colonies and Empires 

Star Fighter 
Combat in Deep Space 

$9.95 

$9.95 

(Orders including miniatures llllSt 
to ta 1 SIO, mfhlmum; rules/games 
may be inc 1 uded to make t~e 111i n~ 
imum.) 

HERITAG.E HINIATURES--STAR TREK TH, 25nn 

1600 Captain Kirk (75nrn tall) 10.95 1504 John Carter Mounted on Thoat with 1514 Green Martian Thdrk Swordsman 

1601 Mr . Spock (75 1T1TI tall) 10.95 
1604 Captain Kirk, his Yoeman, Scotty, & 

Sulu 2.95 
1605 Mr. Spock, McCoy, Uhuru 2.95 
1612 Federation Crew 2.95 
1613 Ramu 1 an Crew 2. 95 
1614 Klingon 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 Taloslans, Large Cranlumed Human-

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

Humanoids 2.95 
1630 Federation Special Defence ' 

Forces 2. 95 
1632 Romulan Assault Unit 2.95 

Oejah Thoris and Woola 2.95 
1505. Tars, Tarkus, Juddak. of Thark 

2.95 
1506 C.athoris of Helium, Thuvia, Maid 

of Mars , Gahan and Llana at 01 
2 .95 

1507 lssus, Goddess of Death and 
Ma ta i Shan9, Father of Therns 

2 .95 
1508 Thavas, Mastermi nd of Mars, 

Princess Ta ra, Ulysses, Paxton/ 
Balldia 2.95 

1509 Solon of Okar, Oator Thurid, Than 
Kos is, Jeddak/Zodanga, Ax tar 2. 95 

1510 Ph.or Tak and Jan with 2 Mercenary . 
~n~aM 2.% 

15ll Red Martian Swo rdsmen of Mars 
2 .95 

1512 Red Martian with Radium Weapons 
. 2 .95 

1513 Red Martian Co11ma nd Group 2.95 62 

' 2 .95 
1515 Green Marti an Worhoon Warrior 

2. 95 
1516 Green Marti an with Radf um Rffl e 

2.95 
1517 Black Pirates of Barsoom, The 

Fi rs tborn 2. 95 
1518 yellow Martians, Men of Okar 2.95 
1519 White Martians, The Holy Therns 

2.95 
1520 Kaldanes of Barsoom, Individual 

and Upon Ryk·ors 2. 95 
1521 Synthetic Men of Mars 2.95 
1523 The Masena (Catmen) of the 

Thurian Moon 2 .95 
1528 Plant Men of the Valley Dor 2. 95 
1531 White Ape of 8arsoom 2.95 . 
1534 Giant Martian Lizzard 2.95 
1536 Rap i d Fire R'adium ·Gun & Operator, 

Radium Cannon w/Crew of Two 2.95 



lee.~ 
D1mgeot1S .f Dragun! Culle«tun' /:.'dilim1 ... . . , . . ,. $10.00 

Th• original fantasy role-playing Pfll• syst• m. lncludos 
· J booklets, boxed. Polyhedra dice ,..quired. Mo,.. extensive 
than the D&D BasiF Book which is an updated '9w lev•I 
game system. Includes infonnation on all phases of adv•n· 
turinl!"d ung~on , wildem• ... sea, and air. 

D1mg<mud Dragu11s Basic Buuk ... . . . , . . . . , .. , .. SS.00 
A good start into fant asy pmin1 including all of the 

basic in fonnation for lower levels of play ( 1st 3 levels). As 
a not•, th• advancod venion adds to this bali<: syst•m . 

Dun11to1tJ cl Dragons Basic St/ .. .. .. , , . , .. , ... . . S9.9S 
Includes the D&D assortment of Basic Book, a Monster 

& T,..a ... re Assortment, A Dungeon Geomorph; and a poly­
hedra dice set. 

Ad•anced DclD Ployen llandbook . . .... . . . .... " . S9.9S 
Complete update and ,..write of D&D Hard Cover. 

Advanced IJ&D Mwisrer Manual .... . . ........... S9.9S 
Carries all infonnation .YOU need on monsten, alpha· 

bet ically organiu d , hard cover. 

· D1mgrun! . . ... . .. . ....... . . . . ..... . ....... . $9.95 
Complt te boardgame of sorcery and dung•on adven· 

lures. Excellent gam• for both Beajnnen and Experts. 

