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MANY NEW STAFF MEMBERS AT GUILD

Paul Jaquays 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 article 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 rundown on
all our new personnel goes something like this:

Paul is now a staff artist and designer. He has mucho
training and experience 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 good (I wish I could). He will 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.

Mitchell 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 carried 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
grabs you—blame Mitch (he’s never lost a battle of
puns yet).

Pat Petrowski hasn’t had a lot of experience in gaming
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 invisibility 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 Journal 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 voice and pixie grin will
stop you dead in your tracks—guaranteed!

Then, again, the TRS-80 -hardly ever smiles. I don’t
understand it. It always smiled in my dungeon (just
before it ate you)(or was it just after). Its gonna help
with inventory, payroll, invoicing, 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?).

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



PUBLISHER’S STATEMENT

The Judges Guild Journal is owned and published by
The Judges Guild, 1165 N. University, Decatur, IL,
62526. 1t 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: 1 year (6 issues) $12, 2 years (12
issues) $24, 3 years (18 issues) $33. Renewal sub-
scriptions are 1 year $11, 2 years $20, 3 years $29.
CANADIAN and FOREIGN subscribers must add
postage as given below, per year per sub. (see sub-
scriptions to tD). The Dungeoneer is published bi-
monthly by The Judges Guild, 1165 N. University,
Decatur, IL, 62526. It is owned and edited by Chuck
Anshell, 286 E. Stuart, Decatur, IL, 62526. New
subscriptions 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 Checks 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 Dalling Road,
Hammersmith, London, W6, ENGLAND. It .is avail-
able in Germany through its sole distributor: Ingo
Baschek, D-4660 Gelsen Kirchen Buer, Arenfelesstrasse
12, WEST GERMANY. It is available in CANADA
through its distributor: FANDOM II, 360 Bell St.,
Apt. 604, Ottawa, Ontario, K1S 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

(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 (2 page or less) $5 or a series
of 6 small for $4 each., Large (over % 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”7 or larger)(for cover or
internal) $20 or a series of 6 for $15 each. SOLIC-
ITED (Only), FULL PAGE, FULL COLOR COVER
(8%2” 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 publication although we will advise you whether or
not we intend to publish as soon as possible after
receipt of material. :

ADVERTISING RATES

The Following rates apply to either tD or tJGJ. For
ads which are to 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 allow for margins and galleys and
may be filled filled with copy without bleed. Full page
7.5” x 107; half page 7.5” by 5” or 3%” x 107;
quarter page 7.5 x 2.5” or 33%” x 57; eighth page
3%” x 2.5”. Classified ads are same as by column-inch=
21.5 pica (about 3.5”) x 1”. Prepayment discount is
5%. There is a 2% discount if paid within 10 days of
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 $ 37 $ 34
Eighth page $ 24 $22 $ 20
Per column-inch $ 8 $07 v DO
Fan’s ” 5 $ 4 $§ 3 S 2




JOCULAR JUDGEMENTS

Well, here it is Journal time again and, this being my
first time up as editor, 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 make a Wong, but thwee do, heh, heh,
heh [cwazy wabbit] ). I have been known to frequent

such places as homes, clubs, cons, about ¥ of the U.S.-

(at one time or another) and have even been accussed
of creating the most horrible dungeon mankind has
ever known: 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 I published for awhile (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 that I have been asked to be
a [fan] guest of honor, along with Alan Dean Foster,
at NOVACON 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 formats 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 turn 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 me 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

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 1st
place (etc.) level comes from a 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 it that
way, too.) 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 tain’t’that diabolical, McGee?) See the
article on the contest winners for more details.

Another difference is the color covers for this issue.
This will 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 dnd 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 opportunity 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 bunch of people here at the Guild
and throughout fandom 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 quesfioneer. [ 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 ANNOUNCED

Just as I promised in the Jocular Judgements column:
" ~herewith be the winners ye Dungeon Creation Contest:

1st Place $40 credit each for
Lvl 1—Charles Sagui Lvl 4 —Charles Sagui
Lvl 2—Kevin Garbelman 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 1-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 1—-Robert Gallasch Lvl 4 —Rusty Lamont
Lvl 2—Robert Gallasch Lvl 5—Charles Sagui
Lvl 3—Charles Sagui Lvl 6—-John Pugh

Honorable Mentions to
Paul Tursa 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

it right! The rules are as follows:

1) Dungeons submitted 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 become 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 part all contest
entries, prior to publication. Credit will be given to

the dungeon creator.

3) Contestants whose entries are published in any form
but which were not contest winners will be reimbursed

First and Greatest Dungeon
Creation Contest-Contest). This time we’re going to do

according to the regular reimbursement schedule,
established for the Judges 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 Judges 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 (11/78) 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 entry or it cannot be judged as part of this
contest. Entries should be mailed to:
tJGJSo-tWFaGDCC-C
Judges Guild
1165 N. University
Decatur, IL, 62526
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KEVIN GARBELMAN LEVEL 2 1ST PLACE

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.

7 orcs in this room are busy watching 2 other orcs fight over a female human captive. Thereisa 1 in 6
chance that an orc 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.

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

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

Orc armory - weapons, shields, and orc armor. Orc armorer AC 5, HD 1, heavy crossbow DAM 2-12.
10 G.P. in a tin cup sit in the center of this room.

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

“Jackpot!” cried Tybolt.
In the center of the large room sits a 500-pound lump of 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 another 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)

“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 sword
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, 10. '
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.

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 right lever opens the middle shield to the treasure: 1 javelin of lightening (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 questions concerning medicine,
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 number 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. :

“As we walked down the hall, Haldor noticed that the walls seemed thin, and he turned to ask the
cat’s opinion. But the look in Tybolt’s eyes was like death, and the dwarf watched helplessly 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, bear, 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. :

“Paladin Sir Folchrest walked cautiously into the warm but seemingly empty room. ‘“Humm,”
he said. “‘Harum hrum . . .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.

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.

5
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The lever opens an iron grating across the passage.

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 SP, and 60 CP.

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 EIf;

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.”

b

The Sword of Her: +1 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.

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, they will burn brightly for 8 hours. After 2 hours

they have melted down enough to reveal a ring of invisabil
-other.

This is an empty room.

Past the pit trap in the floor is a bag containing a manual of gainful exercise.
of the first person who reads it, then it bursts into flames and destroys itself.

Game Designers’ Workshop
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Traveller assumes a remote central
government possessed of great techno-
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. Conflicting local interests are
often settled 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.

llinois 61761

ity in one and a ring of spell turning in the

It adds +1 to the strength

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 resolving their
missions. Also of interest to even the
casual traveller is the complete

‘summary of weapons technology at

each successive Tech Level, with
numerous additional small arms,
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.

wermne |IRAVELLER



AT O HSM&\\\\\\N\\‘\\\\
\\F\§§?j:§§ 5 X i
SHTIITLS

§ ;\\ T 17 \ \5\\§ v\\ |
\ 1 SN ’_; \F?F\f\\?\gs\\\\ié;\‘ 14\\\\\\§
i (D
N TTR
§ \ \k\\\\\\ \ = - §
\ \ \ : \ \ &S N\

\ \§ \

)

2,
/7 IS,
/’ //
7, _ =
——— e
Tt

7

R~
———r
oy

o
~

M‘
——

“S__Q

16 =
£

S

EEEEEEEEEE

| 19
\FALSE DOOR \ %
MRnh=nmne
.;DOOR, ALWAYS CLOSED RACK OF ‘WEAPONS
TABLE & CHAIRS BUNK
ARROW SLITS
' £ ON GRATING




1)

35

3)

4)
5)

6)

7)

8)

KEVIN GARBELMAN " ~“EEVEL 3 1ST 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 (ST12, 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
leave. If Frank pours a red beer, he becomes Frank, the Balrog (STR 24, INT 14, WIS 7, CON 14,
DEX 16, CHAR NA, TYPE 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 beer, 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 skittles 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 secret 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 room, a voice says, “See . ..
through. . .me. . .gold.” :
“There is a tale told in taverns of a great merchant, 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
other side. Gold cups, plates, etc., will fall out of the ringin 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 be-
side the other door. Suddenly, that door opened and an Orc stuck his head out. Without missing
a stroke, the slowly sinking dwarf switched his hammer from the spike to the Orc.”

Five Orcs (LE, AC 5, HTK 5, 7, 9, 10, 4) will immediately check the room (6) if 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 inmediately
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.



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,

\

\

9
4,5,5,7,7,7). Each has 5-10 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 Rock. Only a dwarf
can use this latter treasure, which is a rock 3 inches in diameter. When thrown it will fly with triple
the strength of the user and is affected neither by gravity or air friction; it is totally unbreakable. Troll:
AC 4, HD 643, 2 claws 14, bite 1-8, regenerate 3 hits per turn after third turn. HTK 14-20.

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

13) A secret passage is hidden behind these steps.

14) This lever opens the iron grating.

15) These levers lock and unlock the 12 foot deep trap. Lever up, locked; lever down, trap ready to spring.

16) “A round greasy-gray body stumbled into view on three tripod legs. It was large - almost six feet

in diameter - most of it mouth and gnashing teeth. Two thin rubbery arms ended their eight foot
reach in scimitar-like claws. And a large nose could be seen, but no 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 it finds its prey, that red lump emits an extremely intense flash of light
that blinds anything looking at the 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 attack 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 from
the spell that they are under. Any survivors will join you. People: AC 9, HD 1+1, DAM 1-6, HTK 2, 2,
3:3.3,4,4,5.5,6,17-

18) In the corner of this room, under a pile of old clothes, is a Book of Mindful Healing; the first 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 turn.) 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 you 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
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] gizzy (that’s a technical term, people)
[whirrr] don’t be su[flip] rprised if [clunk] [kaplop,

9

kaplop, kaplop—fizzle] weird things happen once in a
while [bomb] [dump] [restart].

Also: I want to gets lots and lots and lots and huge
gobs, even, of feedback from those of you out 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 everything inbetween,
and beyond in the same dungeon. We have been think-
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 (at least until the
next column or page). Happy gaming!
Chuck Anshell
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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 Alminacladar, 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 more.

1)

2

3)

4)

5)

6)

7

8)

9)
10)
11)

12)

13)

HENRY VELDENZ LEVEL 3 | 1ST PLACE (TIE)

Firedraké’s Lair

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 heading north-south. There
are three giant spiders: 16, 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 50G.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 entrance to the room. Inside is a type one demon: AC 0, 8 dice, 44 hp, 2 x 1-4,2x1-8, 1 x
1-6 for its S attacks. On the floor are two sets of normal 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 room 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 500G.P. gem, 3 100G.P. gems, and a sword +1, +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 protected by 5th level explosive runes.

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

1In the center of the room is a statue of a salamander \k\/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 save vs magic or believe that the golem is animating and going to attack.

On the floor are 3 swords, 2 shields, a +1 flail, 2100 SP, 170 G.P., 779 EP(}2), 55 PP, 6643 CP, 3 emp-
ty flasks, and one flask of poison labled healing.

The room has a enchanter; AC 9, 19 hp, dagger, and two charmed ogres, AC 5, 4+1 dice, 21,22 hp, and
a charmed wererat 3+1 dice, AC 6, 13 hp. They will come out when the goodies.in room 12 are being
taken. Thespells of the enchanter are: ice storm, haste, dispell 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
12

11
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14)
15)

16)

17)
18)

19-
21)

1)

2)
3)
4)
5)
6)

7)
8
9)
10)
11)

12)
13)

14)
15)

16)
17)

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

2 Trolls, AC 6, each with axes that do 1-10 +2 Vpoints of damage. They are 31 and 28 hp. Each is wear-
ing a 100 G.P. nose-ring.

1 Chimerae. 9 dice, 43 hp. Attacks are 2 x 1-4, 1 x 2-8, 1 x 3-12, 1 x 1-6, plus the dragon breath. It is
guarding a chest with 4100 G.P., 4 x 100 G.P. gems, and a potion of delusion labled regeneration.

2 wraiths, 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 LEVEL 4 2ND PLACE

On a couch in the SE corner is a beautiful, naked woman. 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 150G.P. gems,

2 1500G.P. pieces of jewelry, and a 2000 G.P. jewel.

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

The whole room is covered with refuse, and if the refuse is searched, 2500 SP will be found in 4 turns.
Two stone giants playing craps with 12”” dice. Each have 500 G.P. and 5 50G.P. gems.

2 Disﬁlacer beasts, AC4, 19, 25 hp, each has 2 attacks at 2-8.

This chamber is filled with dust swirling around. If 3 deep breaths are taken, the dust is inhaled, and the
breathers CON goesup 1. - '

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

1 vampire in gaseous form, 38 hp, with a chest that has with out a trap, 1000 G.P. and a +1 cursed sword.
1 wyvern, AC 3, 46 hp.

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

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.

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

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.

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.

4 mummies, 30, 31, 34, 24.
In the room are three dead men in robes, torn and bloody as if something clawed them to death.

The floor of the room is covered with snall stones and other rubble. If searched, under the rubble, blood
will be found.
13
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18-
26)

1)

3)
4)

5-7)
8)
9)
10)
11)

1.2)

13)

14)
15)
16)

17-
21)

These rooms are not occupied, but they all have standard amounts of refuse, cobwebs, rotten wood,

flakes of metal, and other misc. stuff that goes in an empty room.

HENRY VELDENZ LEVEL 5 1ST 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. They 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 stalkers, 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,
35% 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 300 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 100G.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 listened into, 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, 71, 7E, named Invincible. It can allow the user to see invisible if it is held in the hand.

1 Vampire, 42 hp, with his coffin. He is inside waiting for his previous meal to digest.

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

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

15



1)
2)
3)
4)
5)
6)

7)

8)

9)

10)

11)

12)

13)

14-
16)

17)

18)

HENRY VELDENZ - LEVEL:6 , 1ST PLACE (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 fit. 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 east 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 level explosive runes on a concealed paper seal. In the chest is 17000 SP, 6000 G.P.,
1-6th level spell books, +2 armor, mace +2, and a potion of plant control.

One 16 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 TSR’s Monster Manual, are
also immune to all fire.

When and if Firedrake dies, a faint harp will be heard playing somewhere to the NE. It cannot be
exactly placed as to the origin. ;

In the room 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 manis 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 100G.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. ;

16
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1) .

2)
3)

4)

5)

6)

7)

8)
9)

10)
11)
12)

13)
14)

15)

16)
17)

18)

CHARLES SAGUI LEVEL 1 1ST 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 orcs of the crimson hand
Take gold, earn fame, set captives free
And may the gods watch over thee

The entrance. 3 orcs, 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, 1 GP, 1 daggar inside.

Personal quarters of Gislack the Orc. Table, chairs; bed, shield hangs on the wall. Shield is +1. 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 gems worth 50 GP each, +2
Scimitar Align Chaos. :

Barracks. 20 orcs, 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 orc guards. LE, AC 6, HD 1, HTK 5, 5, 5, 5. Short bows and daggars. One second level orc, CE,
AC 4, HD 2, HTK 14, +1 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, +1 daggar, +2 chain & shield. 2 orcs,
level 4, LE/CE, AC 4, HD 4, HTK 16-20 Scimitars. 36 orcs, LC/CE, Ac 6, HD 1, 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. ;

Duntg heap. +1 daggar in center 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 invisibility. 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 orcs, LE, AC 6, HD 1, 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 100 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 orc guards, LE, AC 5, HD 1, HTK 5, 6, 4, 3, 2, 8, Scimitars and spears. 12 worshippers, LE/CE,
AC7,HD 1, HTK 4, 4,4,6,5,3,2, 1, 8, 7, 8, 8, daggars. On the alter to the west side of the room stands
what appears to be an idol of solid diamond. It 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 1%, HTK 12,10, 9,9, 7 (x 2), crossbows
and short swords. .

Burial vault. 3 skeletons, N, AC 7, HD %, HTK 2, 2, 3, Swords. Medallion of ESP 3” around neck of corpse.

Prison cell. Empty. In corridor outside in corridor is a spear on which rests the head of Blugar the traitor.
The spear registers magic and appears to be +1, it is a cursed spear of back biting.

Harem. 10 eunoch kobold guards, CE, AC 7, HD 1%, HTK 9, 9, 6, 10, 11 (x 2), Swords. 4 female orc slaves,
LE, AC 7, HD 1, HTK 5, 4, 6, 2, daggar. Pregnant EIf Princess, LG, AC 9, HD 1, HTK 5. If elf is escorted

18



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.
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CHARLES SAGUI LEVEL 2 2ND PLACE
Be you fighter, wizard, or clerk
Beware the men who go berserk
And while within the dining hall
Be wary of the southern wall
7 Berserkers, N, AC 7, HD 1+1, 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, AC9, 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 1+1, 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, +1 sword/+1 mace/+2 spear/2-handed sword. 10 warriors, N/LE,
AC 7, HD 2, HTK 12, 12, 14, 15, 16, Sword. 16 berserkers, N, AC 7, HD 1+1,HTK 9,6, 8, 7,5, 5,9, 4 (x
Axes. 5 golden plates worth 60 GP each, 10 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. , ‘ A

Kitchen. 6 Amazon cooks, N, AC9, 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 amézons, N, AC9,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, 1 horn 1-4 points on the
ledge at the rear of the cavern. 7 feet from the cave floor is a hiding place for two pieces of jewelry, a brooch
worth 400 GP and a bracelet worth 900 GP. :

INTERNATIONAL GAMERS ASSOCIATION MiLeaMEX RULEBOOKS The Warlord Game $14.00
Y Lead the Forces of Your Medieval
The Arduin Grimoire, Vol. 1 Tactical Ancient Armies, a large and comprehensive Fiefs against your opponents on
: source for organizing ancient armies appropiate for gourdwgy t: the Elll)u‘)eror'z Crown!
The Arduin Grimoire, Vol. 2 WRG type rules plus middle earth supplement 5.00 C::its .og;'mg?r:eahyggﬁ R:A{::?rs.
Nelcome to Skull Tower 33.55 Phoenix Games

Elementary Watson $10.00

Solve....or Plan the Perfect Crime!

A new boardgame of deductive adventure
20 in the London of Sherlock Holmes!
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1)

3)

4)

5)

CHARLES SAGUI LEVEL3 _ 3RD PLACE

Within dwells Shara the evil high priest
Whose room is guarded by the owl-bear beast
They worship a man who once was trees
Remove the way the tree man sees

Rust Monster, N, AC 2, HD 5, HTK 37, eats all iron it contacts.

Guard room. 4 evil acolytes, LE, AC 7, HD‘ 1, HTK 5, 5, 4, 6, maces. Shamen CE, AC 5, HD 3, HTK 18,
snake staff. Each acolyte has jewelry worth 20-50 GP, Shamen has ring worth 100 GP.

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. :

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.

Room of Dungee 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

6-10)
6)

7)

8) -
9)
10)
11)

12)
13)

14)

bottle.