Warlo,·ks cl Warriors . . .. . ........ . . .. . ....... . Sb.9S 
A sim ple fantasy quest game of escorting a prine<,. 

past mo nst• rs to a castle. Pieces, co lorful map, and box. 

La11kmar . ..... . . . ..... . ...... . . .. ... .. .. . . SI 0.00 
Complete boHdgame of horioc adventures in Nehwon, 

based on ··Fafhrd and the Gray Mouser" .. gas. 

MutJSfrr cl Treasurt Au urtmmf •I . . ...... .. .. . . S 2.49 
Levels J.J, lists 300 monsters, 300 ,,.. .. u,..s, etc. 

Monster & TrttJJUrt Assurtmem •1 ..... : ........ S 2.49 
Levels ~. 300 monsters and .treasu,..s, etc. 

Monsrtrs cl Trtll}..Urts Assortmtnf •l ... . .... . . . . . S 2.49 
Levels 7-9 . 300 monsters and treasures, etc. 

DclD Choracttr Pad . .......... . ....... . ..... .. S 2.98 · 
Complete character infonnation, 11vin1 throw data, 

weapon scon:s, item notes, spells & abilities, equipment 
listing & location, movement, n:cordin1 spa.:es, 25 pp. 

NEW FROM TSR HOBBIES 

Dungeon Modules GI . ........... .. .....•...... $4.49 
Steadina of the llill Giant Chief. 

Dungeon Modules G:Z ......................•.. $4 .49 
The Glacial Rift of the Frost Giant Jarl. 

Dungeon Muduk GJ .. . . . . . . . ..... . ...... . .... $4.98 
Hall of Fire Giant Kina. 

Dungeon Module DI ... .. . : .. ...... ,, .. . , •... . $4.98 
Descent into the Depths of the l:arth. 

Dungeu11 Mudule D:Z . ...................•... .. $4.98 
Shrine of the Kuo-Toa 

Du11g•u11 .llod11/e DJ . .. ..... . , . .. . : •. , . . , .. .. . S S.911 
Vault of the Drow 

Dungeon GeomorJlh I Basic Dungeon . • . . . . . ... . .. S 2.49 
Geomorphic pieces of a dunaeon floor plan d•ligncJ 

tu fi t together many different ways. 

ROARK'S ~GREAT 

' ~ : ' · J-u~ 
~~ .. IN A 

1~~~1 ~011 I , .. -...._ ;:.~J J:) . /'V • 
· ' $ 9 .95 An exciting 

HEW ·game' from ·Hlstorlcal Alternatives 
Where the Zulu ' s fight the British. 63 

OurdoorGeomorplt I ..... 
A walled city. 

Supplemenll to DAD: 

... . s 2.49 

. .. $3.49 

The followin1 supplemonts aro not su ic lly nee<.,.ry to play 
D&D, but do add much depth or pby unce your c•mpaian 
has been established. 

Grey hawk, Supp.I . • . .. . . . . . , .. .. . . ...... , . ... S S.00 

Bladnuxw, Supp. II .. '. ....... : .... . ... . ...... SS.00 

1'.'ldrltcla Wlzanlry; Supp. Ill .. . .. .... : . .. ....... S 5.0Q 

,Gods, Deml-{}Olb, cl llmH!1, Su1•p. ff ... .. . . .. . .. S S.00 

Battle Rulea For Mlniltura: 

Chuinmall • . . . . . .. .. . . . . . . . .. . .. S 5 .00 · 
'Ille oriaiJtal medi4oval battle rules w).th nlan-to-man 

..,ction recommended for us• with l>.lU. 

Sword• cl Spe//J, . . . . . . . . . . . . . . . .. . . .. .... S 5.00 
Batth; rules desianed for u.., w11h the l>JW game sy .. 

tom. Ver detailed. 

Leglmuuftlae Peral Thrune . . . . . ... • $5.00 
Battle rules desianed for u..: '""'' H' J' game syllem 

listed below. 