Prayer cells small w;)oden alter and stool.

Evil acolyte, LE, AC 9, HD 1, HTK 4, mace, 10 SP in robe pocket.

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

Empty.

Empty.

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

Priests quarters. 20 evil acolytes, LE/CE, AC 7, HD 1, HTK 4, 3, 6; 5,4,4,5, 3,5,5 (x2), Morning stars.
5 Evil adepts, LE/CE, AC 5, HD 2, HTK 12, 10, 8, 7, 11, 12 hammers. Each acolyte has 2-12 GP, Adepts
carry 10-30 GP plus gem worth 20-50 GP.

The old room. Antiques, rusted out armor and weapons, beneath a piie 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 purple worm, N, AC 6, HD 15, HTK 100, 2-24 bite 1-§ sting plus poison.

Store room for edged weapons. Worshippers turn in swords, spears, daggars before entering temple. Guarded
by 3 shamen, LE, AC 5, HD 3, HTK 15, 12, 14, maces. 10 swords, 14 spears, 5 daggars.

The temple. 16 worshippers, berserkers, LE, AC 9, HD 1+1, HTK 6, 7, 5, 9, 8, 7, 6, 9 (x 2), benches and
stools hit as mace 1-3 points damage. Shara 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 1, HTK 6,4, 5,5,3,6,4,2,4, 1, 6,5, 3 (x 2), maces.
10 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)
16)

Sacrifice pit. Transports to another plane. No one comes back.

Sleeping quarters of Shara Shara Shara. Guarded by pet 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)

19)
20)
21)
22)
23

1)

2)

3)

4)

)
6)

7)

8)

9

11)
12)

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 turn 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.
Monks cell. Grand master, LE, AC 5, HD 6, HTK 18, 2 attacks/round 112 damage.
Cell of GM/West wind, LE, AC 2, HD 9, HTK 32, 5 attacks/2 rounds 2-20 damage.

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

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

‘Monk Barrack. 4 immacolate, LE, AC 7, HD 4, HTK 16, 12 (x 2), 3 attack/2 round 1-8 damage.

CHARLES SAGUI LEVEL 4 : 1ST PLACE

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

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

4 warriors, LG/LE, AC 5, HD 2, HTK 16, 15, 12, 15 heavy crossbows swords. Swordsman, CE, AC 3, HD 3,
HTK 20, Crossbow of speed +1 sword ahgn chaos

3 warriors, LE, AC 7, HD 2, HTK 12, 14, 13, long bows and swords Hero, CE, ACS HD4 HTK 30, com-

posit bow 2 handed sword 5 +1 arrows.

3 heros, LE, AC 4, HD 4, HTK 18, 20, 21, Composit bows, swords AC 4, bracers of defence. Myrmldon LE,
ACD HD 6, HTK 45 +3 sword ahgn Iaw bracer AC 2.

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

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

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

2 swordsmen, LE* AC 4, HD 3, HTK 16 20, spear and sword. Myrmldon LG, AC 4, HD 6, HTK 47, +2
mace.

3 myrmidons, LG/CG, AC 5, HD 6, HTK 40, 45, 43, composit bow and sword.
7 warriors, CE, AC 7,HD 2, HTK 14,12, 10, 11, 13, 10, 14, crossbow and sword.
10-25 Rooms holdiné captured monsters and experiments. Rooms 10, 16, 19, 22, 23 empty.
4 trolls, N, AC 4, HD 6+3, HTK 43, 50, 39, 47, 2 claws 1-4, bite 1-8.
Hydra 6 heads, N, AC 5, HD 6, HTK 36, 1-6 damage per head.
' 24
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13)

14)
15)
17)
18)
20)
21)
24)
25)
26)

27)

28)

29)

30)

1
2)
3)
4)
5)
6)
7)
8)
9)
10)

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.

Family pack of were wolves, N, AC 5, HD 4, HTK 24, 26, 27 (x 2), 2-8 bite.

2 minitours, N, AC 6, HD 6, HTK 60, 55, butt 2-8, bite 1-3, +1 swords align N.
16 gnolls, CE, AC 5, HD 1%, HTK 12, 8,7, 5,9, 10, 9, 9, spear and sword.

2 druids, N, AC 7, HD 9, HTK 45, 50, crescent shaped swords.

7 ogres, N, AC 5, HD 4+1', HTK 33, 28, 30, 30, 26, 20, 26, 1-10 points damage.
4 medusa, N, AC 8, HD 4, HTK 30, 20, 22, 21, daggars and stoning.

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

8 harpies, N, AC 7, HD 2+2, HTK 18, 12, 10, 15 (x 2), 2 claws 1-3 and swords.

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

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.

Wizards magic store room. Guarded by iron golum, N, affected only by +3 or greater weapons, HTK 80,
strikes for 4-32 points damage and breath 1’ square of poison gas’ able to smash almost anything i in path.
8 magic arrows +1, shield +2, potion of healing 3 doses, bottle of poison type 9.

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.

Treasury. Guarded by stone giant,LE, AC 1, HD 9, HTK 72, Mattock of Titans +2 plate armor. Giant is in

psudo sleep if room 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 LEVEL 5 3RD PLACE
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

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.

20:skeletons, CE, AC-7, HD 5, HIK 2,4 3.:4,/1,2,4,3,4, 2 (x 2), 1-6 damage.

14 ghouls, CE, AC 6, HD 2, HTK 16, 14, 10, 12, 13, 10, 14 (x 2), 2 claws 1-3, bite 14.
2 minatours, N, AC 6, HD 6, HTK 40, 45, butt 2-8, bite 1-3, spears. 20 GP each.

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

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.
Embty of monsters. Necklace worth 370 GP on neck of corpse.

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

20 wights, CE, AC 5, HD 3, HTK 20, 21, 18, 17, 22 (x 4), Life energy drain.

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

12 ogres, CE, AC 5, HD 4+1, HTK 33, 29, 28, 30 (x 4), 1-10 damage.
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11)
12)
13)
14)
- 15)
16)
17)
18)
19)
20)
21

22)

93)
24)
25)

26)
27)

28)
29)
30)
31)
32)

33)
34)
35)
36)
37)
38)
39)
40)
41)

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.
Gray boze, N, AC 8, HD 3, HTK 22, 2-16 damage.

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

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

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

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

16 rat men, N, AC 7, Hd 3, H'TK 24, 201, 18, 17 (x 4), bite 1-3, 15 SP each.

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

15 shadows, CE, AC 7, HD 2+2, HTK 18, 10, 7, 14, 16 (x 3), 1-4 damage and strength drain.
28 zombies, CE, AC 8, HD 2, HTK 16, 10, 7, 8, 10, 11, 8 (x 3), 1-8 damage, 10 GP each.

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

4 ogre magi, AC 4, HD 5+2, HTK 42, 40, 38, 37, 1-12 damage, gem 700 GP in cpffin.

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.

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

Djinni inside closed coffin, N, AC 5, HD 7+1, HTK 55, guards rod of resurrection.
31 Manticoras, CE, AC 4, HD 6+1, HTK 40, 38, 20, 2 claws 1-3, bite 1-8, 24 spikes 1-6.

2 demons type III, CE, AC 4, HD 10, HTK 70,.71, 2 pinchers 2-12, 2 horns 1-3, bite 1-6, 60% rriagi'c resis-
tance:

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

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

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

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

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.

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

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

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

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

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

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

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

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

20 skeletons, CE, AC 7, HD ¥, HTK 2,4, 3,4, 1, 2,4, 3,4, 2 (x 2), 1-6 damage.
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painting is complete, apply either

CHARLES SAGUI LEVEL 6 1ST PLACE (TIE)

Beware though you wear both chain and plate
The scarlet dragon and his mate

Along the path to freedom lies

The cavern where the weakling dies

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:
Down 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, HD 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 79, 80, +1 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 taking 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 dragon, 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 COLORS require no gloss or matte protective coating HERITAGE PAINT BRUSHES

thinners, as they are safe govern- and your figures will hold up under

ment approved acrylics in rich, much hard handling and gaming. If The necessary companion for the 9560 10/0 brush 2.29

deep-tone hues. Clean your brushes you use a matte protective coating, paints is obviously a series of 9561 5/0 brush 1.89

and hands IN WATER! The colors you might want to go over metallic high quality brushes. Heritage 9562 00 (SPS) brush 3.49

work in families--use the adjacert and leather areas where you want a now introduces a brand rew line of 9563 0 brush 1.99

darker color for shading, the ad- shiny glaze. brushes specifically designed for 9564 1 brush .2.39

jacent lighter color for highlight- 3 miniature painting. From the 9565 4 (PPC) brush 1.89

ing. Anyone can become a rather 4 fluid ounce bottles $2.25 each tiny 10/0 detail brush through the

creditable miniature painter by fol- PPC {priming and protective coating)

lowing the techniques demonstrated 9544 Groundwork Green brush, it's really a pleasure to

in a special book dealing with 9545 White Primer : work with these quality brushes,

these colors entitled ADVENTURE 9546 Matte Protective Coating The highlight of the line is the

GAMING BOOK written by Shep Paine, 9547 Gloss Protective Coating SPS (Shep Paine Special) brush.

America's Grand Master Painter. Mr. Paine is the Grand Master

Here are the tricks, the methods to miniature painter.

make your miniatures look like pro- }

fessional paint jobs! After your 30
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JAY MILLER LEVEL 1 2ND PLACE

Room is bare except for an open wooden chest containing a small spyglass, a cutlass (half rusted through),
and a dusty and torn 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 Kobolds. '

This room is lit by a slight radiance coming from the walls. The hallway leading to it, except fora 10’ x 10’
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 more 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 immediately. 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 corner. 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 deal 1-6 to anyone re-
moving it to reveal the treasure; 2500 EP, 2500 GP, 1 ring - 1000 GP, 1 necklace - 2500GP, Sword +1,
+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.

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 mist will thin out enough 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 and leave

5-7 say ‘“‘Leave or be doomed”

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.

Necklace of strangulation

Necklace of missiles

Poisonous cloak

Cloak of protection +3

Girdle of Femininity/Masculinity

Girdle of Giant Strength

Cursed Spear of Backbiting

Spear +3

Book to raise primerquisite +1 :
0 fm-rod of lordly, mu-staff of wizardry might, clsstaff of commanding, th-rod of beguiling,

ba-highest harp usable

— 000 JWN P WK —

Roll once/melee round if person does not leave.
1 Ghost: AC 0 (or 8), HD 10, HTK 43, guards a pile of 8000 GP.

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.

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.

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

5 Wights; AC 5, HD 4+3, HTK 20, 18, 20, 19, 16, guard 1000 GP and a mace +1.

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.
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JAY MILLER LEVEL § 2ND PLACE

4 Goblins; AC 6, 1-1 HD, HTK 5, 4, 2, 1, spear armed;and 1 Bug bear; AC 5, 3+1 HD, HTK 15, spear and
sword armed guard passageway. If party entering is much superior they will flee down the passageway 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 one of the pallets.

Unlocked oaken chest in center of eastern wall, pile of bones in NW corner. 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 10, 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. There is nothing of value in the room.

If anything enters this corridor the two solid steel walls will begin to close at 1 inch per round. After 6
rounds they will stop, having formed a 4 foot wide corridor.

A broadsword covered with green slime lies in the NW comner.

Empty room. .

2 zombies; AC 8, HD 2, HTK 5, 5, which will obey any command but will attack if no commandé are made.
2 zombies; as above. .

2 zombie's; AC 8, HD 2, HTK 5, 5, will attack anyone entering.

2 zombies as in Room 11.

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 turn 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.

25MM ANCIENTS s 3025 Dahae Horse Archer

3 8295
Hinchiifte 3026 Selucid Arab Camelman 3 $295
ANCIENT GREEKS 3027 Aiab Mercenary Light Cavalry 3 8§29
| 3010 Mercenary Haphite 6 § 295 3028 Companion Cavalry w/Shield 3 $295
. c e 3 3011 Spartan Hoplite 6 $295 ' gg;g I:"C""‘L'“m g““:’y o g : 29:
3012 Cretan Archer 6 $ 295 recienLightiCavaltyiw/Saritsas, 9
Herltage MOdels, Inc. * 3013 Agnanian Javelinmen 6 $ 295 3031 Successor Light Cavalry 3 8295
3014 Thracien Petast 6 8295 3032 :""“c"’ Light Cavalry 5 3 8298
‘. 3033 (manon Cataphract wiAimored
These figures are available direct from gg:g f;',““w' P:‘,"""'"m, f; :ZSZ Hoise 4 3§29
Judges Guild. There i $10 minimum s L 5 i
ges s he; 1558 um on 3017 Rhodian Shinger 6 8295 3034 Sarmation Cataphract w/Unarmored
orders including miniatures (other items 3018  Arab Mercenary Archer 6 $ 295 Horse 3 $286
‘from the Booty List on the back page may 3019 Macedonian Phalangite 6.5 295
be ordered to make this minimum), There 3020 Hoplite 400 BC 6 $ 2925 ANCIENT HUNS
is no postal charge, orders are.sent via 3021 Light Peltast Chaiging 6 $ 295 3050 Hun Infentry Firing Bow 6 $ 294
United Parcel, the same day that they ° 3022 Iphiciatean Hoplite 6 $ 295 3051 Hun Cavalry Throwing Javelin 6 $ 295
are received. 3023 Hpyaspist 6 $ 295 3052 Hun Cavalry w/Javelin 3 3 $295
3024 , Macedonian Companion Cavalry 3 $ 295 3053 Hun Cavalry w/Bow g :ggg

33 3054 Hun Noble Heavy Cavalry
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ROBERT GALLASCH LEVEL 1 3RD 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 and 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 orcs 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.) G :

Empty.
Empty.

1 giaﬁt Porcupine, AC 5, MV 67, HD 6, HTK 31, has been trapped in the room by the 1-way door (opening
inwards). In 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 orcs in
8-15. .

/

13 ares, 1HD, HTK 2, 7, 4, 3,6, 8,597,156, 3,9 3, AC 6, axes and spears; 1 leader, 2 HD, HTK 13, AC 5,
sword and Battle axe. Beneath loose stone in the NW corner is a chest containing 200 GP, 500 SP, 6 PP.

10 orcs, 1 HD, HTK 1, 8, 8, 8, 1, 1, 3, 8, 4, 6, AC 6, swords and spears; 1 leader, 2 HD, HTK 6, AC 5, axe
and bow.

2 orcs, 2 HD, 8 HTK, AC 5, sword and Battle axe; 4 HD, 24 HTK, AC 4, +1 hand axe, light crossbow.
A locked Footlocker contains; 30 PP, 300 GP, 40 SP, 1 potion ESP.

2 orcs, 3 HD, 1- HTK, AC 5, mace; 5 HD, 27 HTK, AC 3, whip and sword. Two large metal urns contain:
1100 CP, 1300 SP, and 1 venomous scorpion each.

8 orcs, 1 HD, HTK 2,6,2,6,4,8,5,4, AC 6, swords and Battle‘a’xes. 1 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, sleep spell
and Hold portal; and his two followers Dale: Human fighter, level 1, HTK 6, AC 2, 2-handed sword; and
Garth: Human Magic User, level 1, 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, 10 GP each, | histdry text, 50 GP, 1 text on magic, 100
GP):; 1 deck of tarot cards, 1 scroll of protection magic. In a secret compartment in the lid is the key to the
chest in Room 14. ;

Loskow’s treasure room; 4 large locked Iron trunks 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 orcs, HD 2, HTK 12, 7, AC 5, swords and bows; control the raising and lowéring of the porticuluses 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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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 10 melee rounds, sometime 1-12 turns later.

Empty.

A huge locked chest with a poison class 5 needle trap is empty; however, in a depression beneath the chest is
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 assaulted by a nauseating stench (save vs poison or gag
for 1 melee round.); 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 orcs, AC 5,HD 1, HTK 5, 1, 1, swords and bows; are busily searching the room 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 ACHAEMENIAN PERSIANS

3060 Persian Archer 6 $ 296

3061 Persian Immortal 6 § 295,

3062 Persian Spearman 6 $ 295 3091 Roman Legionary Charging 6 $295 ANCIENT BYZANTINE

3063 . infantry of the Cadaces 6 $ 295 3092 Roman Legionary Chargingw/Sword 6 $ 295 3300 Late Byzanune Super Heavy

3064 Parsian Cavairy w/Lance 3 $295 3093 Roman Light Cavairyman 3 8295 infantry 6 $ 296
3066 Persian Cavatry w/Armor/Lance 3 $295 3094 German Guard Cavalry 3 §$295 3301 Late Byzantine Heavy Infantry 6 $ 295
3066 Persian Cavairy w/Armor/Lance 3 $295 3095 Moorish Light Cavairy 3 $295 3302 Peltast 6 S 3.95
ANCIENT ROMANS . 3006 sv""m"" Heavy Cavalry/Armored S 3303 Varangine Guardsman 6 S 295
3075 Legiona 8 9 orse 95 3304 Light Intantry w/Stal!f Shing 6 S 295
3076 Light Intantry 8 :;.9: FO priae i vk Aoy §'e a3 L intasing nchus 6 S 295
3077 Slhinger 6 $ 265 : . 3306 Light intentiy Crossbowman 6 $295
3078 Asiatic Archer 6 $ 2895 m g::::':"':‘h'(';:‘g.‘;:":m‘d 5 : : ;:: 3307 Light tntentty Javehinman 6 $ 295
3079 Barbarian Symmanchiarius 6 $295 0 e stk oo An “:": : 3308 Kaetanhiackion Lances 6 S 29
3080 Late Roman Legionarius 6§ 295 Charging fnoged 3§ 298 ::0: Kataphiackior Archer 6 $ 295
3081 Late Roman Light Infantry 6 8295 : ; = 10 Avai Light Cevahry 3 $295
3082 Byazantine Heavy Infantry 6 $ 296 101 Cl;::\‘:fmdl(omodﬂw/&mmm 38206 3NV Kibenophons 3 $295
3083 Byzantine Light Archer 6 $ 296 ! % 3312 Tk huequiar Cavahiy 3 $29
3084 Byzantine Crossbowman 6 $ 295 €3102 Clibananus/Kontos/Bow/Armored 3313 Thematic Heavy Covaliy L ancer 3 $29%
3085 Byzantine Javelinman 6 8205 Horse Charging 3 $295 3314 Thematic Heavy Cavalry Archer 38295
3086 Byazantine Light Archer 6 § 295 3103 Heavy Cavalryman 3 $296° 315 Nounan Auxiliery Cavalry 38295
3087 Palatina Auxiliary w/Spear 6 $ 295 3104 Medium Cavalryman 3 $285 3316 Pecheneq lneguler Cavaly 38295
3088 Palatina Auxiliary w/Bow 6 $ 205 3106 Light Cavalryman 38296

3089 Roman Legionary/1st Century/
Attacking
3090 Auxiliary/1st Century/Chain Mail

$ 285 36

$ 295
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Available from Judges Guild.
Games & Rules As Avajlable