Oiiier Role-Playin1·Tltlea: 

l!'mpirt of tlte Petal Tllrunr ..... . .. $27.SO 
A hu.., same system, world ma1». and .:apital city 

nilip; boxed. The theme i' a compl<te f•ntasy mythos of 
ihe world of Tekumel dtv•lop<:d hy l'rofouor · M.A. R. 
D•rker. ' 

Mttlllflorpllosb Alplul .. .. ; . . . . . . . . .. .. $5.00 
A role-playiftc pme system for gi•nt lost space ship, 

playen choolina characters .from mu .. nt ' '"aturo1. 

W111uftlle Wlzlll'd.r ....... ~ . . .. ....... ,. $9.9S 
Map: dcslaned 11 an aJjun~t to El'T. Very <letailed 

spells. Includes dice and set of 4. miniaJ~rn . 

Srar Probe .'. . . . . .. .. .. . . .. . . . . . ... . ..... . .. $6.00 
The fant part in• Sci-Fi t rilo&Y 1•1ne. 

S1111 t 'mplre1 . . . . . . . . . . . . . . . . . . . .. . . . S 7. SO 
The 2nd and very detailed part of the Sd-l'i triloaY 

prne. 

Buur I/Ill .. .. .. .. .. .. .. .. .. . · .... S S.00 
Relive the wild well , choo>ing ,·har•deristi" from 

pmblina skill, throwina, marksmanship. etc. 

Cllmlc Warfare ... . . . · . . : ...... . . $10.00 
Ancient miniature rule• by 1;ary 1;ygax. 

TractiCJ .'.. .. .. • . . .. .. .. .. .. .. .. . .. .. S 11.95 
Very <lelailed rules for armo ured miniature• rrom 

WW 1! to preaent. 3 vol., charts, •nd box. 

Gamma World . . . . . . . . . . . . . . . . . . . . . . ... . ... $9.9S 
Excitin1 science ·fiction rol<·pbying game . Settina 

is in the future after the destruction of <ivilizut ion • s we 
know it. 

Fly ina llulfalo * 
Tunnels & TroU. . . . . . 

l>unaeon of the Bear l I.eve! ! I . 

Solo /)u,,~c ·cm 

. . ...... $4.00 

. . ... . .. S3.00 

D~on's Dun,.on . . . .. . . . . ·. SJ.00 
Weitd World . . . . . ... . • . .... . Sl .00 
Labyrinth . . . . . . . . . . .. . . . ... .. ...... 53.00 
Overkill . . . . . . . . . . . . . . .... . .... . . .... . u .oo 
Naked Dooin . . . . .. . .. . .. . . S3.00 
Beyond the Silvered ~•nc . . . . .... . .... S 3.00 
Buffalo Cutho ................ .. ..... . .. $3 .00 
Deathtrap Equalizer .. . .. . . . .. ...•....... S 3.00 

Solo Ad• 1t 'll /11rc · 

City of Terron .. : . . . . " .. .. " $7.00 

Cohorts .... ." .. •. .. •. . . ......•..••• •. .. . •.. . $11.95 · 
One of the oldest boardpmca. E1yptla111 ca•d it 

tau ; Rollllns. ludus latrilnculorum, or tht ··..,.. of rolt­
bera... Allows more variation tl!an ordinary dlc<:ken, 
but is simpler than chess. Reconalrucled in Ille 1890·a 
from literary allusions and an:heolotical remaina bJ 
Falkencr. 

Suspklun . ...... . ......•.. . ....•.••.•.•...• $I 2.9S 
An adult mystery pmc. 

Slill Other TSR 0.mn: 

C11..,ll<n cl Rou11dllud1 .. . ........•.••.••.•.. . SJ .50 
1-'kld Rt1l"IMtlu1t . •.. .. .. .. •. .•. • . • • • • , •• • • .• • SJ.00· 
Valley FOl'/lt . . . . . . . .. .. . ... . .. ........ . . . ... $5.00 
Don•t Gl•e Up tlll Ship .. .. ... . .. .. .. : . . , ...... S S.00 
Trieu/or ... . • . .•• . • . •••. • • . .•••. . •• • . .•. . • • • $5.00 
C'urdlfe.I S1'•1. ... •. .. . . ..•.. . . . • .. . . • ... •.. $7.911 
Air Puwrr . •. .... • , .. • . •. . •. • , • .. •• , .•• , . . • . $l.9S · 
Pomztr Warf- ... . ... . ....... , • • .• • .• ••. •. • . . $4.00 
Bl<1 Ont • .....•........ . . ••• .. ••.•••• •.. . . •• S 2.50 
Modem Armor : . . . ... . •. ... ,' . . .•• .•... •..••. $4.00 
William tllo Conqueror . . . .. .. ..... . .. ........ S II . 98 
Llrtlr Bit H<1m ... .... . •• . •. . ...• • ..• .• , . ; • . S 10.00 
f'i1h1 In rllr Skies ....... . ... . . .•....• • . ..•.• S 10.00 
Afric1A11 Can1/H1i11t ..•.• • . . . ..••..•.•• ..•.• .•. . $'1.t,l5 