Tokyo Express $10.00 Star Raider $6.00
Dungeon Designers Kit $6.50 Flying Tigers $6.00
Rift Trooper $8.00 Warriors of the Dark Star $13.00
Star War 2250 $10.00  Rhienubung $7.00
Space Combat With Miniature Ships Sink the Bismark
Mig Killers $8.00 Wargamer's Guide to the American :
Corsair $7.00  Revolution $3.95 DESIGNERS |
7th Cavalry $7.00  WRG Armor & Infantry Rules $5.00 ]
Gunslinger s $4.75 1950 - 1975 WORKSHOP

WRG Ancients Rules $5.00
Objective Atlanta $11.00 3000 BC to 1250 AD 203 North Street,
Fury in the West $10.00  WRG 16th & Early 17th Century Rules : Normal, lllinois 61761
Air Force $11.00 (1490 - 1660) $5.00 4
Shenandoah $10.00 1001 Characters is a complete 48 page booklet of pre-
pecline and Fall $15.00 ::ﬁ?g]‘;:e"g:‘t?ﬁg:" Wargaming ig:gg B] generated Traveller characters intended for use by the
Wizard's Aid $5.95 Friedland 1807 $8.00 referee or gamemaster during the course of Traveller
01d West Gunfight Rules $6.00 Battle va Britain $10.00 5 d
With figures acventues; . s
Swordplay $5.00  yiva $5.00 F | How often have you been running a situation, and

f P 6.00 > i

Samurai Wargame Rules B0 g is.so come upon a non-player character of some importance?
Greek Naval Warfare Rules $3.00  (uazar $12.00 | Ordinarily, generating that character can take some 5 or
tighter i ot 3109 10 minutes, and even then, he may have to be discarded as
Costal Warfare Rules $3.00  ee Warriors The Village $4.00 : : -

Wee Warriors The Vanquished Foe inappropriate. 1001 Characters offers a solutvon. to the
The Ironclad Era $3.00 $4.50 ‘ problem, simply because it presents so many different
LWS Modern Rules $3.00  yarriors of the Green Planet  $6.00 * :
English Civil War Rules $3.00  or of the Sky Galleons $5.50 5 characters. Separate sections cover each of the 6 character
American Civil War Rules $3.00 wissile Crisis $8.00 §4 service arms, with additional sections covering simple
Second World War Rules g.so Ogg;]?"dzmggugters cardsea‘ $3.00 ) thugs, cops and soldiers. If the single individual you ran-
Banzai ! .00 s el : = i
The Wargamer's Handbook $3.00  [ronclad Rules i domAly s_eiect is inappropriate, choose another, and still
Maze--Time Assassin $2.00  Naval Wargame Rules $3.00 ; no time is lost.
Elackic ver $4.00 Napoleonic Wars 4 Each character is listed with characteristics, age, cash,
38th Parallel $6.50 2‘:225‘;2{?6“;:{;? 18156 gg:gg 4 rank and skills. Each is ready to use immediately.
The War in Korea
Combat Moonbase $1.60 1ne Sorcers' Guild \ 1001 Characters, for Traveller
1944 wall $3.50 Dungeon Character Sheets $6.00 R

Miniatures Rules
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ROBERT GALLASCH LEVEL 2 3RD PLACE
Empty.

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

5 Orcs, HD 1, HTK 4, 3, 5, 3, 6, AC 6, war-hammers; are celebrating their finding 300 CP.

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 3

Lair of 14 wild dogs, AC 7, HD 1+1, HTK 9, 2,2,7,5,3,2,8,6,4,6, 6, 3, 8.

AUDITORIUM: lair of renegande Gnome Cheif Othar Flayfiend; level 5, HTK 27, AC 2, +1 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
level 4, HTK 12, AC 5, staff; gnome TH 1evel3 HTK 10 AC 6 sword. His 40 gnome Fighters, level 1, AC5,
short bows and M stars; are busﬂy feastmg at long oaken tables while Othar and his captains watch from the
“Throne” area. Agamst 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.

4 gnome Fighters, level 2, HTK 8, 7, 11 14, swords and light crossbows, AC 3, are sitting at a small table
playmg cards for a pot of 85CP, 128 SP, a non-magical dagger.Tthey are guardmg the private hoard of Othar
in Room 13.

In 3 locked chests with poison class No. 3 needle traps, are: 144CP, 128 SP, and 127 GP.

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 furnished room holds nothing--except a bag contain-
ing 400 GP and a Fochlucan Harp-which are stuffed under a pile of litter, forgotten.

Weapons room--43 daggers, 20 short swords, 5 long swords, 10 battle-axes, 18 light light crossbows, 5 short
bows, large quantities of arrows and quarles a +1 dagger, a +2 short bow, and 14 -2 cursed arrows lie within
also.

4 chests, locked, with poison class No. 5 spring loaded daggers contam 5250 CP, 700 SP, 125GP, and 2 gems

(685 GP 710 GP) o ,,;,;I (il WO
o £ : q ‘ : = l (é'

1 giant wolverine, AC 4, HD 4+1, HTK 28. hei=s = \eas\{o\)& -
"= lnnml \)‘,e O‘e&so\)‘—

Empty. T “"f“ ‘o 5 -

1 Ape, AC 6, HD 4+1, HTK 15; hoards 600 SP.

Empty.
Anyone entering this room has a 42% chance of confractmg a v1rulent strain of Yellow Fever (see supplement
BLACKMOOR) from the swarm of mosquitoes filling the room.

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

1 Cronk, AC S5, HD 4+1, HTK 17 (see Judges Guild issue No. 3, N).

An illusionary wall hides the presense of 3 giant spiders, AC 4, HD 4+4, HTK 22, 19, 17. Sticky webs criss-

cross the chamber. The spiders prefer to drop upon their v1ct1m as he blunders into a web. Their treasure
consists of 3000GP, and a scroll Protection: Lycanthropes.
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26- Empty.
27)

28) 2 Bandits, level 1, HTK 7, 1, AC 7, M-stars; 1 dwarf Fighter, level 2, HTK 15, AC 3, polearm, mace; | Monk,
level 3, HTK 12, AC 8, Sling/open-hand; 1 Berserk Fighter, level 3, HTK 24, AC 6, Battle-axe, mace; 1 Hu-
man Illusionist, level 5, HTK 12, AC 9, staff, dagger, spells (level 1: 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 “longev1ty”)

29). 30 Nites, AC 3 (9), MV 157, HTK 1 pip, bite for 1 point +paralization (save at +4); scurry about the room.
7 gems are scattered around the room ( 10GP, 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 1 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 commotion from Room 29 will attract nites from this room at a rate of 1-12 per melle round.

31) 7 starving wild dogs, AC 7, HD 1+1, HTK 2, 9, 8,76, 6, 8, 3, have been trapped in this room by the Nites 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

1, HTK 3, 4, 1, 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; count 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 on the bottom. The ‘“clerics’ screams echo about the
room and can be heard out in the passage-way.

ANCIENT CHINESE A SERVICE ESPECIALLY FOR FANTASY GAME JUDGES

4326  Chmew Spesimen
J326° Chinese Crossbowmen
3327 Chinese Halbuder
3328 Light intentry Archer
3329 luegular Ascher

3330 tueguier Javelinman

25MM MEDIEVAL & FANTASY
$ 295 Heritage

Wwwwoooooooo o
"
~

3331 Convict Javehinman $ 295 1400 Billman Advencing 6 § 296
3332 Chines: Heavy Cavalry $ 295 1401 Crossb Ittt Mat Ad " 6 $ 295
-3333 Heevy Cavaliy Crossbowman $ 295 1402 Peasant Bowmen Firing 6 $ 286
3334 Catephiacts $ 295 1403 Peasant w/Bill Attaching 6 $ 295
3335 Light Cavalry w/Bows $ 295 1408 Peasant w/Pole Siing 6 § 296 1432 Spearman/Pothenn Advancing 6 $ 295
1406 Dismounted Knight w/Masce & Bassinet 6 § 2.95 1433 Front(Rank(Bikuman wikullAumor
MEDIEVAL ARTILLERY 1406 Man-at-Arms w/Bassinet & Pole Axe 6 § 2.95 et g ; il e
4861 Whesled Bombard w/Crew $ 296 1407 Spearman Advancing 6§ 2895 s e eeiConr ol Fatk L
4862 Medieval Siege Gun & Crew $ 496 1408 Armored Longbowman w/Sword & 1436 melind" Swinging Claymore 6 $2985
4875 Medioval Ox Cart/attle Sides $ 496 Buckler 6§ 296 15 iR gnecima Frino a0 $ 298
ANCIENT ARTILLERY & WAR MACHINES ' 18007 end QunoroiWa tan Fiing s 200 1439 Swiss Pikeman Advasicing i
4883 Cubit Ballists w/Crew $ 196 1410 Man-at Arms, Polemace, Allaf'lnng 6 $ 29 1440 Swiss Halberdier Advancing oy ZA%
4864 10 Mina Oneger w/Crew $ 596 1414  Mounted Kiight w/Lance & Comparisoned N
4885  Persisn War Chariot $ 4.95 Horse 6 $ 296 1441  Armored Bowman w balades 6 $ 295
4866 S id War El ' $ 4.95 1416 Mguhnwd Man at Arms w/Lance > 1450 Mouglm Kright w. Lance
2 Iging (] 296 w/Compainoned Horse 3 $295
::: Darius miorxl:‘.il t : ::: 1416 Moufmd Crassbowman Fiing 6 $296 1451 Mounted Knght w Lance w Barded
<889 Nl' .tv"‘i; 4 le'l;!' $ 5.95 1425 Enwfsh Billman w.t eit Hat Advancing 6  § 2.95 Horse 3 §295
4870 Egyptisn "‘:m" s Chariot $ 4.96 1426 E'nqluh Bowman w/Felt Hat Fining 6 $ 295 1462  Mounted French Knghit w/l ance
4871 Egyptisn War Chariot $ 4.95 1427 Billman/Salades Attaching 6 § 295 Compatisoned Hors 3 $ 298
4872 Mittite Wat Chariot s "“ 1428 Knight w,Closed Hetinet & 1453  Mounted French Kiught wil ance
4874 Chinese 4 Horse Cheriot s 5‘95 War Hamine 6 $ 296 w/Baided Hoise 3 $ 265
4878 ent R T (12 men) s ‘:“ 1428 Man-at Atmis/Salsies & Pole Axes 6 $2985 1464 Mounted Gendarme Charging 3 $285
Ancient Romen Tusedo 1430 Crossbowman/Plate Anmor, 'Salade 6 $ 296 1466 Mounted German Kiught w, Aag
4874 Chiness 4 Horse Chariot $ 6.96 1431 Man-at-A Glatve
an-at-Arms wi/Glaive 6 § 296 Barded Horse 3 §$296
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I/R Miniatures As Available
s Heritage NAPOLEONETTES
K-810 Slave Dealer & Captive Woman (1/24 Scale, 75mm) $21.95 As Available 01d Guard As Available
F-9009 Sif, Goddess of Norse Mythology (1/24 Scale, 75mm) $15.00 S ok : Legions of the Petal Throne
2 suard Marching ... ... .. .. 1.98
Phoenix/Atlantis Miniatures As Available 2510 Line/Light Intantry Command . ..$2.75  Non Human
R T 2515  Guard Foot & Horse Crews. . .. .. $1.98 NH-1.Shen
AS Princess Philendra with Chair $8.50 2516 Horse Teams & Drivers ... ...... $1.98 NH-2 Ssu
A6 Handmaiden Holding Mirror $4.95 ol bl e DR R SU98" NH=3 Hlakd
A7 Pan $4.95 2519 8 PounderGuns. .............. $1.98 NH-4 Ahoggya
A8 Handmaiden applying Ointment $4.95 2520 10 Pounder Howitzer ... ....... $1.98  NH-5 Great Sro
A9 Panther $4.95 2522 24 Pounder Howitzer . ......... $1.98
e RS ICPASSRUTS. SEEE. . o iee e o e $249 Ppriest
Sanderson Miniatures As Available Sgsg ‘B"‘ B"“e'/(;{°"‘_"“":‘7‘é """" :sig P-1 Priest of Hr'ry
252 ne Lancer/Regiment 79. ... ... 2
SSA Lizard Man & Girl Captive With Base $11.95 2532 (‘uimssi::lrsL 41 $249 Tsol
3 2532 Cuirassiers................... ; yanu
SSBD  Sorceror & Girl $9.50 ; T-1 Command Group
.SSC3  Executioner With Axe (Trial Group) $5.50 : 2600 - RUIEs i e o s o i $198 T-2 Pikeman, Heavy
SSCID Evil Lord Seated -On A Throne (Trial Group) $9.50 . 2602 Highlanders Charging. . .. ....... $1.98 . T7-3 Archer, Heavy
SSC4  Court Jester $5.50 2605 Line Infantry Attacking ........ $1.98 T-4 Swordsman, Medium
SSD Male Hero Savfng Girl From Giant Snake $14.95 2606 Line Infantry Charging .. ....... $198 T-5 Officer
SSE The Rescue (Winged Hero Battling Monster to Save Winged Gir1)$29.95 2607 Fusilicrs Attacking ............ $1.98 T-6 Infantry, Medium
22; ;he S:c[r;lfﬁesi?égo 2009 Ritle/Light/Highlanders/Fusilier i
inge vil & Comauaniens . o s Sl s $2.75 Yan Kor
SSH Little Gremlin Devil $5.50 2610  Line/Guard Command. .. ....... $2.75 Y-1 Command Group
SSI The Throne (5 Figures & Elaborate Throne) $34.95 2011 Foot & Horse Artillery Crew. . . . . $1.98 Y-2 Pikeman, Heavy
SSJ The Sentence (3 Figures & Elaborate Base) $27.50 2016 10 Pounder Howitzer .......... $198 Y-3 Archer, Heavy
40 2627 Household Cavalry ............ $2.25 Y-4 Axeman, Medium
2628 lHousehold Cavalry Command....$2.25 Y-5 Swordsman, Medium
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4)
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7)
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9)

10)

ROBERT GALLASCH LEVEL 3 2ND PLACE
Empty.

5 Orcs, 1 HD, HTK 3, 2, 3,2, 7, AC 5, hand axes.

12 wild dogs, AC 7, HD 1+1, HTK 4, 4, 6, 4, 8,6,5,6,9,4,9,4.

2 Elves; 1 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 Evil, Control Light/Hear Truth. They
are searching the north wall for a sceret door. They are following a treasure map to Room 25.

Empty.

Rooms 6-9 are a thieves’ den; in addition to their normal weapons, each will have 1-6 throwing 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 5, 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: 1 leader, level 5, HTK 23, AC 7, +2 sword .

(a Vorpal blade-law, I-12, E-8, Telepathy, Detect Magic, Telekineses; the sword will only 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 potion 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 10’ x 3’ x 10’ deep pit filled with qulcksand

8 human thieves: 4 Lvl 1, HTK 1,1,3,2, AC7 with daggers and longbows; 3 Lvl 2, HTK 5,6,5, AC7 with
shortbows and flails; 1 leader, Lvl 3, HTK 8, AC7 with sword.

3 Harpies, 3HD, HTK 8,20,18, AC7; scattered amongst the remains of their victims are three gems worth
345GP, 885GP 50GP.

11-12) Empty

13)
14)

15)

an empty violet robe is lying on the floor.

5 Ogres, 4+1 HD, HTK 22,19,13,14,24, ACS have occupied an old prison area. Metal urns contain their
treasure of 5000GP, 4000SP, 4-10GP in gems, 1 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, AC5; drops upon those entering the cell. B-D) empty.
E) an emancipated human MU, Lvl 1, HTK 2, AC9 is shakled to the south wall.

4 Trogs (tJGJ 3 (N)), 3+1 HD, HTK 10,21,15,19, ACS with two-handed swords Stacked in the eastern
extension are small locked coffers contammg 650GP and 1250 EP.

16-17) Empty.

18)
19)

20)

2 Trogs, 3+1 HD, HTK 8,18, AC 5 with two-handed swords; they are recovering from a hangover.

2 Trolls, 6+6 HD, HTK 37,36, AC4 are arguing over which one should get the choice parts of a giant weasel
which is roasting over a small fire. An iron trunk contains their meager hoard of 1100CP, 2 100GP gems,
and 2 potions (Invulnerability, ESP)

3 Wights, 4+3 HD, HTK 17,18,30, ACS guarding a small coffer conta'ining a magic short sword (+1/+2 vs
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Lycanthropes) and a 50GP gem—which is, actually, a ‘gem-of-attacks-upbn-the-owner’.

21) asecret trapdoor in the center of the room leads to a rough tunnel 8’ below.

22-23) Empty.

24) 5 wolves, 2+2 HD, HTK10,7,7,3,4, AC7

25) a Dwarf Bard, Lvl 5, HTK 13, ACS with short sword and harp is being forcéd 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 of 27,000CP, 1,0008P, 11,000GP and 3 gems worth SOGP, S00GP and 1000GP

26) 10 Bugbears, 3+1 HD, HTK 13,16,13,12,15,14,14,8,18,7, ACS. In a huge locked chest are: 4500CP 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 19,10, AC6. - »

335 a pile of rusty chains is heaped in the SE corner. .

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

35) 7 wererats, 3+1 HD, HTK 13,10,19,13,18,21,15, 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, 1500GP & a scroll of
seven (7) clerical spells.

37) The ceiling of the room has been blasted. There is a 70% chance of a minor cave-in/turn (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 seated 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 into total darkness. By the time the party has a torch (or lantern)
relit, the room will be bare.

40) Empty.

41) 11 lizardmen, 241 HD, HTK 9,10,10,14,10,11,7,10,10,12,14, ACS5. A large chest contains their treasure
of 2600SP, 2100CP and 1 potion of water. breathing. The pool occupying the southern half of the chamber
is of cloudy green water, 40+ feet deep, leading down to the fourth level.

25MM RENAISSANCE 4626

R Pancerni 3 8§29
Hinchbite 4627 Polish Heavy Hussar 3 $295 :‘sz:::.m SLCLEET L
4600 Drabant Infantry w/Musket & Poleaxe 6 $ 2.96 G20 0K sn.’." 38296 7500  Derfthinger Battle Cruisers 2 $198
4601 Polish Intantry w/Musket & Poleaxe 6 $ 2.95 4629, Tuskisn Delliy 38285 7501 Sediits Battle Crussers 2 §198
R S 6 $ 295 4630 Turkish Light Cavalry ‘Akingi’ 3 $286 7502 Deutschiand Class Battleships 25198
4603 Palish Peasant Levy w/Musket 6 S 2:96 :gg; ;wkuh L-vur : (Bow &iSvand 3§29 7525 Tiger Class Battle Cruisers 2 §198
4604 Polls?} Guuq;mln w/Poleaxe 6 § 295 4633 R::::: N:z: m.;:::IVCoﬂ g : ;:: ;g;g :‘""09"0" Class Battleships 2 $198
4605 Turkish Janissary w/Musket 6 $ 295 4634 Russisn Horse Archer 3 $ 205 evenge Class Battleships 2 $198
4606  Turkish Janissary w/Arquebus 6 § 295 4635 Russian Horse Archer w/Mace 3s 2:95
4(?07 Turkish Janissary w/Bow 6 § 295 4636  Russian Heavy Cavalry 3§ 295
4608 Turkish Azab w/Bow & Spuar 6 $295 4637 Poiish Heavy Hustar Command e iic | DNSABINIELEET MRATES
4609 Turkish Azab w/Arquebus 6 $ 295 4638 Russian Noble Command Group 3 $ 285 7 1 :
4610 Turkish Azab w/Bow : 6 § 295 4639 Polish Winged Hussar 3 8286 7400 Captain Blood/allllcfl Cook/First Mate8 $ 2.96
4611 Turkish Fanatic w/Sword/Shield 6 $ 295 4640 Mounted Gendarmerie 38286 7401 Blunderbussers and Pikers 8 $ 206
4612 Russian Strelts: w/Musket/Axe 6 §$ 285 4641 Heavy Cavalry w/Visored Salot 3 $ 295 7402 Biack S:otl and BuccmmlP 8 : 2.96
o} ST L SEEE e Lt 3 iiw B SeTmudiwte 828
QTS “Rision F ot Cossass afhekasbun’ | 1618 2557 oD Lot Oy wiCrusshuon 3 $295 7405 woro Pustes snd Loy Prates | 8 295
e :‘“‘ ] e 4644  Swiss Heavy Pikemen 6 $ 295 7406 Gun Cr 8 8295

d Landsknechnt Pikemen 4 4645  Swiss Medium Pikermen 6 s 295 un Crewmen E
4617 Landsknechnt Arquebusier 6 § 285 4848 Landsknecht Crossbowmen 6 $ 208 7407 Ships Guns 3 $296
4618 Landsknechnt Halbardier 6 $ 295 4648 Mid-16th Century Reiter 3s 2"5
4619 Landsknechnt w/2-Handed Sword 6 $ 295 2
4620 Polish Command Group 6 $ 295
4621 Turkish Janissary Command 6 $ 296 42
4622 Russian Strelts Command Group 6 $ 295
4623 Landsknechnt Command Group 6 § 295
4624 Lithuanian Cossack 3 8§29
4625 Polish Dragoons 3§29
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RUSTY LAMONT LEVEL 1 (no prize)

This level is a huge store 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 for the treasure. 50% chance for
remains and treasure vs NCP (1-6 remains). It’s up to you DM’s where you want to affix some 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, 16-
2nd, 18-3rd). 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. Cess pools (pit toliets) and running water
from streams underground make for sure moldy comfort.
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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) Ocrel elly and Black Pudding.
5) 12 Crocodiles in water room. 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 (1-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 félling wood cage trap.
G)  Trip wire with 6 arrows.

H)  Snare.

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

1)) Water Pit 12’.

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

26MM CONFEDERALS

3 4330 CSA Intantty Recuiving 8 $ 295 4355 Caisson & Limber 2 $ 2985

i itage 4331 CSA Infantiy Chaiging 8 § 205 4356 Train (Dovers & Hiduns) 8§ 295
4332 CSA Infentry Charging 8 $ 295 4357 Mounted Horse Artitlery 3 $29%

4232 Dismounted Cavalry Hokling Horse 3 $2905 4336 CSA State Militia Detending 8 $ 296 4358 Union Artillery Ciew 6 $ 2956
4233 Union Infantry Colonely 3 $296 4336 CSA State Militia Advancing 8 §$ 295 4359 Confederate Artiliery Crew 6 $295
4234 ‘Mounted Contederate Intantry Colonels 3 $ 2.95 4337 CSA State Milita Fiing 8 § 295 4360 Horse Team 4 § 286
4300 Union Voluntoer Attacking 8 $ 295 4338 CSA State Militis Assaulting s 2-95 4361 20 Pounder Parrott Hitte & Limber 2 $295
4301 Union Voluntes: Advancing 8 § 296 4339 CSA State Militia Receving 8 s 2.96 4362 24 Pounder Howitzer & Limbe: 2 $ 295
4302 Union Voluntesr Assaulting T8 $ 295 4341 CSA Sharpshooters 8 s 2'% 4363 32 Pounder Howitlzer & Limber 2 $295
4303 Union Volunteer Detending 8 §$ 296 4342 CSA Infentry Comvnind 6 S 2'95 4364 4.5 Siege Hitle & Lunber 2 $295
4304 Union Volunteer Fiing 8 8296 4350 12 Pounder Napolson Gun & Limber 2§ 2'95 4365 Whitworth Gun & Limber 2 $295
4305 Union Volunteer Marching B $ 295 4351 10 Pounder Parrott Rifle & Limber 2s 2'95 4370 Zouaves/Kep: Attacking 8 $29
4306 Union Voluntes Receving 8 § 295 4352 12 Pounder Howrtzer & L unber 28 2'95 4371 Zouaves/Fez Defending 8 $ 295
4310 US Regular Advancing 8 $295 4363 3" Rufie & Lunbe: 2s 2:95 4372 Zouaves/Tuiban Advancing 8 $ 295
4311 US Regular Defenciing 8 $29 4354 6" Gun & Limber 2 $ 285 4380 15t Virginia Cavalry Swords 3 $295
4312 US Regulat Receviny 8 $ 285 4381 Confederate Cavaliy: Swords 3 $295
4314  ron Brigede Assaulting 8 $ 295 4382 US Cavaliy/Swords 3 $29
4315 Iron Brigade Firing 8 $ 295 4383 US Cavalry/Dismiounted 3 $295
4318 Berdan Sharpshootery 8 $ 295 4384  CSA Cavalry/Disniounted 3 $ 295
4319 US Intantry Command 6 $ 295 4385 US Cavalty/Cartnnes 3 8295
4325 Confederate Intantry Attacking 8 $ 295 4386 CSA Caviry/Shotguns 3 $295
4326 CSA Infantry Advancing 8 $ 295 45 4387 US Cavalry Command 3 $295
4327 CSA Infantry Assaulting 8 8§ 2905 4388 CSA Cavlary Command 3 $295
4328 CSA Infantry Detending 8 $ 295 4398 Generals J 8295
4329 CSA Infanuy Fing 8 $ 295 2 4399 Mounted Genurals 3 § 295
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RUSTY LAMONT LEVEL 2 (no prize)

Rooms of the charmed scientists equipped with a single bed, chest of drawers, and a small writing desk. The
priests have been charmed/gead and work for free. They carry Rolling Balls of Fire (magical, 17 in diameter,
only useable with the special gloves, carried in a pouch on the gloves, 6 six-sided dice of damage, check hit
location, 127 Range). One of the scientists has become uncharmed in room 10 and has smuggled 450 GP
which are hidden under mattress. : :

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.

Library with hundreds of volumes, tomes, notes, etc., in the scientists special code (in room 16):

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 30 sealed glass cages that 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 houﬁd V) Rakshasa

2 Boars W) Chimera

Carrion Crawler/Centipede X)  Ogre Mage/Grizzly Bear
Manes | Y) Umber hulk

Quasit | 7) - Wight/Sylph
Paleoscincus/Triceratops AA) Peryton

Gas sbore/Beholder ‘ BB) Ore/Goblin
Elfin/Stone Giant CcO) Stirge/Giant Wasp

2 Bug bears (dead) DD) - Owl Bear

/ denotes cross between.

O - 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 hungry, chained to the wall.

Conference room with cloak room and table for visitors and scientists. 2 cloaks inside - one plain, the other
raised strength +1 for 4 turns when it will automatically catch fire.
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1)

2)

3)

4)

)

6)

7).

8)
9)

10-
11)

RUSTY LAMONT LEVEL 3 (no prize)

King Mage Elexus, Half-EIf who is an artist for the gods. Blessed by Ramanas (see room 5), Elexus is a 20th
level fighter and a 20th level mage who has extraordinary artistic talent. He has constant charm person be-
cause his Charisma is a 27.

Treasure Vault - A collection of golden goblets, 10.0,000 GP, 10,000 GP, 40,000 Copper, 20,000 silver, 520
mithril bars (15,000 GP), 8,000 electrum, 100,000 in jewels. To get in, one must turn the door knob on the
second door clock-wise or else be shocked. Then turn the carved lion’s head on the door counter ways.

Throne room 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 spmted) 2 guards in
each corner.

King’s bed chamber. Spread embroidered in platinum thread worth 12,000 GP but induces sleep upon sight.
(clothes, books, etc.)

The dead prince’s old room. Same spread on bed and assorted dusty garbage.

Temple to the god of Beauty and Art, Ramanas Statue plated with 10,000 GP worth of adamite is lead filled.
10’ tall x 6’ broad x 4’ wide.

Feasting hall for King, cloak rack filled with plain clothes.

Kitchen.

Grain and dry goods storage.

Meat locker (O degrees F.) .

Crypts of dead queen and Prince, stone coffins covered by quilts of death - anyoneilookir‘lg on them will have
to save vs death, 500 GP in value each. The bodies are vacuum sealed and covered by 150, 000 copper. Walls

inlaid with gold, nio electricity.

Lion-Man Guards, STR 18, IQ 15, DEX 19, CHR 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) maintenance men who work on all levels.
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RUSTY LAMONT LEVEL 4 3RD PLACE

1) Sculpture Room - sculptures are activated by touch. v /t/%

Material in room:

1) Onyx 6) Platinum
2) Alabaster 7) Gold
3) Adamite 8) Silver
4) Mithril 9) Copper
5) Electrum 10) Plaster
South 60’ of wall is stacked storage for materials.

- Sculptures: : : ;
1) Iron Golem Sculpture 7) Insanity Mobiles
2) Flesh Golem Sculpture 8) Blessings Bestowed Mobiles
3) Stone Golem Sculpture 9) Curses Given Mobiles
4)  Clay Golem Sculpture 10) Flaming Mobiles
S) Shouting Sculpture (deafen hearers) 11) Recite Verse
6) Beauty Sculpture (charm) 12) Pointing Statue

2) Painting Room (murals are enterable)
South wall - Desert mural. _
West wall - Jungle mural e
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’s and, when missed, take
1 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.

DUNGEON LEVEL 4
Rusty Lamont

3)  Was astore room but has been painted to

become a bottomless pit after entering.

4) Two non-living stone golems for fright.
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RUSTY LAMONT LEVEL § (no prize)

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

2) Meat storage - O degrees F.

3) Dry goods storage.

4) Kitchen. A

2 AE] TN ~

5) Feasting hall for soldiers.

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
jewels, 50,000 uncut gems, piles of steel, adamite (10,000 GP worth).

8) Jewellers (tables, tools, etc.), 6 lion/human 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 Sth level. :

7) Political Prisoner - Elven Queen.

10) This is a last ditch defense to ward off attack. When all is lost, this iron door 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 STORY NEW FROM ATLANTIC

Buffalo Hunting 1101 Buffalo Hunting NEW! PLASTIC HO SCALE. F IGURES

1001
1520%0‘ ; lﬁ 1002 Buffalo Bill 1102 Buffalo Bill : GREAT DETAIL- EASY TO PAINT
; I 1 1003 Geronimo and the Apache 1103 Geronimo and the Apache
1004 7th Cavalry 1104 7th Cavalry
COLOSSG( )( F ] 1005 Davy Crockett 1105 Davy Crockett 1801 - 1807 $.59 per pack
: ' 1006 Apache Camp 1106 Apache Camp

1007  uU.S. Camp 1107 U.S. Camp s : : o
ROMAN COLESSEUM 1008 Kit Carson 1108 Kit Carson - -- 1t tigures per box §.
190 pieges with 5:312220332522 1009 Sioux Sitting Bull 1109  Sioux Sitting Bull 1101 - 1114 -- 4? tigures per box $1.00
construction, and easy to read 1010 Gold Rush : 1110 Gold Rush 1050 - 1053 -- $2.5U per box
directions. 24" x 5"high. 1011 General Custer 1111 General Custer

1012 Sioux Camp 1112 Sioux Camp

1013 Stampede 1113 Stampede

1014 Outlaws 1114 Outlaws

1050 Abeline West City

151‘-“BE[K WA“ %gg; ;“.’g;ezﬂgyusrggzier Fort 1501 At the Pharoh's Court 2.50 :
. 9 1502 The Egyptian Army 2.50 1515 Roman Legion 2.50

FlE[T 053 “Gatling Gun 1503 The Egyptian Cavalry 2.50 }g}? g?‘“ﬂ” Cavalry 2.50
1504 The Sphinx 9.00 adiators &
ANCIENT CIVILIZATIONS 1507 The Pharoh's Palace  30.00 e Christians 2.50
1508 Greek Life in the 518 Roman War
1801 At the Ph§roh's Court Acropolis 2.50 Machines 15.00
GREEK WARFLEET 1514 $30.00 1802 The Egyptian Cavalry 1509 The Greek Army 2.50 1519 Roman Catapults 15.00
326 pieces w/snap together 1803 The Egyptian Army 1510 The Greek Cavalry 2.50 1809 Roman Legion .59
construction. 2 complete war- 1804 Greek Life in the Acropolis 1511 The Trojan Army 2.50 1810 Roman Cavalry .59
ships, sails, oars, and rig- 1805 The Greek Army 1512 Ulysses' Legend 9.00 1811 Roman Cavalry .59
ging. Approximatly 84 greek 1806 The Greek Cavalry 1513 Ulysses' Artifice: 1812 Gladiators &
figures included. 16" long. 1807 The Greek Cavalry The Horse 9.00 Christians .59
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DUNGEON LEVEL 6

Rusty Lamont

stardsie : 3000

Fedgnstion Siseflset

SO 1 Intude 1 o

Purguit
8hips

[T
e s ”

SUI P e fe

bstilscruissrs

“Capn

SOT Ay b Escont Crurier

ki w0

SD O “Orion claw 1wy ¢

10

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

Alpha Omega.

The Stardate:3000 ™ series is & complete line ol witerstelian warshups of the 1oL 100 distent
future. They can be used with the names e desgiialions yirovaiud e e kil OF they can be
redesignated sppropriately for the varous gemes thiey car i uant will

In sddition 10 the standard line of werships Ihe secies i offer s st dipol Lant DOVt 1N
science fiction wargaming - a “Design it-yowrse!f' utiun tur buth Inendly aid alien vessets. With
the axd of conversion kits, the would be starioid can tedesiy: madify  stid combing the exsting
3hips into New 3izes, shapes, 8nd designs.

Alien Staeflget

sxpe

SD 4 Aben Banshee scout (6)

S

SO 10 Alwn Sadi  (less Destioyer 121

SD5 Alerr

SD-12 Alen “Muarh’ class Battle Cruiser (1)

SO 13 Alien “"Merak'" ctass Heavy Battle Cruiser (1)
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$3.50 per pack (quantity cach shown)
“ SD-1 - “Intrudes” D Scout (2)
VoL nireear (4) SD-2 *Vigilante' HIC Interceptor (6)
SD-3 Phantom’ VH Assault Ship (4)
SD-4 Alien ‘Banshee' Scout (0)
S-S Alien “Vampire' Intereeptor (4)
SD-6 ‘*Draco’ Class Destroyer (2)
SD-7 ‘*Aries’ Ckess bscort Cruiser (1)

SD-8 ‘Perscus’ Class Cruiser (1)
SD-9 ‘Orion’ Cluss Heavy Cruiser (1)*
SD-10 Alien *Sadr’ Class Destroyer (2)

SO 11 Alien “Pherdos * class Escort Cruiser (2}

SD-11 Alien ‘Phardos’ Escort CA (1)
SD-12 Alien *Murazh’ Battle CA (1)
SD-13 Alien ‘Merak’ tivy Battle CA (1)
SD-14 Small Movement Stands (9)
SD-15 Large Movement Stands (6)
9065 Scorpious & Pegasus

9066 Alicn Antares & Sirus

9067 Federation Fighter Craft

9068 Alicn Fighter Craft

*‘Orion’ Class is $4.50 cach



WHAT IS A BOOTY LIST?

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

MINIMUM ORDERS

Minumum order for games, rules and aids is $2.00.
Minimum order for any .order that includes miniatures
is $10.00, however, other items may be ordered in ad-
dition to the miniatures to make the $10.00 minimum.
POSTAGE CHARGES

The following is for orders other than subscriptions
(see section on Subs for their postal charges). There is
no postal charge for U.S., Canada, APO and FPO, Ex-
ception: Frazetta prints require a $1.00 per order pos-
tal charge (up through 6 posters).

FOREIGN: Foreign orders will be sent surface mail
unless the following Foreign Air Mail surcharge is added-
you must include $3.00 of postage for §5.00 of mer-
-.chandise ordered--we will refund any excess postage
(for example: an order totalling $14.99 would require
$6.00 additional postage).

TAX

Orders from Illinois must include 5% sales tax on all
items except subscriptions and magazines.
SUBSCRIPTION ITEMS VS NON-SUBSCRIPTION
ITEMS :

Subscription items are items originally sent out as part
of the Guildmember subscription. Non-subscription
items are optional and must be ordered seperately ; also
subs may not be back dated. Issues become back issues
as they are published. Subscribers to the Journal re-
ceive only the Journal. Guildmembers receive the Jour-
nal and fantasy material (including guideline booklets
and/or maps. -

BACK ORDERS

Rule books, games and aids will be back ordered if
out of stock and we are expecting more in soon. Mini-
atures will be back ordered only if the 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 future order, or a cash refund will be issued
if requested.

DISCONTINUED ITEMS

Certain items have been discontinued; and their num-
bers will not appear below when no longer available.
JUDGES GUILD FANTASY GAME AIDS

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

PAYMENT

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

PRICES MAY CHANGE

Prices of other manufacturers’ products may change
without notice.

Send to: JUDGES GUILD

1165 N. University

Decatur, IL. 62526

Guildmember Guildmember
[ssues Subscription Resubscription

6 issues/1 yr. $12.00 $11.00

12 issues/2 yrs. $24.00 $20.00
18 issues/3 yrs. $33.00 $29.00

LIFETIME GUILDMEMBER SUBSCRIPTION §70.00

JUDGES GUILD MASTER LIST
We pay postage on domestic orders!

1)
2)

34 x 44> City Map. $4.50 (4 sections).

DUNGEON TAC CARDS - $3.95. Weapon and
action cards (140) showing Greyhawk and:
Chainmail “‘to Hit” scores and stats (originally
as part of Basic Sub.)

4) 1 22” CITY STATE PLAYERS MAP - 50¢

9) e e A

MAP-50¢A

GUIDE TO THE CITY STATE - $3.50. 56 pages
of more NCP’s and guidelines.