Tlat l>r.111"/I 
Munthly al-Y mapzine emph..W~ina llAU m1terial, 

but coverin1 other ireu of 1'1nt11y ltule Playina. 
V uL /, • I ·6 ........ . . . .. . ........ .. .... Out uf Print 
VuL 11.•l·IJ . ....•.• . . . .• . ......... , . . .. . nc;h Sl.50 
V<1l Ill. • 14 .. .. . . . . ........ .... . . .... . r4':h S 1.50 
VuL Ill. •5· ... . . ...... .. .. .,, . ·· . .. . . . . . . e""h S2.00 

/.//llt Wan 
Bimonthly aloaY mapzinc cmphiwl.ina biat..n.:al 

warpmina with miniaturca. 
VuL I , •l-6 ..... . . . , , , . .. ... , ... , ... ... . cad1SI.SO 1 

Vol //, •l-6 ... .. . .... .. .... . , . . . . . . .... rach SI.SO 
Vol Ill. •l-J . ; . .. •... •. , . . ...•.. . : .... . ea.:hS I.SO 

(;:u1tt• l\t· -.i~m·r, · \\'t•rk.Jm1• 
. \ LuiJ l ·i~· lh1m Ju ~l~ 1,.') ( ,u dJ 

/'rJrdla . . . ................ . ... .. ~I : 00 
J"r;n"•lkr IS lhl! fla~'hip in ( ; l)\\"li lint.: tlf rok··pl.a~in~ 

µ1111.· ) , ch~ latt..·st 1~1hl m "'·a rµmin~ 

1//:.1./ . . . .. . .. . . . . .... . ... . ... . . 5 11 ."X 
.\ t.u;.m.lgam~ on lht: Lc~i:nJary Sk.·1~ uf Tn>y. 
11.1rJJ r ......... . ............ . .. . .. . ... SHiil 
.\ n~w ti,.,a rJ1;tantc .:ompatiMc '4'ith th t.." T r;iv.:lkr 
srsh.·m. or 1i:3n·k us1.•J s.:rarat...·I)' . 
.tt,·r,·,·nJt:r ............ . . . . . .. . .. .. .. . . . . S S.911 
l'lle Fourth jt,>ok .if the Travcllor S.ri<s. 
R•1•l11o1 • • • . ..••.•.. ..• .. •• . . .•. . • • • • • ••• SS .00 
~ 17 Bl' : The Syrians hattl< the Egyptians in a cla..U.: 
ath:knt .:lash. 
Jm1>c:riw11 ... . .......... . .•........ . .•.. $ l l .98 
S.:ionce l'io:tiun adventur< ·as lntcrstelbr ~mpire <bsh! 
1'11<• f'all uf Tobmk . . .. .... . ... . . . .. .. , , . S 11 .98 
R.immers Afrika l.:orps ·attacks the Gazala·Bir llacbeim 
Linr, 19-l l. 
Oawlord ... ......... . '. . . ... .. .. .... . . ,. S 11.98 
Th• Nonnandy C'~mp•ign , 1944. With· S'cnarios. 
Balli<' of A/mu . ...• . . ' ... .' ..•. . ..... • .... • . SS.00 
TI1< first major battlt of th< Crimean War. 
..lgi11rn11rt ......... :· .. .................. S S.00 
ll<nry Vin Ftllncc, 1415. 
t '111;urdt! ......... : · .. ' ............. ... . $4.00 
GDW'S role-playing gam• of the swashbuckling 17th 
t:c:ncury. 

MktuGames 

A small in siu, large in cnjoym<nt game for a very low 
prit.:t:. . . 