SMALL CITY STATE JUDGES

10)

12) CITY STATE 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 Ist issue). As available.
13) DELUXE FANTASY PACKAGE - $18.95.
[tem 12 plus D&D plus Multisided dice set.
14) READY REF BOOK - $2.99. 56 pages (in book-
let form) of guidelines and RR charts from the
first six Guildmember issues.

17') THUNDERHOLD INSTALLMENT - $3.00..As
available. S ‘

CAMPAIGN INSTALLMENT. - $4.50. As avail-
.able.

NEWSLETTERS 1, J, and K. All for 25¢.
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22)

27)

28)

30)

33)
34)

36)

37)

38)

39)

40)

41)

42)

43)

44)

45)

NEWSLETTER L - 30¢ (4 pages).

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.

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 (originally part of Associate Sub).

117 x 17 REDUCED JUDGE’S MAP OF TEGEL
MANOR AND AREA - 75¢.

NEWSLETTER M - 60¢ (8 pages).
MODRON INSTALLMENT - §$3.50.

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

FIRST FANTASY CAMPAIGN by Dave
Arneson. $7.98 A 92 page book and large wild-
erness 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.

JUDGE’S FIRST FANTASY CAMPAIGN MAP -
$1.50. 17” x 22” map.

PLAYER’S FIRST FANTASY CAMPAIGN MAP
$1.50. 17 x 22 map.

JUDGES GUILD T-SHIRT - $3.75. Adult sizes -
S,M, L, XL.

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

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

BARBARIAN ALTANIS/GLOW WORM
STEPPES ISSUE N - §5.50.

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 feature.
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46x4) WILDERLANDS HEX SHEETS - $3.00. Four

46)

47)

48)

49)

50)

51)
52)

53)

54)

55)

56)
60)

61)

62)

177 x 22” numbered hex grid sheets (printed
both sides for a total of 8 hex grids) for use in
mapping new wilderlands.

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.

CAMPAIGN HEXAGON SYSTEM - $2.50. A
bookMt 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)
8% x 117,

WILDERLANDS OF HIGH FANTASY - $§8.50.
Combines five different 17 x22” maps (with 1
each for Judge and Players) plus two 16 page
guidelines booklets on villages and campaign
guidelines (originally issues 2, 5, and 6).

VALON/TARANTIS ISSUE O - §5.50.

WILDERLANDS CAMPAIGN MAP - §$1.50.
From issue O, 17” x 22 map, specify which
you want,Judges or Players.Printed on both sides.

JUDGES GUILD JOURNAL O - 80¢.

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

JUDGES GUILD JOURNAL P - 80¢.

THIEVES OF BADABASKOR ISSUE - $3.50.
Includes Jounal 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.

JUDGES GUILD JOURNAL Q - 80¢.

CASTLE BOOK I - $2.75. Includes over 40 cas-,
tles on numbered hex sheets. Contains rules for
random leader generation, garrisons and siege
equipment, and more.

ISLAND BOOK I - $2.75. Contains over 40 is-
lands on numbered hex grids. Rules for random
inhabitants, 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)

64)

65)

66)

67)

68)

69)

70)

71)

)

75)

76)

77)

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.

JUDGES GUILD JOURNAL S - 80¢.

ISSUE S - $3.50. Includes Citadel of fire and
Journal S.

SEA STEEDS & WAVE RIDERS - $6.50. Two
sheets ( 28% x 22%) of 20 different ships, small
craft, and equipment ranging from dugout canoes
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. :

THE FANTASTIC WILDERLANDS BEYOND -
$8.00. The wilderlands maps of Lenap, Elaphand
lands, Desert Lands, and Sea of Five Winds. 17”
x 22" with Players and Judges map, with villages,
castles, etc.; plus a 32 page booklet on villages
and campaign guidelines.

WAR CRY AND BATTLE LUST - $4.00. A 32
page set of miniature 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.

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

JUDGES GUILD JOURNAL T - 80¢.

FRONTIER FORTS OF KELNORE - $3.00. A
32 page booklet that takes you through a fantas-
tic frontier fort. -

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

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.

THE DRAGON CROWN - §1.75. A collectors
edition of the pacific encounters contest dungeon.
16 page booklet, 1 dungeon level.

| 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

1)

2)

3)

4)

5)

6)

7)

8)

9)

10)

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”.

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”’. .

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”’.

MODRON ISSUE -1$3.50. A town map and an
underwater map with descriptions of town in-
habitants and guidelines on magic statues and
resurrection results. “L”’.

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

VALON/TARANTIS CAMPAIGN ISSUE-
$5.50.- 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,
et 0 ’

THIEVES OF BADABASKOR ISSUE - $3.50.
A 32 page booklet, based on a fortress adventure
complete with 5 advanced dungeon levels. “P”

GENCON IX DUNGEONS - $4.00. A 32 page
booklet detailing both the preliminary and final
rounds of the tournament dungeons used at the
Lake Geneva ,Con 1976. With JG Journal “Q”

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”.

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. D 1817 SARUMAN'S oM s vl shiclds, 2 different (S total).. $2.95
A 3 2 page booklet that takes you through a 1818 SARUMAN'S GUARD - Guard Orc Chief1ain, Standard, Drummer, Hom...$2.95

I . ; 1819 SARUMAN'S GUARD - Guard Orcs with War Hammers, 2 different (S total) ..52.95
fantastic frontier fort. Included with Journal 1620 SARUMAN'S GUARD - Guard Orcs with two-handed axes, 2 different (S to1al)...$2.95
i

1821 SARUMAN'S GUARD - Guard Orcs with spears, 2 different«(S 1otal)...$2.95

1825 SARUMAN'S URAK-HAI ORCS OF THE WHITE HAND - Orcs with scaling L 4ders in
26 o somring with 12dder and 1 Orc climbing ladder...$3.95

1627 SARUMAN'S FORCES - Half-Orc Casualties, 2 different (5 1otal)...52.95
1828 SARUMAN'S URAK-HAI ORCS OF THE WHITE HAND - Orc Battering Ram: with 4 Orcs...$6 95
1829 BATTLEFIELD DEBRIS - 52.95

booklet- containing the collecters edition of the
pacific encounters contest dungeon. Journal is-
sue U included.

1842 DLW ARVES OF THE IRON HILLS - Dwarves with mattocks, 2 different (6 total)...$2.95
1843 DWARVES OF THE IRON HILLS - Duarves with axes, 2 different (6 total) .$2 95
1844 DWARVES OF THE IRON HILLS - Dwarves with spears, 2 different (6 total). .$2.95

‘ =]
1 2) DRAGON CROWN ISSUE ] $ 3 : 5 O- A 1 6 page B 1826 SARUMAN'S URAK-HA] ORCS OF THE WHITE HAND - Orc Casualties, 2 dlera;".l (5 tot21)..52 95
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MINIATURES FRANK

S—
BASED ON THE WORKS OF J.R.R. TOLKIEN ‘ ‘
LORD OF THE RINGS 75mm PERSONALITIES A ‘

1875 GANDALF THE WIZARD...$10.95
1876 FRODO THE HOBBIT...$7.95

1877 GIMLI THE DWARF..$9.95 <
1879 BOROMIR - DUNADAN OF GONDOR...$10.9§ POS I E R S
LORD OF THE RINGS DIORAMA SETS (25mm scale)
$400 INCLUDE
1710 GOLLUM CAPTURED - Gollum on ENf sope, Frodo, Sam, terrain...$2.95
= ; ¢ $1 POSTAGE ON
1716 CONFRONTATION OF GANDALF AND SARUMAN - Gandalf, Saruman, tower accessories...$2.95
SIX OR LESS

For those wishing to expand their dioramas, the following figure sets offer unlimited possitilities!
LORD OF THE RINGS FIGURE SETS (25mm scale)

1750 THE FELLOWSHIP - Gandalf, Frodo the Hobbit, Sam the Hobbit, Merry the Hobbit, Giinli the Dmarf, Legalas the ENf, 2
Boromir - Dumdln:fnG‘ondo'on‘:xgotm:Snidu) Lost King of the Dunedain plus G<Tum...$6 95 $ TO ?03TA?E08HARGED ON ORDE§S OF SEVEN OR MORE POSTERS!
1751 SERVANTS OF SAURON - Mounted Lord of the Nazgul, 4 mounted Nazgul, and 4 &imcunted Nazgal (ring-  -1ths) nclude 1.00 postage on orders of 6 or less.
$9.95 s
1752 HOBBIT TOWNSFOLK - 4 different (8 total)...$2.95 t“?hzogﬁfgsgﬂékgi? 2': I?Eniottg‘z‘[:f BOOKS !
etta
1754 MOBBIT BOUNDERS - 4 difTerent (8 total)...$2.95 Book 1, 42 plates, most in color. 7.95
1755 HOBBIT SHERITF COMMAND SET - 2 Sheriffs, 2 Standards and Horns...$2.95 : Book 2, 39 plates, most in color: 7.95

1756 BARROW-WIGHTS - 2 diferent (S 10tal)...$2.95 Book 3, 35 plates, moest in color. 7.95

ll7$7 BARROW-WIGHT BURIAL MOUNDS - 2 burial mounds...$2.95
JE0STROFLS DEN ORI 2ol 31 2 PLEASE STATE NAME AND PRINT NUMBER!

000 DI0IDMOOImeod 00 OIIm

1761 BLACK URUK-HAI ORCS OF THE MINES OF MORIA COMMAND SET - Orc Chieftain, Orc with hom, Ote s:5- 2rd,
Orc drummer...$2.95
1762 BLACK URUK-HAI ORCS OF THE MINES OF MORIA - Orcs with scimitars, 2 differcnt (S tctab). $2.95
1763 BLACK URUK-HAI.ORCS OF THE MINES OF MORIA - Orcs with spears, 2 different (5 10111)..52.95 #5 Wolfmoon
1764 BLACK URUK-HAI ORCS OF THE MINES OF MORIA - Orcs with bows, 2 diffetent (S t0val)...$2.95 #6 Sorceror
#7 Wolfman
1768 ELVES OF LOTHLORIEN - EIf Archers, 2 different (5 total)...$2.95 #8 Neanderthal
1769 ELVES OI' LOTHLORIEN - Elves with spears, 2 different (S total)...$2.95 ;?0 ge?dm"“e"
; iderman
1776 MI'N OI' ROHAN PERSONALITY SET - King Theoden and Guthlaf the Banner-bearer mounted...$2.95 #12 G?‘een Death
1778 MEN OF ROHAN - Hama (Commander of the King's Guard) and Standasd Bearer mourited...$2.95 :}Z ;2: ﬁ;;;;‘li tion
1779 MEN OF ROHAN - Kings Guard mounted (2 total)...$2.95 : 215 The Belsarker
#17  Snow Giants
1781 ROHIRRIM - 2 Men of Rohan mounted with spears...$2.95 : #19 Woman With A Scythe
#20 Tyra
1783 ROMIRRIM - 2 Men of Rohan mountéd with swords ind shields...$2.95 #21 E;ypz?:;ag:::nREX
#22  Sun Goddess
1785 MILN OI' ROHAN - King's Guard dismounted with swords, 2 different (S 1otal)...$2 9% #23 Atlantis
1788 ROHIRRIM - Archiers, 2 different (S 101al)...82.95 1 :g? g;;:'e,rD::;glor
1789 ROHIRRIM - Spcarmen, 2 different (S total)...$2.95 . #35 At The Earths Core
1790 ROHIRRIM - Swardsuen, 2 different (S 1o01al)...82.95 : #38 Savage Pe] ] UCidﬂY‘
1791 ROHIRRIM - Axemen. 2 different (S 1012])...82.95 . #39 Chained
1792 ROHIRRIM - Mounted Casualties (2 101a1)...$2.95 #42  Sea Witch
E 1797 SARUMAN'S | ORCES - Dunlending Warriors with clubs, 2 diffesent (S 10tal).. $2 9§ z:z 5;}\,’;23 ??é;ﬁllegack
1798 SARUMAN'S FORCES - Dunlending Berserkers with swords and axes. 2 different (4 total) $2.95 #45 Pony Tail
1799 SARUMAN'S } ORCES - Dunlending Aschers, 2 diffesent (S tota))...$2.95 #46  Stranded
1600 SARUMAN'S FORCES - Dunlenders with axes, 2 different (S total)...$2.95 #48  Moonmaid
#52  Norsemen
D 1803 SARUMAN'S URAK-HAI ORCS OF THE WHITE HAND - Higher Orc ‘nounted (2 total). $2.95 #53  Escape on Venus
1804 SARUMAN'S URAK-HA1 ORCS OF THE WHITE HAND - Chieftain, Standasd, Diu suct, Hozriet, $2.98 #54  Princess of Mars
E] 1805 SARUMAN'S URAK-HAI ORCS OF THE WHITE HAND - Otc War Drum on Wayon, Druix Beater, 2 O:cs pulling #55  John Carter and the Savage Apes of Mars
flarco: 8493 #56  Thuvia, Maid of Mars :
E 1898 SARUMAN'S URAK - HAI ORCS OF THE WHITE HAND - Orc Spearmen, 2 &\ffcimnt (S to12l) 3295 ~ #57  Mad King
1609 SARUMAN’S URAK-HAI ORCS OF THE WHITE HAND - Orcs with polearms, 2 ¢iffc:ent ($ 10tal) $2.95 #58  Gulliver of Mars
1810 SARUMAN'S URAK-HAI ORCS OF THE WHITE HAND - Orcs with axes, 2 different (8 total)...32 35 #60  Against the Gods
1811 SARUMAN'S URAK-HAI ORCS OF THE WHITE HAND - Orcs with clubs, 2 diffcsent (5 total)...$2.95 #63  Ghoul Queen
1812 SARUMAN'S FORCES - Half-Orc Chieftain, Standard Bearer, Horn, Drummer...$2.95 #66  Downward to Earth
1813 SARUMAN'S FORCES - Half-Orc Spearmen, 2 different (S total)...$2.95 #68  The Huntress
1814 SARUMAN'S FORCES - Half-Orc Archers, 2 different (S total)...$2.95 #69  Dark Kingdom
#80  Rogue Roman

54
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miniatures

401 Japanese Monk (3) ... ... $2.29
402 Samurai Swordsman (3) ...... ...l $2.95
502 The Great Fellowship(9) ............. $6.95
507 The Rainbow Wizard (1). ............. $1.98
508 Grey Wizard mounted (1) . ............ $2.49
509 The Brown Druid (1). .. ..........v0 $1.98
5§13 Goblins- axesspears (5). .. .. ......ovonn $2.49
514 Goblins- Bows Shields (5)............. $2.49
515 Goblin command group (5). ........... $295
S160ld WillowMan (1), . .......cvvvunnes $1.98
518 Wolfriders- axes swords (4) . ........... $1.98
519 Woltriders- bows spears (4) . . .......... $1.98
§20 Woltrider Command Group (4). ........ $1.98
521 Gondor Citadel Guard (4) . .. ... ovvvvns $1.98
5§22 The Nightwraith (1) . ..o enn $1.98
523 Mounted Nightwraith (1) .............52.49
524 Low Orcan Command Group (3). . ...... $2:29

525 Low Orcan Archers (5) . ........
529 Low Orcan with Scimitar (5). .. ..

530 Low Orcan Variety Pack (5). .......... ;2.29
531 Goblin King & Bodyguard (3)..........$2.95
532 Hobgoblin Bodyguard 3). .., .........$249
5§35 Orcan Archers (3) .. .. ...oovieieenn $2.29
536 Qrean Axmen(2) ....ooiei e $2.29
S40 Bridge Troll (1). . .......oovievunn e $1.69
541 Sleeping Orc (3) ... ovvvvivneennns $2.49
542 Duncing Orcs () « < - swafivs Som s vivssle $2.95
543 Brawling Ores (2) .. .ovvvennnnnns $295
609Griffon (1) ..ot $2.95
610 Manticore (1) .. .. ..oovvvievianvnsns $7.95
611 Wyvern (1) .ovvvnnniieneneeenenns $5.95
613:Sphinx (1).« v viovimnouvaineevovianss $2.95
614 Myrmidon (2). ... ooviiiieiiii $2:29
645 Baby Dragon (1) ... ...oovvvnnnennn $1.98
701 Cimmgrian & She-Deyil (2) . ..o......... $1.69
702 Barbarian Giant and theif (2) ......... .$249
703 Barbarian Duck & Duckwoman (2)...... $295
705 Disgusting dungeon nasties (4) . ........ $1.98 .
706 More Dungeon Nasties (4). ... .ooonnnn $295
707 Still more dungeon Nasties(4) ......... $2.95
708 Again Dungeon Nasties (4) ............ $2.49
709 Bride of Nasties (4). . .......oooveennn $3.49
710 Sonof Nasties(4) .. .........oovvnnn $1.98
711 Dungeon Nasties Baby Sister (4). ....... $3.49
720 Dracula & Vampire wife (2) ........... $2.49
723 BiRfoOt (F) s o siaiice s 4 i sl eiaers

724 Superheros (3). .. ...

726 Madame Star of Horseback ............

728 Madame Star of the Sorceress . . ....

730 Cimmerian King Riding. .. ........

731 Dungeon Adventeress Group (5)

736 Mentat The Magnificant (2). . ..........

741 Sinbad Ducks (2). . . ... $1.69
750 Dungeon Donkeys (1). . ........oovne. $295
755 Bearowls (2). .. oo $2.49
757 Eleven-Eyed Floaters (2) $2.29
758 GiantBats (2). .. ... oi i i $2.29
760 Rust Eaters (3) .. .....ovvnvnnnnnneen $1.98
761 Rotting Crawlers (2) . .. ....oovvvnnnen $1.98
20CCul

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

Superhero 2044 §$7.00 Create a
superhero 1ike Superman, Spider-
man, Batman, etc. to battle the
forces of the 21st Century.

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

Star Command $5.00 Tactical
evel rules.

Space Patrol $5.00 Extensive
Sci-Fi role-playing booklet with
an accent on adventures on alien

planets. Includes roll-your-own
charts.

STAR TREK SHIP MINIATURES

Dreadnought $2.50
Cruiser $1.98
Destroyer $1.98
Scout $1.98

Romulan & Tholian $2.50
Klingon $2.50

763 Werebears(2) .. ...o.oovn ..8198
764Bugbears(2) . ...... ...l $2.29
765 Ochres/Shamblers (4) . . .............. $1.98
766 Rope-Monsters (1). ... ............... $1.98
768 Giant Rats (3). ..o ovvvveneeonoien s 32.29
769 Giant Boring Beetle (2)............... $1.98
770 Stag Beetle (2). . .................... $1.98
771 Giant Snuke (3). . ... ..o $1.98
772 Lizard Man (4) ... .. $2.29
T3 0greWizard (1) ..ol $1.98
774 Giant Lizards(2). ........ ... .. .... $1.98
775 AmberBulk (1). ............. ... ... $1.98
776 Weretigers (3). ... ... ... 329§
777 Skeletons (3). .. ... i $229
778Wolfmen(3) . ...l $2.29
779 Wereboar (3). ....oovvveii i $3.49
781 SeaDemons(2). ...l $295
782Throons (1). ............. ... . 8249
T8I Pheaib (1) o oo son i viimn o afinin 24198
784 Deodanths (2)...................... $2.49
T8SWobras (3). . vvoovieiniiie 3293
798 Sharkadillo (1) . .................... $3.49
800 Sredni Vashtar (1). ................. $14.95
803 Wind Children (2). .................. %295
804 Dragonewt Priest (3). ................ $2.29
805 Dragonnewt on Demibird (1) . ... .. ... 5198
807 Dragonewt on Demi-Bird (3). . ... .. b )
809 lronhoof (1) . .......covvnnnn o828

811 Herrek the Berserk & Gunda the Guilty (2)82.29
812 Jar-el Razorell & Beat-Pot Aclwnn (2) . .. $2.29

813 Delecti the Necromancer (1). .. ........ $198
814 Masterof Fire (1) ................... $1.98
817 Grazelander Shaman (1) . ....... ...... $2.29
818 Lampressae (3) . .................. .. $2.29
822 Centaurs/Club & Bow (2) . ...... . ..... $2.95
824 Ironhoof™s Bodyguards (2) ............ $295
825 Nomad Goddesses (3) . . ............ .. $4.95
826 Morning Star (1) . . .................. $1.98
827 Evening Star (1) .................. .. $1.98
828 White Princess (1) . .. ................ 5198
829 Pavis SUrvivors (2). . ... .. ..o inan 3295
830 Tusk Rider (1) ..........coovviennnn $2.29

2001 Martian Overlord (Bug-Eyed Monster) (1).51.98
229

2002 Starduck (3) ... ...l ian Al SO 3

2003 Stellar Amazon(2).................. $1.98
2004 Fuzzies(5) . ..oovvvvnneninineoneins $2.29
2005 Eyegar (1)....oovnvnnnninercnennoans $2.49
2006 Flygat (1) . ..oonvnnnionineeeiinnns $2.95
2009 Killer Robot (1) .. ..ovvvvnevninnn $2.49
2010 GiantRobot (1) .............convinn 3495
2011 RobotGroup(3). ..........c.oovuvun $2.29
2012 Duck Rodgers Adventure Group (3). . ... $2.29
2013 Space Assassins (3) .................¢ $295

role playing games

Sector One

Character
Dungeon Designer's Kit

Instant ﬁad Guys! $4.50

A referee aid for use with
The Complete Warlock $6.00
Book of Monsters $5.00
The Book of Shamans $8.00
The Book of Treasure $8.00
The Book of Fantasy Miniatures

Spacefarers Guide to Planets

Basic Module T.H.E.Non-Player
$10.00

%riﬁlhimres s

2014 Plastron Androids (3) . ............... $2.29
2015 Bianca Snow and the Star Dwarves (8) . . . $4.95
2016 Space Dwarf Personalities (3) . ......... $2.29
2017 Space Dwarf Pirates (3). . ............. $2.29
2018 Space Heroines (3) .....ccovvvivvnneen $295
2019 Mentusa the Mind Witch (1) . .......... $1.98
2020 GalacticCentaur (1) ..........coveens $2.29
2025 Planetary Scouts (3) . .......coovniann $2.49
2026 DE. Fly(2). ..o i cvvnvnennnnnarasas $1.98
2027 Star Wizard and Disciple (2) ........... $2.49
2028 Dr.Cyborg (1) ..o vvvveinnnenninns $1.98
2029 Moondog Maude's Cantina Band (8) ... ... $5.95
2030 AlienMutants (3) . .......oovviieinen $2.29
2031 New Martian (1) .. ..829
2032 Rockhoppers(2).......oveen 29229
2033 GalacticGladiators (2) . ....c.ocvvennn $295
2034 “Pirate Captain & Bounty Hunter (2).....$2.49
2035 Alien Adventure Group (3).....ooovnt $2.29
2036 Imperial Marine NCO's(3) ............ $295
2037 Imperial Marine Trooper, Standing (3) .. . $2.95
2040 Frinx in Power Armor(5). ............ $2.29
2041 Nude Frinx (5) . ....iivenvviiennnnn $2.29
2042 Power Armor Frinx on Giant Armadillo (6) $3.95
2044 AlienTourists 3) v .o oo vvvvvnnvnnenen $249
2045 Texican Space Ranger Group (3)........ $2.29
2046 Pegasus Lizard (1), ........coovuinnsn $295
2050 Lizardeen Advance Guard (3) .. .. .. .. $2.29
2051 Prone Lizard Trooper(3) .... ........ $2.29
2052 Kneeling Lizard Trooper (3). ..... ... $2.29
2055 Lizardeen Starknight (1).............. $1.98
2059 Knight of Darkness (1) ......... ..... $2.49
2060 Aphid Scout on Grav-Cycle (3). .. . ... .. $2.29
2061 Aphid Infantry Group (7). .. .. ........ $1.69
2062 Aphid Mortar Team (7) fove. 31,09
2063 Krshauga (1)........c.co.00. S $3.49
2064 Hurraku (2). ... .ooovvvieinennnnn, $295
2005 X, S, &YDrones(3). ................ $1.09
2070 Feloid Elite Infantry 3). . ............ $2.29
2071 Crouching Feloid (3)............... .$2.29
2075 Robot Stormtroopers (2) ............. $29s5
2076 Desert Rats(5) . .................... $295
3077 Woolie (1)ecvecvrnininnienen onn $2.29
2080 Giant Ostrizard (2) . ......ooovvnven o 3295
2081 Alticamulus (Prehistiric Camels) (2) ... .. 3295
2083 Smilodons (Sabertooth Tiger)(2) . ... .. 3298
2084 Glyptodon (Giant Armadillo) (1) . ... ... 3295
2090 Jet Belt and Weapons Variety Pack (15) .. $1.69
2094 War Buffalope & Riders (7). ........... $795
2095 Wild Buffalope(4). .................. $4.95
2096 Sund Devil w/Axe () ................ $1.98
2097 Sand Devil w/Rifle (1). .. ............. $1.9%
2098 Star Fellowship (7). ................. $4.95°
2099 Androids (2).......... i oo $2.29
2100 Duck Vader & Rabbit Troopers (3)......§2.29

Orders including miniatures
must total $10.00 minimum;
_ rules/games may be included

to make the minimum.

ALADDIN

Balf $3.00 The ultimate card/
word game. Fiercely competitive
action for 1 to 4 players. The
object is to create words of 3
or more letters for maximum
point totals.

¢RONTL INE PUBLICATIONS

m;z-;\fﬂ_&é Rules for
Medieval, classic and fantasy
warfare between 1500 BC to
1500 AD.

CREATIVE GAMES WORKSHOP

The Emerald Tablet ¥6.9S

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



GARRISON MINIATURES

Available from Judges Guvld order including minfatures must

total at least $10.00 (other items may be ordered for minimum).

Garrison minfatures are very'well done
and may be purchased 1 figure at a time,
if desired. However, since the figures
are imported from England, we will be out
of some numbers until another shipment
arrjves; each newsletter we will 1ist the
figures that we are out of at that time-
these will be marked with a star.

Foot Figures are 40¢ each (almost all 'SS'
and "ME' numbers are foot except as noted).
Cavalry Figures are 85¢ each (and are listed
as 'SSM' and "MECT),

Special F1gures and Sets are marked to side
of the figures' name.

These figures are highly recommended.

ASSYRIAN

A6 Archer unarmoured drawing bow

A9 Armoured slinger

A10 Unarmoured slinger w/shield

Al12 Unarmoured infantryman w/shield &spear

AC4 Armoured cavalryman w/shield &spear

ROMAN REPUBLIC

RR1 Standard bearer

RR6 Triari leather armour sha&sp
RR7 Veleti unarmoured sh&javalin

RRC3 Cavalry standard bearer

ROMAN EMPIRE

RET Tribune on foot

RE2 Centurian advancing
RE4 Cornicer

RE5 Aquilifer

PERSIA

PE3 Immortal attacking

PE4 Infantryman attacking w/speardshield

PE5 Immortal in reserve

PE6 Immortal firing bow

PE7 Infantryman unarmoured shésp

PE}1Phrygian armoured w/crested helmet att
PE12Phrygian armoured w/crested helmet reserve

PEC3 Cavalry unarmoured spésh
PEC8 Camel corps unarmoured spésh

EGYPTIANS
E Officer
Standard bearer

E3 Trumpe ter

E4 Heavey infantry spdsh in reserve
ES Heavy infantry spé&sh attacking
E7 Heavy archer

E8 Light archer
. E9 Slinger

E10 Javalin man

E1l Sherdan guard

. NORMANS
HNI Knight w/ kite shield
HN7 Italian mercenary

NNC1Knight w/ Spaer at rest
HNC2Knight w/spear overarm
HNC3Knight w/spear crouched
HNC4Knight w/spear banner

SAXONS
HS6 Select Fyrdman mail shirt round sh1e1d
“HS7 Fyrdman w/ round shield and spear

CARTHAGE
'C Standard bearer
Officer
C3 Drummer
C6 Citizen Spearman
C7 Mercenary Balearic Slinger
C8 Mercenary Cretan Archer
C11 Spanish Scutaris
C13 Gallic Chief
C14 Gallic standard bearer

CC2 Cavalry standard bearer
CC4 Cavalryman Numidian w/ javalin

GREEK

G5 Trumpeter

G7 Slinger

G9 Sythian Mercenary archer
G10 Spartan Hoplite Pilos Helmet
G13 Peltast small shield

G14 Theban Hoplite Attic Helmet

GC5 Cavalryman armoured w/ javalin 59
GCSaCavalryman !, armoured w/ javalin

SWORDS & SORCERY Designed

especially for the Hyborean

age of the 'Conan' series
(See Fantasy Games Unlimited
rulebook on Hyborean battles),

AQUILAND
ss1 Bosnian Archer

§520 Pikeman

S821 Infantryman

5522 Standard Bearer

S823 Dark Legion

SSM24 Mounted Knight

SSM25 Black Guard ¢85¢
SSM26 Mounted Standard Bearer 85¢
NIMIDIA

5827 Archer

5828 Infantryman

§S29 Royal Guard

SS30 Standard Bearer

SSM31 Mounted Knight @85¢
SSM32 Mounted Guard €85¢
SSM33 Mounted Standard Bearer ©85¢
NORTHMEN :

5S84 Infantryman w/mace
ss7 Archer

ss8 Infantryman w/spear
SS9 Infantryman w/axe
SS510 Standard Bearer
CORINTHIAN

5534 Infantryman

HYKAN

SSM35 Horse Archer €85¢
SSM67 Cavalry w/glaive @85¢
PICT

SS36 Infantryman

SHIM :

583 Guard

ss38 Archer

AMAZON

§837  Archer

STYGIA

§539 Infantryman

5540 Archer \

S541 Standard Bearer

SSS1 Chariot & Crew 2§3.95

. TARUN

' 8842 Infantryman

SS543 Immortal

Ss544 Archer

S$845 Standard Bearer
SSM46 Heavy Cavalrymar €85¢
SSM47  Horse Archer @85¢
S5M48 Mounted Standard Bearer €85¢
MEDIEVAL

Knlghts on Foot @40¢ each

VANHA
SS49
S$850 Archer
SS51 Guard

Infantryman

S$S852 Standard Bearer

SS8S2 Mamoth and Crew €$4.00
HERO'S

SS1 Barbarian on Foot

SSM58 - Barbarian Mounted e85¢

WIZARDS
5583 Order of The Pale Hand

SS854 Wizard of The Dark Ring
SS55 Druid

SS56. Priest of Matri

S857 Follower of SET

582 White Magician

5561 Enchantress

MISCELLANEQUS

5859 Queen with Tiger @$1.00 per set
SS62 , Attendant

5563 Attendant

SS64 Temple Dancer

SSM60 Mounted King u85¢
SSM68 Mounted Sultan 985¢
SSM69 . Enchantress Riding Tiger #85¢

DEMONS & MONSTERS

SS5 Troll

SS6 Frost Giant @$1.00
Ss1l1 Snow Ape $1.00
5512 . Demon

SS13 Winged. Demon €$1.00

Ss14 Winged Dragon
SS15 Hawkman €$1.00
SS16 Two Headed Troll Giant ¢§1.00

SS17 Easten Giant €$1.00
ssi8 Winged Serpent @$1.33

SS65 Griffon 5 €51.00

5566 Centaur €$1.00

S871 Goblxn ‘(Orc) Chief w/std.
SS872 " w/glaive

Ss873 8 " w/mace

SS74 _Armored Frost Giant @$1.00
5870 Tree Demon €$1.00

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

Short spear closed plumed basinet (check cover date).

ME2 Sword Basinet open
ME3 Battle-axe chapeau de fer

. ME4 Two Handed sword crested helmet

- MES Knight with mace and chain

Men At Arms on Foot €40¢ each
ME6 Short spear and shield
ME7 Glave no shield
ME8 Battle-axe and shield
ME9 Footman w/military flail
ME10 Longbowman firing bow

ME1l Longbowman taking arrow from belt

# ME12 Genoese Crossbowman

ME13 Genoese Crossbowman readying crossbow

MEl4 Foot Soldier w/spear & shield
ME15 Foot Soldier w/Pavise & Spear
ME12A Pavis for use with Crossbowman

ME16 Scot with claymore
ME17 Scot w/lochaber axe
ME18 Footman w/halberd
ME19 Scots' Spearman

- ME20 Foot Knight w/poleaxe

ME21 Scots Pikeman, advancing c.1320

*unavailable at this time,
!

Knights Mounted @85¢ each

MEC1 Lance crested helmet barded horse

MEC2 Mounted Knight w/sword

MEC3 Battle-axe closed plumed. basinet unbarded
MEC4 Mace crested helmet unbarded horse

MECS Squire open basinet carrying forked banner
MEC6 Mounted Knight w/small banner

MEC?7 Mounted Knight w/standard

MEC9 Man at Arms, Mtd. w/spear

MEC10 Mounted Crossbowman

LITTLE SOLDIER RELEASES

The Bodk of Sorcery $5.00
44 pages, i1lus., spell incan-
tation, magical art, etc.

Knights of the Round Table
§6.00 64 pages, {1lus., med-
Jeval fantasy wargame rule book
for use with miniatures.

The Ringbearer $4.00 40 pages,
T1Tus., fantasy adventure war-
game rule book for use with
miniatures. 2nd edition.

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

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




@BRENADIER* o'

WIZZARDS & WARRIORS

=

frLcrxrrce

~—

25
26

27
28

29

Haflings w/bows, spears & swords(8)
Mountain Dwarves, Swordsmen and
Warhanmermen (6)

Hountain Dwarves

Axemen & Bowmen (6)

Elves of the Forrest

Swordsmen & Bowmen (6)

klves of the Forrest

Spearmen (6)

Gnomes of the Kune Shield
Swordsmen, Axemen & Spearmen (8)
Creat Wood Treeman (1)

Good men of the West

Bowmen (6)

Good men of the West

Swordsmen, ) typ
Good men of the
Spearmen & Axemen (6)

Female Characters

Fighting Woman, sword, spear,
bow, 2 sorceress & thief (b)
Nourthern Barbarians
Swordsmen & Axemen (6)
Sorcerors

6 different types of Magic users
Speclalivts

Thief, Assassin, Bard, Cleric
Ranger (6)

Orcs of the Eye

Swordsmen & Axemen (6)

Orcy of the Eye

Bowmen & Spearmen (6)

urcs of the land

Swordsmen & Battleaxemen (6)
Urcs of the Hand

Polearms & Bowmen (6)
Goblins of the Mouat
Swordsmen (6)

Goblins of the Mount

Axemen & Spearmen (6)

Coblin Wolf Riders (3)
Kobolds

Swordsmen & Spearmen (6)
Trolls

Woud trolls & Cave trolls (6)
Mordor Command pack

Govlin, Orc, oG,
stendard Beurers, Dark Rider &
Dungeon Duke

Chaotic Varriors of the East
Swordsmen (6)

Berserkers

Axemen & Swordsmen (6)
Mounted Dark Riders (3)
Monsters #1 Fire Demon (1) &
Wralths (3)

Monsters #4

Ghouls (%) & Mummies (3)
Monsters #5
Elementals:
Monsters 16
Ogres (3) & Giant (1)

Monsters 7

Minataur (2) & Medusa (2)

Monsters #8

Zombles (2) Skeletons (2) Gargoyles (2)
Monstegs #9

Purple worms (2) Giant Snakes (2)

Large Monster #1 - Hydra $4.00

Large Mopster #2 - Red Dragon $4.00
Large Monster #3 - Blue Dragon $3.00
Large Monster #4 ~ Wyverin $),00

Large Monster #5 - Manticora $).00

Large Monster #6 - War Mommoth $4.75
Catapult w/orc & man crew $4.00

Dart thrower w/orc & man crew $3.00
Vaspires (6)

Thieves (6)

tlven, drawf, hafling, man & women
Maidens (b)

Serving wench, harem girl, girl w/Leopard
Heros - Superheros (6)

4 different figures

Townspeople (6)

Shopkeeper, Constable, Gentleman,
Wanderer,” Workman

Atr, Earth, Water, Fire (4)

SPACE SOUADRONS

WIZZARDS & WARRIORS FANTASY SETS

2998~

FEDERATION BATTLE L}

Behemoth Class Bactleship (1) $3.50
Hurricane Class Heavy Cruiser (1)