Vgrt• · · " · · · · · · .• ... , ·. · ............•.•.. $2.95 
('ybem•tk Tank Combat game of the far futun: . 
01iti11 / ... . .... : . ... . ...... . . .. . .... . .. $2.9S 
llarwst Wars, lnsocf Battle . 
.l/<'l,•r ...... . ....• .. ... •. ...... . ..•... .. $2.95 
Individual Combat with Archaic Weapons. 
h'ar11 Mu . . . ..... . : ...... . ... . , •. . ...... S 2.9S 

· l>ie<less Spa•..: Ship combot, Desi1n your own ships. 
Ria·,• t .< .......... . .... .. . . .•. .. .. ....... S2.9S 
R"l~llio: llnit Combat. . 
h'i:ard ... .. .......... . • . . ·- • . ... . . '. .... 'sl.95 
Mai;k al Combat. Individual Magicians and Spells. 
V(rm/lka . ... . .. ... . . . •.. . . ... . .. . ... · ... S 2.9S 
U. N. RaiJ of Mars. 
1;. t '. I '. ... . .. . . ............. . . . .. , . . . . .. SJ .95 
Future Combat, soquel to Oar<, Many n•w units. 
/n• ll'ar . .... , , •. .. . , .. , , .. . , .. , · .. • .. ... S2.95 
l'utul'I: Combat for thc Oil Fiekls uf the far Nurth. 
.l/icru Ques(/ . ..... . . . ..... . . : . . . . , , ..•. SZ.'lS' 
Fantasy Trip Death T<st . Solo Dun.,:on Adventun: for 
use with Mdt'<' d ll'i:ard lR<quiredl. 
l'tlili " ... ..... " .. . .... . ............... ~11.flll 
Ta<tical SJ>a•'I: Ship Comb;it and Pfanctarv lnv:asiun 
b;aseJ on Poul AnJcrson •• Peopll' of the Wi11d. 



3f
ub

ge
!i 
~uil

b 
. 

. 
----

----
----

----
~---

----
----

----
-:---

----
tR

E
A

ro
R

s
 o

F
 rLA

VAT
D1 T~ 

DU
l6E

O
PI

S 
&

 D
B

!fi
O

IS
 

--
--

--
--

--
--

--
--

--
--

--
--

--
-

A
G

E
 

0 
N

 
0 

O
·M

 E
S

T
 I

 C
 

0 
R

 D
 E

 R
 S

 
~PJ

>!!
QVE

D F
O!_

".:
'=~

---
--

--
--

--
--

--
~ -

--
--

--
-

w
 E

 
p 

A
 y

 
p 

0 
s 

T
 

'--
--

--
--

' 
' 

' 

,
I 

-I
I I I I I
. 

1.
 

I.
 

I:
 

OR
DE

R 
FO
RM
~ 

· 
SE

ND
 

TO
 :-

jJU
bg

es
 <!

9u
ilb

 

.. .-~
. 
·-

A
oD

RE
SS

 

C
IT

Y
 

ST
AT

E 

Z
lP

 

DA
TE

 

' 

~v
. 
~
 

°' .j::
>.

 
.D

M
E

M
B

E
R

 S
U

B
SC

R
IP

T
IO

N
: S

 12
 f

o
r o

ne
 y

ea
r;

 $
24

 f
or

 t
w

o 
ye

ar
s 

I I 
. 

I I I I I I I I I I I I I I I I I I I I·
 

I 

B
S

C
R

IP
T

IO
N

: 
SI

 I
 f

or
 o

ne
 y

ea
r;

 $
20

 f
or

 t
w

o 
ye

ar
s;

 $
29

 f
o

r 
th

re
e 

ye
ar

s .
 

Y
ou

 r
ec

ei
ve

 s
ix

 b
im

on
th

l)
' 

is
su

es
 t

te
r 

ye
ar

 o
f· 

m
a

te
ri

al
s 

de
si

an
ed

 

• 
.S

pe
ci

al
ly

 f
or

 F
an

ta
sy

 R
ol

e~
P

la
yi

na
 C

am
pa

ia
ns

. ·
 

• S
U

B
-C

H
A

R
G

E
S

: 
C

A
N

A
D

A
 

F
O

R
E

IG
N

 
-

I/
F

P
O

 
h

t 
C

la
ss

 
$4

.'
°
 

A
ir

 M
ai

l 
l,

..
Jo

 
S

l.
'°

 
3r

d 
C

la
ss

 
$3

.8
0 

Se
a 

M
ai

l 
S~

.20
 

n 
l 

. 
N

on
e 

VI
SA

" 
;e

 
se

nd
 a

 c
he

ck
 o

r 
m

on
ey

 o
rd

er
. 