SET 1 TREASURE
Large treasure chest, small jewel chest, pot of gems, ! mounds ut cuins, Lightning Clase Light Cruiser (1)
mound of coins and gems and a pile of massed gems, jewelry, colns and $3.50
treasure, 2 sacks of coins......$2.00 $5-3 Mace Class Scout/fighter (4)
Stilleto Class fighter (4) $3.50
SET 2 MAGLCAL ITEMS
4 potion bottles, 4 scrolls, 2 skulls, vand, statf, barrel, crystal ball, AUXHLARY-BILY: MAET
scarab, brazler, boots, 2 effret bottles and 2 buoks ot spells......$2,.00 $8-4 Aurora Class Attack Crulser (2) §3.50
SET 3 WEAPONS $5-5 Saturn Class Frigate (3) $3.50
Round shield, goblin shield, elf shield, man shield, or. shield, 2 helms,
chain mail, 2 swords, 2 crossbows, hammer, axe, battle axe, spear und $S-6 Trident Class Fighter (8) $3.50
mace......$2.00
ALIEN INVASION FLEEY
SET 4 DUNGEON ITEMS
Talking door, Rune Throne, crypt, dead warriors, stone chuirn and tavie, S5~ 7 Dragon Class Battleship (1) $3.50
idol, 2 stone urns, emall altar, trap door, 2 wall torches......$4.00 $S- 8 Cobra Class Heavy Cruiser (1)
Viper Class Light Cruiser (1) $3.50
ART 53 J0STURL CHUGES $5- 9 an‘k Currler.(l)
Hooded executioner, torturer w/hot iron, The Rack, The lron Maiden, table with & Bat. Cl, Fighters $3.50
with Torture devices, Brazier with hot irons, The stocks, and the Victim $8-10 Bat, Class Fighters (4)
s atei00 Scorpion Class Scout/fighter (4)
SET 6 THE SORCERORS ROOM = ¥
Table w/open book, scroll, candle on skull, lizard and amulet, shelves with TECH WORLD
books, bottles, skull and sneke, conjuring sorceror seated on wtool, stone FLEET SUPPORT CRAFT
urn, barrel, jug, effret bottle, sack and chest and boillng couldron.,,$4.00
SET 7 THE TEMPLE SS=11 Minelayer (2) Repair tender (2) $3.50
LARGE! Altar with sacrificial victim and stone statue. High Priest holding 8$5=12 Fleet Retueler (2) $3.50
up heart und knife. 2 Priests, 2 statues, 2 temple braziers.....$54.98 SS=13 Landfog Crait w/Assault Pack (4)$3.50
SET 8 THE TREASURE VAULT
Stack of large ches 3 piles of gold bars, 2 pots vt gems, 2 urns of colns
and gems, open chest of coins, stack of bags of colos, pile uf varivus BATTLLSTATION "ARMAGEDION"
treasure items, counting table w/treasure, lu&ul w/kiribe. .., 54,98
SET 9 THE CUARD ROOM
Two bunk beds with hanging weapons, stack of weapoun, table w wugs, tood, 5= 14 Command/Cantrol. Center (1) $3:50
lantern, knife, and bottle, two stools, chest, barrel and «ouldeo $4.00 SS-15 Plattorms (3) $3.50
;i 3 §8-16 Afrlocks, Gonnector Coreldurs $3.50
SET 10 THE SOKCERURS CHARIUT S&. >
Sorceror with famlliar riding in vildest (antasy chativt diwi by two Uni= $5=17 Inktabations & Accewsorics $3.50
corns.....94.00
sel 1l THRONE ROUM
Throne with seated Uverlord (separate heads ol Shull, bopon, 1 $5-18 Base, Stands
Overlord) Brazlers, 2 temple Lion statues, couch, otabide, 6 Large bascs (breakdown to 12 small
QUEER W/LOOPATA. «ueeeasssassssssbonsnssasannessonssesssassonssnes ship stands) $3.50
Set 12 THE DRUNKEN DRAGUN INN
; Bar, lankeeper, Serving wench, Wine rack, Large Wioe Lavecd, f Cables $8=19  Selt=propolled Outpost $3.5%
4 stools, bench, 3 barrels..eiseerascacvnsennns covaysan oo g a.98
Wizzardy snd Warriors broad range and highly lmaginative dealgos has vapidly wade it
the most popular line in America. The line contalus everything you uced to stock a GRENADIER GLADIATORS
dungeon, organize legions of warriors or create your own fantasy wurld,
Unlike our competitors we do not force you to buy more figures ol wue type than you can
use. We package both our creatures and varriors in careful multi-puched proportions Three different
for your convenience and enjoyment. Our special wets have provews tu be pupular vith types in a pack
dungeonvers and diorems builders alike. If you need a temple scene, wizzurde quarters f 1 fi s
or dungeon room, we have it. Mix and match them to werve your spes ful needs, STARSOLDIERS of Six gures.

Grenadier Medieval and Ancient lines are ideal for supplimenting your Fanlasy ranks,

WIZZAKDS AND WARRIORS HAS WON THE BEST FICURE LINE OF JHE YEAR AWARD
FROM THE ‘STRATEGLST CLUK OF AMERIUA.

Skelton Command Pack
Leaders & Flag bearcrs (6)
Skeletun Warriors
Swordsmen (6)

Bear Pack

Were, Bug & Owl bear (3)
Clant ticks & Centlpedes
() each)

54 Glant Rats (3 pieces)

Giant Cave Spider (I plece) $4.00
56 CGiant Purple Worm

Head, midsection and tuil
Purple Worm 2

Expansion kit contains 3 midsections
$4.00

Carrion Creepers (3 pleces)

Rust, Cube, Ooze Monsters (4 pleces)

$4.00

W 58
w59

W. Special #1 Great Dragon $24.95
W, Speclal #2 Great Griffon $24,95

ALL PACKS $2 29 OR AS MARKED
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Viking Swordsman

Viking Axeman

Viking w/spear

Viking Archers

Viking Berserkers
AngloSaxun Housecarl w/axe
AngloSaxon Housecarl w/sword
AngloSaxon Archers
AngloSaxon Fyrd Spearman
10 AnglosSaxon Fyrd Clubman

11 Normun Swordsmen

12 Norman Spearman

13 Norman Maceman

14 Norman Archers

15 Normun Crossbowmen

16 Mounted, Norman w/lance
17 Mounted, Norman w/Sword
18 Mounted, Norman w/Mace

D

XXX XXITITIXXIXIXXXIXRXXX
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19 Man-at-Arms,
20 Man-at-Avms,
Man-at-Arms ,
22 Man-at-Arms,
Man-at-Arms,

Sword*

Axe*

Battle Axe
Poleaxe

Bills & Halbards

XXX XX
~
-

MEDIEVAL CHIVALRY

M

M
M
N
M
"
M
M
M
M
|
M
M
L
L]
M
M
L]
M
M
L]

SCALE 25 mm

Wargamin

24 Man-at-Avos, Crossbow firing A
25 Man-at-Arms, Crossbow loading
26 Man~at-Arms, Loogbow tiring*
2 t-Arms, Handy annon
28 Pewsant lovies, Spears & Gleaves
29 Knights w/twords®

Kuighits w/Maces or Axes

31 Enlghts w/Mon
32 Mounted, M Avas w/Bills

33 Mounted, Man=at-Arme w/Axe

)4 Mounted, Mun-at-Arms w/Crossbow
35 Mounted, Charging Lance
0 Mounted, w/Swurd

31 Mownted, w/Axe

18 Mounted, w/Mace

39 Mounted, Knights w/bLance

40 Motnted, Knfghts w/Morning Star
41 Bow Shields (6) $2.98

A2 Moedium Gun w/crew §2,98

Heavy Stege Gun w/orew 34,98
44 Hussite Warwagon $4.98

\g SLar & Warhammers

Knights
Knights
Knights
Konights

ALL FoiMiN FACKS. .. $2.29 (o tigure)
ALL MOUNIED . 92,40 (3 tuqure)
ALL ULHEL. A MAKAED.

WESTERN GUNF IGHTER

(
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1

POWERED ARMOR TROOPS
S- 1 Troopars*®

S- 2 Troopers with Bomb Racks
S§- 3 4 Recon troopers, ! Commander

INFANTRY, NONHOSTILE ENVIRONMENT

§- & Troopers with Laser riflest
S- 5 Grenadiers and Rocketeers

INSURGENT INFANTRY

5~ 6
s~ 1

Insurgent with needle rifle

Insurgent with Coneguns and

Rocketgun

S~ 8 Cosmand Pack, Infantry and
Insurgent

( % = Pkg, contains 2 different positions)

All Packs $2.29
25mm

LAWMEN & COWBOYS PACK
Sheritt

Deputy Sheriff

2 Cowboys with rifel
2 Cowboys with pistol

BANDITS & BADMEN PACK
2 Mexican Banditos

3 Holdup men

1 Gunslinger

A1l poses different

SALOON FIGHT PACK
Saloonkeeper w/scattergun
Gambler

Saloon Girl

3 Fignting Cowboys

TOWNSPEOPLE SET 1
Bank yuard w/carbine
Cowboy w/sack

Towns 1ady

01d veteran

Gold miner

Townsman & child

TOWNSPEOPLE SET 2
Store owner w/rifle
Lady shopkeeper
Depot agent
Prisoner in irons
Town Judge
Townsman

$2.29

ANDROMEDA ALIENS

S~ 9 Photon Rifleman
$=10 Bombadier and Rocketeers
S-11 Statsis Fieldmen and Officer
GALAXY ALIENS
$-12 Rayrifleman
§-13 Rocketeer and Grenadiers
S-14 Statsis Fleldmen and Officer
HEAVY WEAPONS
§-15 Laser Cannon w/crewman for Humans
and Aliens
§-16 Stateis Cenerators and Mortars (4)
§-17 Rocket Paods (2) and Mines (5)
$-18 Antigrav Sled w/Detachable Rocket Pod
$-19 Robots (4) 2 types
C 6 TOWN CHARACTERS PACK
Undertaker w/tombstone
. Mountain man
Barber
Dude
Doctor
Town drunk
C 7 CAVALRYMEN PACK
Officer
2 Troopers firing
2 Troopers charging
Trooper loading carbine
C 8 [INDIANS PACK
Chief
2 Indians firing bows
2 Indians firing rifles
Indian w/war club
C 9 PERSONALITIES PACK
Wyatt Earp
Doc Holliday
Bat Masterson
John Slaughter
Shootist, Wes Harding
Squirrel Tooth Alice
C 10 MOUNTED COWBOYS

3 different mounted
Cowboys w/pistols
and rifles



l’am::sv Games Unlimited, Ine. #

Available from Judges Guild.
CHIVALRY & SORCERY: Rules for fantasy role-playing
and miniature battles.

CHIVALRY & SORCERY SOURCEBOOK: A suppliment to CA&S with
new rules for forestry, hunting,
maritime trade, agriculture, mining
and prospecting, sieges, rallying
armies, creation of CAS monsters,
organizing a campaign, and sections
on how to use the magic system. $ 8.00

25mm scale castle floor plans for use in siege

games. Four large (22x35) sheets for 3 large
castles, a shell keep and two watch towers.

plus components. $ 4.5

A three dimensional 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 numerous
houses and hovels. $

$10.00

CASTLE PLANS:

HOMES AND MOVELS

4.50

ARCHWORLD: A complete fantasy campaign with battle rules, i
naval rules, sieges, magic, fantastic troop types,
and a complete army organization and flag 111-
ustrations. $
CITADEL: The wizard is long since dead but his tower

remains well guarded. A quest to recover
“the talisman". Includes rules, cut-apart
counters for hidden dangers, and six inserts
for twelve floor plans within the tower. $ 4.00
DOWN STYPHON: Complete miniature rules with troop compositions
and a uniform guide. Run a campaign based
on Lord Kalvan of Otherwhen. Fantasy action
on an alternate earth. $4
ROYAL ARMIES OF THE HYBORIAN AGE: Wargame rules with unit
organizations, 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 inspired by
Watership Down. Fantasy action in a world of
intelligent rabbits. $ 6.00
FLASH GORDON AND THE WARRIORS OF MONGO: Schematic 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 psionic
powers. Comes complete with all character ref i

sheets. . 7.00
LORDS AND WIZARDS: The most complete fantasy board game

ever produced. Includes 800 die-cut counters

a_22" x 28" mapboard, and a 72 page rulebook. $12.00
BROADSWORD: Minfature rules for the early medieval period

Complete with 11 historical scenarios. Highly

recommended. $
GLADIATORS: New systems for simulating man to man combat

; in the Roman Arena. 4.00

BIREME & GALLEY: Naval warfare, Egypt to Lepanto

Useable with C&S - New: $12.95
RAPIER & DAGGER: Swordplay on a Man-to-Man Scale

Rules for Miniatures or Paper & Pencil $ 4.00
SOURCEBOOK A Supplement for Chivalry & Sorcery New! $ 8.00

New systems for simulating man-to-man combat “in

GLADIATORS :

. the Roman arena. Rules make minimum use of dice

and rely on player's skill to determine victorys o

.00

SWORDS & SORCERERS: Expansion of Chivalry & Sorcery, Detailed
information on Vikings, Steppes Nomads, Gaels and

Picts. $ 8.00
THE DRAGONLORDS: New Fantasy Boardgame, 600 plus counters,
22 by 28 Mapboard, 22 page Rulebook, 8 Charts. $12.00

CONQUEST OF NORTH AMERICA:
Political and Military aspects of the European :

exploitation of North America. 7.00

CHAOSIUM

‘WHITE BEAR & RED MOON: Fantasy board game, the first
game in the Dragon Pass Series. $10.00
NOMAD GODS: Fantasy board game, a game of tribal warfare, the

second game in the Dragon Pass Series. $10.00
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 I114ad. $10.00
ALL THE WORLDS MONSTERS: A compendium of monsters for use
in fantasy role-playing campaigns.

ALL THE WORLDS MONSTERS VOL.2: More monsters for use in
fantasy role-playing
campaigns.

Introductory rulebook to table top
minature figures warfare.

AUTHENTIC THAUMATURGY: Guidebook for using traditional

magic in fantasy role-playing
games.

$8.00
PERILOUS ENCOUNTERS:

$7.00

Historical Boardgame on the Strategic

RUNEQUEST ':

AVALON HILL GAMES ¥

Squad Leader
Diplomacy. ...
King Maker...
Panzer Leader
Starship Troopers
Third Reich
Alexander the Great
Outdoor Survival
Luftwaffe
1776

Assault on Crete $1Z.0u
Available from Judges Guild. NagoTeon $12.00
Outdoor Survival $12.00
"Flat Box Games Tufabet $12.00
Shakespeare $12.00
Submarine $12.00 Word Power $12.00
‘Wooden Ship $10.00 Luftwaffe h $10.00
Gettysburg $10.00 Speed Circuit $10.00
Tactics 11 $6.00 Facts in Five $10.00
Afrika Korps $10.00 The Collector $10.00
War at Sea $6.00 Twixt $10.00
D-Day $10.00 Feudal $10.00
Waterloo $10.00 Aquire $10.00
Caesar Alesia $12.00 Third Reich $12.00
Panzer Leader $12.00
General TM magazine by Avalon Baseball Strategy $10.00
HiTT §$71.50 Dedicated to the Stockmarket $10.00
presentation of authoritive Win, Place & Show $10.00
articles on the strategy, tac- 1776 $10.00
tics, and variation of AH games. Richthofen's War $10.00
o

SPI GAMESﬁ» Available from J

Up Sco%e'. an historical simulation
game of tactical submarine warfare
in the 20th Century. 9.00

Air MWar’''78, tactical air combat in
the late 70's. The newest production
and prototype aircraft are provided
to create up to the minute 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 makings-and are now available!
Each makes use of S&T's colorful maps and
die cut counters and is enclosed in a
large plastic box (with compartmented
counter storage).

Middle Earth, the Wars of Middle Earth

. 1419, is the complete game with the
double-map campaign game (WotR below) and
two smaller battle games (Assault on Gon-
dor -4 Battle for the Ring) $20.00

War of the Ring, a campaign game with
doubYe map of Middle Earth covering the
quest of the Ringbearer'sparty and the

war itself. The major part of the Middle
Earth game, above, available separately
15.

Sniper!, house-to-house fighting in
W El. unique man-to-man combat sit-
uation. 8.00

Available from Judges Guild.

Fantasy role-playing game rules booklet
based on the Dragon Pass mythos.

$8.00

KING ARTHURS KNIGHTS: A quest board yame of legendary

udges Guild.

Fulda Gap, thesfirst battle of the
next war. Battalion level game

featuring electronic warfare, pit-
ting.NATO's active defense against
the Soviet Multi-echelon attac;.oo

War in the East, 2nd edition, using
newly designed 3 color maps and cam-
patible with the War in Europe sys- .
tem, the rules have been cleaned up.
but the familiar game is essentially
unchanged. 20.00

War in the West, Germany vs. Europe,
1939-45, Map from Europe from Casa-
blanca to Murmansk, in 9 interjoining
22" x 34" sect.ions! Scenarios include,
Poland 1939, France 1940& 44, North
Africa 1941-43, Italy 1943-45, and
campaign game. 30.00

War Between the States, 1861-1865,

a brigade and division Tevel game

with 66" x 34" map of the Confederacy

and border regions, and week'lg t\éans.
0.

Tank!, armored combat from the i93)'s
to the 70's. Individual tanks duel
in typical mechanized actions from
the beginning of the Blitzkrieg to
the present. 8.00

% OTHERS AS AVAILABLE:
PLEASE SPECIFY!

Outreach, galactic expansion in the
30th Century. 9.00

Battlefleet Mars, uprising of the
Martian Colonies, 2096 AD, tactical
and strategic level combat in the
solar system: includes political

Britain during King Arthur's time.

$10.00
LORDS QF THE MIDDLE SEA: Future fantasy board game

simulating the wars on a half-

sunken North America.

61

and economic aspects. 12.00
Panzer Armee Afrika $9.00
Frigate $9.00

$10,00 Global War $12.00
Invasion:America $12.00
Barbarossa $9.00
Drive on Stalingrad $12.00
OQutreach $9.00
Sorcerer $9.00
"CA“ ‘?3_%
Air War '78 .
Battle Fleet Mars $12.00



FANTASY MINIATURES AVAILABLE FROM

Do Rriegopiclors

Judges Guild

New Heritage Colors for Models
1/2 fluid ounce of lead free, acrylic¥y

F ¢ :gg? gg;e ?éclub B Zi.gg 1070 Swan Knights (mtd) u/lancgsgs special formula for metals, foams,
: g (Dragon) New! m : plastic modeling and craft material.
antastiques % 1092 Eagle of Misty Mtns. 2.95 1071 Amrot Men-at-arms (6)  2.95 Water soluable. 49¢ each
ORCS OF THE WHITE HAND 1093 Lycanthrope (man & bear) 2.95 1073 Rangers of the North (2 mtd)
1004 Orc Comd. Leaders & Standard 1098 Black Riders (2 mtd) 2.95 2.95 9501 Uniform White
(4) 2.95  ORCS OF THE RED EYE ‘1074 Grds. & Rangers Conmand (4) 9502  Confederate Grey
1005 Orcs w/short swords & spears 1000 Lesser Orcs w/scimitars & 9 9503 German Field Grey
4 2.95. spears (6) 2.95 DWARVES OF STRONG VISAGE 9504 Panzer Grey
1006 Orcs w/bows & poleaxes (4) 1001 Lesser Orcs w/bows & axes (6) 9505 Boot Black
2.95 1040 Dwarves w/axes & spears (6) 9506 Royal Purple
ORCS OF THE NORTH 1002 Lesser Orcs w/hammers & bi])s : 2. 9507 Roman Violet
1010 Warg Riders (3 mtd) 2.95 6 2.95 1041 Dwarves w/swords & bows (6) 9508 Polish Crimson
1011 Wild Wargs (4) 2.95 .1003 Lesser Orc Comd. Leader &. .95 9509 British Crimson .
ORCS OF THE MISTY MOUNTAINS Standard (4) 2. 1042 Dwarves w/mattocks & 2 hd - 9510 Insignia Red
1012 Goblins w/bows & clubs (6) 1007 Great Orcs w/maces & whips (4) : axes (6) 2.95 9511 British Scarlet
2.95 2.95 1043 Dwarves marching w/mattocks 9512 Facing Orange
1013 Goblins w/bills & scimitars (6) 1008 Great Orcs w/short swords & 6 2.9% 9513 Cavalry Yellow
2.9 bills (4) 5 1044 Dwarves Comd. Leader & Stand- 9514 Linen Buff
1014 Goblins w/axes & spears (6) 1009 Great Orcs Comd. Ldr. & Stand- ards (4) 2.9 9515 Colonial Khaki
95 ard (4) 2.95 $BX§SH0FdFé{R COUNIENANCE 1 9516  Rebel Butternut
1020 Goblins Comd. Leader & Stand- ALLIES OF THE G ood Elves archers Ffiring & 9517  Military Leather
i ard (4) 2.95 B P s gl spears (6) 2.95 9518  Deep Brown
TROLLS OF EVIL DISPOSITION 075 Men of Dale w/bows (6) 2.95 9519 Chestnut Brown
1076 M f th
1015 Hill Trolls (3) 2.95 el R Heritage Models. # 9520  Gunstock Brown
1016 Wood Trolls -(3) 2.95 1077 Men of the Bear w/spears (6) ROLE-PLAYING FIGURES 9521  Medium Green
11017 Cave Trolls (4) 2.95 1301 Good Wizards 2.95 9522 American Drab
1018 River Trolls (3) 2195 1035 Spadon Hos t e spibe BNoRS L1027 EVTR N sures. and Rihg Nosibh 2.95 ISgies o ten o
11019 Mountain Trolls (3) 2.95 VL e 2QECS Anc RINY il : 9524 - Russian Green
} 1LD HILL MEN 6 2.95 1303 Super Heroes 2.95 9526 Skyblue’
W - )
1023 Dumblings Comd. Leader & Stand- 1082 sadon:Hos ¢ (2c) w/lan;e;s 1303 Ansichenaes 2.95 9526 Bavarian Blue
ard (4) 2.95 1083 Shadow Host (2 mtd) w/bows' ‘}ggg :l;ztaé::;:s g'gg o deatntban
1024 Dumblings w/clubs & axes (6) 2.95 1307 Ghouls 2.95 3528 zterlin? Silver
2.95 ; 529 unme ta
1025 DonbLings, w/Spears & swupcds 16 4 Lok rre) T T WSO R S S g 9530  Brass Button
* SOUTHERNERS P92 THE ROHIRUM 131 1ZHobbiLs 2.95 9632 R;Z?Z:tsglgnze
1026 Hareds w/spears & bows (6) 000 {5 peq) e MU foree oS ity s el T 9533 Ruddy Flesh
: o 1081 Men of the White Horse w/bows 1314 Mountain Trolls 2.95 '
*1030 Hareds w/swords & javelins (6) : 3
MYOY a2 Wt ggg 1085 F(énmct)?‘)the Mark w/javelins & };:g ’é;erlg?}ls ggg %@W
AR AL T L L ; swords (6) 2.95 1317 Dwarves w/swords and shield 2.95
1032 Hareds (2 mtd) w/scimitars 2.95 1094 Men of the Mark w/spears & 1318 Dwarves w/axe and shield 2.95
1096 Hareds (2 mtd) w/lances 2.95 bows (6) 2, 1319 Dwarves firing bow 2.98 BOXED BOﬁ?DEAgES '
1028 Corsairs w/scimitars & boarding 1095 Men of the Mark Command (4) 1320 Dwarves attacking w/spear 2,95 g‘tr:;: ‘cArto::ke;s
pike (6) 2.95. s q0aEtiood £) 2 2.95 1321 Orc Light Infantry w/bow 2.95 St sEATI O EnohabRiid
1099 Corsairs Leader & Archer (6) 09 vgs archers notching & 1322 rc Light Infantry w/spear and ¥ Y-ERD
oo A & shield 2.95 Strange New Worlds $9.95
1027 Various of Khan w/sc1m1tars & 1049 Wood Elves (2 mtd) 2.95 1323 Orc w/glaive 2.95: Galactic Exploration ¢
bills (6) (2)95 ?gégE?OLt--TNE/tlTTLi PEOPLE () }353 grc w/spegr 5.95
1097 Various of Khan Command (4 ookers w/bows & spears 3 apanese Ogre .95 :
2.95 2.95 1326 Ogre w/shield and club 2,95  dopwth e n Wl <
1029 Men of Far w/whips & spears (6) 1051 Townspeople (8) 2.95 1327 Centaur w/shield and spear 2.95
2.95 . 1052 Warriors w/weapons & standard 1328 Centaur firing bow 2.95 Spellmaker $9.95
1036 Men of Ruin w/axes (6) - 2. 95 (8) g 2.95 1329 Gnome w/axe 2.95 -ﬁ-—§131;5 and Magic :
1037 Men of Ruin (2 mtd)w/axes (6) 1053 Mounted Warriors (4) 2.95 1330 Gnome w/spear 2.95 vs 9
2.95 MEN OF GOODLY NATURE 1331 Legion of the Dead archer 2.95 $9.95
1054 The Characters 3.95 1060 Citadel Grds. w/spears & swords 1332 Legion of the Dead attacking w/spear 2.95 “ ht £ the_Raund Table
1055 The Foes 839 35 ks)h ST g.gg }ggg tegion o: t:e Dead w/sword 3.92 9 S30LakNE
1056 The Friends 3.95 rchers of Le . egion of the Dead w/spear .9
1057 The Fellowship 395 1062 Slingers of Anfal (6)  2.95 ' 1335 Mounted Legion of the Dead w/Lance 2.95 658?2n525°513'22”1res - $9.95
1058 The Hobb 3.95 }822 2(;7‘]";2"0&”?;;: EE% 2:35 1340 Unicorn 2.95 v
1059 The Supporting Cast 3.95 g 1341 Pegasus 2.95 Figh $9.95
e ey oy 335 i b ot Lo (€)1 oy e b R, e
1087 Ring Wraith on winged bea§t95 1663 S;gar;en"of Ringog(ﬁ) 5795 1348 Orc w/two-handed axe 2.95
1088 Ent (Treeman) 2.95 1068 Fishermen of Ether w/tridents }ggg E:ng w/coffin g'gg (Orders including miniatures must
1089 Stone Troll (Giant) w/cudgel 6 2.95 4359 yarrior Maiden w/bow and sword 2.95 total $10, mininum; rules/ganes
2.9 1069 ?g?gers of Ithil w/bows &zsggars 1360 Mafden lying on Sacrificial Table 2.95 T:zmb§ included to make the mins

HERITAGE MINIATURES--STAR TREK TM, 25mm

1600

Captain Kirk (75mm tall) 10.95

1601 Mr. Spock (75 mm tall) 10.95
1604 Captain Kirk, his Yoeman, Scotty, &
Sulu .95
1605 Mr. Spock, McCoy, Uhuru 2.95
1612 Federation Crew 2.95
1613 Romulan Crew 2.95
1614 Klingon Crew 295
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.
1621 Talosians, Large Craniumed Human-
oids, Zoo Keepers s
1622 The Kzin, 8' Cat-Men 2.95
1628 Tellerites, Stocky Pig-faced
Humanoids 2.95
1630 Federation Special Defence

1632

Forces 2.95
Romulan Assault Unit 2.95

JOHN
1504
i505
1506

1507
1508

1509
1510
1511
1512
1513

CARTER, WARLORD OF MARS TM, 25mm

John Carter Mounted on Thoat with

Dejah Thoris and Woola 2.95

Tars, Tarkus, Juddak of Thark
2.95

Cathoris of Helium, Thuvia, Maid
of Mars, Gahan and Llana at 01
2.95

Issus, Goddess of Death and
Matai Shang, Father of Therns
2.95
Thavas, Mastermind of Mars,
Princess Tara, Ulysses, Paxton/
Balldia 2.95
Solon of Okar, Dator Thurid, Than
Kosis, Jeddak/Zodanga, Axtar 2.95
Phor Tak and Jan with 2 Mercenary
Panthans 2.95
Red Martian Swordsmen of Mars
2.95
Red Martian with Radium Weapons
2.95

Red Martian Command Group 2:95
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1514 Green Martian Thark Swordsman
1515 Green Martian Warhoon Warrior
2.95

1516 Green Martian with Radium Rifle
2.95

© 1517 Black Pirates of Barsoom, The
2.95

Firstborn
1518 Yellow Martians, Men of Okar 2.95
1519 White Martians, The Holy Therns
2.95
1520 Kaldanes of Barsoom, Individual
and Upon Rykors 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 Barsoom 2.95
15634 Giant Martian Lizzard 2.95
1536 Rapid Fire Radium Gun & Operator,
Radium Cannon w/Crew of Two 2.95



TSR Hobbies, lac.:

Dungeons & Dragons Collectors’ Edition. . . . . . . ... $10.00

The original fantasy role-playing game system. Includes

3 booklets, boxed. Polyhedra dice required. More extensive

than the D&D Basic Book which is an updated low level

game system. Includes information on all phases of adven-
turing-dungeon, wilderness, sea, and air.

Dungeons & Dragons Basic Book. . ............... $5.00

A good start into fantasy gaming including all of the
basic information for lower levels of play (1st 3 levels). As
a note, the advanced version adds to this basic system.

Dungeons & Dragons Basic Set .. ................ $9.95

Includes the D&D assortment of Basic Book, a Monster
& Treasure Assortment, A Dungeon Geomorph, and a poly-
hedra dice set.

Advanced D&D Players Handbook . . .. ......... .. $9.95
Complete update and rewrite of D&D Hard Cover.

Advanced D&D Monster Manual . . . . ............. $9.95
Carries all information you need on monsters, alpha-
betically organized, hard cover.

DURGEORL L 55 o orvia s Sisermloiots woieials o viaiels o oo la's $9.95
Complete boardgame of sorcery and dungeon adven-
tures. Excellent game for both Beginners and Experts.

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

Lankmar. 5. < cvine s e s T & (g $10.00
Complete boardg of herioc ad in Nehwon,
based on “‘Fafhrd and the Gray Mouser™ sagas.

Monster & Treasure Assortment ¢l .. ............ $2.49
Levels I-3, lists 300 300 ete.
Monster & Treasure Assortment #2 .............. $249

Levels 4-6. 300 monsters and treasures, etc.

Monsters & Treasures Assortment #3 ... .......... $249
Levels 799. 300 monsters and treasures, etc.

D&D CharacterPad. . . ...........ccvvivinenenn $2.98
Compl character inf saving throw data,

weapon scores, item notes, spells & abilities, equipment
listing & location, movement, recording spaces, 25 pp.

NEW FROM TSR HOBBIES

Dungeon Modules Gl. . .............coovvuvnvnn $4.49
Steading of the Hill Giant Chiet. :

Dungeon Modules G2 . .. .........c.ovveuveuniin $4.49
The Glacial Rift of the Frost Giant Jarl.

DungeonModule G3 . .. .............coiviininnn $4.98
Hall of Fire Giant King.

DungeonModule D1 . ............c..cccvvvvuunn $4.98
Descent into the Depths of the Earth.

Dungeon Module D2.. . ..........cooovivvviiin $4.98

Shrine of the Kuo-Toa

DungeonModule D3 . .. .........cocviviveeenns $5.98
Vault of the Drow

Dungeon G ph 1 Basic Dungeon. . ........... $249
Geomorphic pieces of a dungeon floor plan designed
to fit together many different ways.

-

ROA'iéK's LGREAT

‘76(71
ﬁOX /

*$9.95 An exciting

NEW ‘'game’ from Historical Alternatives
Where the Zulu's fight the British.

|
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Dungeon Geomorph 2 Caves & Caverns. . . ......... 5249

OutdoorGeomorph 1 .. ....................... $3.49
A walled city.

Supplements to D&D:
The following supplements are not strictly necessary to play

D&D, but do add much depth of play once your campaign
has been established.

Greyhawk, Supp ] .. ......... ... ... ... ... $5.00
Blackmoor, Supp. Il . . ........................ $5.00
Eldritch Wizardry, Supp Il . . .. ....... el $5.00
Gods, Demi-Gods, & Herves, Supp. 1V .. .......... $5.00
Battle Rules For Ministures:

CHalnMAll e s e o einis s st anres s dokb it oolse $5.00

The original medieval battle rules with man-to-man
section recommended for use with D&D.

Swords & Spells. . .................... ....... $5.00
Battle rules designed for use wuh the D&D game sys-
tem. Ver detailed.

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

' Other Role-Playing Titles:

Empire of the Petal Throne . . .. ................ $27.50

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

MetamorphosisAlpha . . . ... ................... $5.00
A role-playing game system for giant lost space ship,
players choosing characters from mutant creatures.

Warofthe Wizards ... ................c.c.cc0us $9.95
Magic designed as an adjunct to EPT. Very detailed
spells. Includes dice and set of 4 miniatures.

The first part in a Sci-Fi trilogy game.
Star Empires:. 35550 bl st e e B SR $7.50

The 2nd and very detailed part of the Sci-Fi trilogy
game.

T G e SR G S S AR S S A $5.00
Rehve the wild west, choosing characteristics from

gambling skill, th g, mark hip, cte.

Classic Warfare . ... . A e SIS 810,00

Ancient miniature rules by Gary Gygax.

1T e R KTN8O e e $11.95
Very detailed rules for armoured miniatures from

WW 11 to present. 3 vol., charts, and box.

GammaWorld. .......................cccuun. $9.95
Exciting science fiction role-playing game. Setting

is in the future after the destruction of uv:llzuuon as we
know it.

Flying Buffulo 4
Tunnels& Trolls . . ...................... $4.00
Dungeon of the Bear (Level 2) .
Solo Dungean

Dargon’s Dungeon

Welrd Wonld - .20 . . s 58 8w apie e

Labyrinth .............. S TR e sy $3.00

Overkill. . .......

Naked Doom........... - K

Beyond the Silvered Pane ... ... .. ... ... $3.00

Buftalo Castle o, ... oo i e $3.00

Deathtrap Equalizer ........ ............. $3.00
Salo Adventure

Cityof Terrors . ... ... .........cvviuvns $7.00

Cohorss.. . ... S R ST AR sinsio s v s sicas SIS

One of the oldest boardgames. Egyptians called it
tau; R ludus latr ! , or the “game of rob-
bers”. Allows more variation than ou!uury checkers,
but is simpler than chess. Reconnmcted in the 1890

from literary allusi and gical remains by

Fatkener.

Suspicion. . . ..............0.0... S o AR $12.95
An adult mystery game.

Still Other TSR Games:

Cavaliers & Roundheads . . . . . . it saveiom e a5 3330

Field Regulation . . . . . ... STAs s 8300

Valley Forge . . .. ....... b N i b .00

Don't GiveUp theShip. .................0.....3500

Tricolor. . .. ... TS ST R P S S DR L

Cordite & Steel . . .......... SRR O &5

AILOWOr - s i ls 5 anisis B ey s g

PanzerWarfare . .................

BIO OB S s el i aye ora irarsls

Modem Armor . . ... ... Ceveieaeaee ahe wis's s s ale

William the Conqueror

Little BigHom . . . . ..... 2

Fight in the Skies . . .. ... e e e S e $10.00

African Campaign . . . . . o sl iy A $9.95

The Dragon

Monthly glossy magazine ¢emphusizing 1&1) material,
but covering other srcas of Fantasy Role Playing.

Vol I, #l-6............ e S S Out of Print
VoL IL#I-8. . ..coovivniiinnneeennnieinns cach $1.50
VoL Ill, 814 .....ooovvivvnarvirnnsainn: cach $1.50
VoL I, @5- .. ciivovecessimsfonvnnnneonan cach $2.00
Little Wars ) iy
Bimonthly glossy gazi phasizing hi |
gaming with mini
VoL @05 . i iaa o vin b s s Sidiose alais o oiniiold cach $1.50 '
VoL Il @16 .....covvvuveesvanoesiinsnuroe cach §1.50
Vol Il #1-3 ... .coovvienernnnaecnnnonns cach$ 1.50
Game Designers’ Warkshop
Asaiiabie trom Judges Guild
Lra el P T S & e e v b S1200

Traveller 1s the flagship in GDW?'s line of role-playing
wammes, the latest trend in wargaming

(] R e NN L g St s, USRS+l St SHEox
A boardgame on the Legendary Sicge of Troy.
Ly AN a2 s SARP S e B e o $5.00
A new boardgame compatible with the Traveller
system, or van be used sepatately.

A SR AGEN . e S e Tep e o fpa s e $5.98

Ihe Fourth Book of the Traveller Series.

RUDNIEE S <o N i Btk oA il s s ok o o o1 $£5.00
217 BC: The Syrians battle the Egyptians in a Classic
ancient clash.

DIDETRANE 1. S50 555 o 5 S e osatam oo sruubiaye $11.98
Scienve Fiction adventure as Interstellar Empire clash!
The Fall of Tobruk . ..o vovvviiiiniiiinn $11.98
Rommel's Afrika Korps attacks the Gazala- l!n' Hacheim
Line, 1942.
T L b e, ooy R A B e R S 11.98
The Nonmmandy - Campaign, 1944 With' Scenarios.
Battle of Alma. . . ... cviiee i $5.00
The tirst major battle of the Crimean War.

ARDCIRIEE 3.5 Salo s o P i saadeote e, s ' e el $5.00
Henry V in France, 1415.

ENGardel' - oo i v iisiaists aieistaisera ainigels $4.00

GDW'S role-playing game of the swashbuckling 17th
century.

Micro Games

A small in size, large in enjoyment game for a very low

price.

L o e ey .$2.95
Cybemetic Tank (‘ombat game of the far fulum.
CItN LS BRSSO $2.95
Harvest Wars, Insect Battle

L) R T R o R S N Y v $2.95
Individual Combat with Archaic Weapons.

W Wk 4 i S s ot 4 0 $2.95

Diceless Space Ship combat, Desmn your own ships.

el e S o I Dl s $2.95
Robotic Unit Combat. <

B L R R A s . ST AR B B8 $3.95
Magical Combat, 1individual Magicians and Spells.
O P o5t 8 e ey sl s e $2.95
U.N. Raid of Mars.

GEV ..oooioiiiiig, Al o e o $3.95
Future Combat, sequel to Ogre, Many new units.

L I R e o T Lo e .$2.95
Future Combat lor the Qil Figlds of lhc Far Nonh
MBPOOUESHT k. sty < i waits i it v B $2.95

Fantasy Trip Death Test. Solo Dungeon Advx.nlurc for
use with Melee & Wizard (Required).

L Jo e o T O S T e g e $8.00
Tactical Space Slnp Combat and Planetary Invasion
based on Poul Anderson’s People of the Wind.
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B & W line drawing©1978 by Aaron Arocho
Color Acrylics by Chuck Anshell -
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