D
on

't 
se

nd
 

. 
! 

U
.S

. 
cu

rr
en

cy
 o

nl
y 

!S
 

of
 o

th
er

 m
an

uf
ac

tu
re

rs
' 

pr
od

uc
ts

 m
ay

 
1e

 w
it

ho
ut

 n
ot

ic
e

. 
bo

ok
s,

 
ga

m
es

 
an

d 
ai

ds
 w

il
l 

be
 

ba
ck

 o
rd

er
ed

 
it

 o
f 

st
oc

k 
an

d 
we

 a
re

 e
xp

ec
ti

ng
 m

or
e 

in
 

. 
Mi

ni
at

ur
es

 w
il

l 
be

 
ba

ck
 o

rd
er

ed
 o

nl
y 

if
 

to
ta

l 
ad

ds
 

up
 

to
 $

10
 o

r 
m

or
e.

 
If

.w
e 

ar
e 

un
-

to
 

ba
ck

 o
rd

er
, 

a 
cr

ed
it

 m
em

o 
w

il
l 

be
 

is
su

ed
 

· 
>l
.~
.~
f 

a 
fu

tu
re

 o
rd

er
 o

r 
a 

ca
sh

 
re

fu
nd

 

Qu
an

ti
ty

 
Co

de
 

D
es

cr
ip

ti
on

 
Nu

m
be

r 
if

 a
n

v 
....

 

-

. 

' 

-
- ' 

. 

P
os

ta
l 

ch
a

rg
es

 
fo

r 
F

ra
ze

tt
a 

O
Fr

IC
E 

US
E 

ON
LY

: 
S

ub
 

1·s
s

u
e

 
Pr

in
ts

 o
r 

Fo
re

ig
n 

A
ir

 M
ai

l*
 

M
em

o 
Is

s
u

e
d

 -
1
s
t -

La
s
t -
-

Il
li

n
o

is
 S

al
es

 T
ax

 
5%

.**
 

1s
t 

S
en

t-
-

JS
 
_

cs
 -

4 
I $

S
ue

s 
S

ub
sc

ri
pt

io
n 

Am
ou

nt
 

. 

*n
o 

po
st

ag
e 

ch
ar

ge
 o

n 
al

l 
T

ot
al

 
ot

he
r 

i t
em

s
l 

**
no

 
sa

le
s 

ta
x 

on
 m

ag
az

in
es

 
C

re
di

t 
M

em
o 

D
ed

uc
te

d 
, 

no
r 

su
bs

cr
ip

ti
qn

s
. 

D
 Th

is 
is
~ 

re
ne

w
al

 o
f 

m
y 
su
bs
~r

ip
ti
on
 

D
eb

ft
 M

em
o 

A
dd

ed
 

GR
AN

D 
TO

TA
L 

th
 ..

 l
n<

t 
i«

u
"'

 n
f 

w
h

ic
h

.w
o

s 
-

I 
··

·-
·-

-·
 
·-

--
-

-·
 

1 
ls

su
ea

 H
 

re
qu

es
te

a
. 

D
 

. 
--

-
A

m
ou

nt
 E

nc
lo

se
d 

I 
. 

Th
is

 is
 o

n 
ad

dr
es

s 
ch

an
ge

 f
or

 m
y 

i p
H

 0
 N

 E
 

1 
. 

2 
1 

7 
. 

4 
'2

 2
 

. 
1 

9 
3 

0 
su

bs
cr

ip
ti

on
, 

m
y 

pr
ev

io
us

 S
ta

te
 w

as
 _

_
 

Pr
ic

e 

+
 +
 .

 
•.'

 

+
 

=
 

-

- +
 

=
 

---
--
.~

--
-
-
-
-
--

--
--

--
--

--
--

--
--

--
--

-_
..

;.
. 
__

___
__

 --
--

--
--

--
--

--
--

--
--

--
--

--
--

--
--

--
--

--
:-

--
--

--
.--

--
--

--
--

--
--

--
--

--
--

· 



B & W line drawing©l 978 by Aaron Arocho 
Color Acrylics by Chuck Anshell · 
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