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Ya-page 7.5 x 2.5” or 3% x 57, 1/8-page 3% x 2.5”.
Classified ads are same price as by column-inch=21.5
pica x 1” or about 60 words. Fan and Classified ads
must be paid in advance with no discount on stated

‘price (except that for running in both magazines).

Commercial ad charges are due within 30 days of
invoice. There is a 2% discount if paid within 10 days
of invoice and a 5% prepaid discount. Discount for
placement in both magazines is computed first and
used as base for payment discounts, when applicable.
Multiple run requests must be in writing to get discounts.

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 $ 9 $ 6
Fan’s ” $ 4 $ 3 $ 2

CONTRIBUTED COPY AND ART
The Judges Guild Journal and The Dungeoneer 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
In addition, copy and art are paid for in store credit
good for purchases of any product Judges Guild carries.
Further, if you will accept credit good for only
products Judges Guild produces, including subscriptions
and retail products, (as opposed to these items and
those of other manufacturers whom we carry), we will
give you 10% more than the amounts indicated. If you

do not wish credit, we will pay cash, but this must be

requested! No 10% bonus on cash payments. All
payments are made at the time of publication. All
material becomes property of Judges Guild unless
we reject it. We are working out a system of notifying
you whether or not material is accepted. In the mean-
time, you can assume that if we do NOT intend to use
it we will notify you. Copy and art not used will not

" be returned, however, unless a stamped, self-addressed

envelop, with sufficient postage, is included. The
current reimbursement schedule is as follows and is
subject to change at future dates. Payment is made at
the rates last published in either magazine. Unsolicited

_copy, serialized or not: 30 ¢ per column-in; Solicited,

serialized material: 40 ¢ /c-in. Solicited, non-serialized
material: 50 ¢/c-in. ARTWORK: charcoals, full-tones

“and other works which must be half-tone screened:

Small (% page or less) $ 5 each or a series of 6 for $4 each,
Large (more than % page, printed) $10 ea or 6/89 ea.
Inked line-drawings or works not needing half-toning:
Small: $6 each or 6/$5 each; Large $12 each or 6 for
$10 each. FULL COLOR, FULL PAGE (for cover or
internal) $20 or a series of 6 for $15 each. Solicited,
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HJOCULAR JUDGMNTS'

‘Another two months gone by and it seems like
only a few days ago that my first issue as editor of the
Judges Guild Journal was put to bed. I.would like to
thank all of you for the favorable comments we have
received, many sent to me personally. Needless to say,
I will be continuing to try to keep up and even 1mprove
upon the quality of this fine zine.

A couple of apologies are due: first to John
Pugh because we did not have enough space in the
last issue for his contest-winning dungeon and, second
to both you, dear readers, and Henry Veldenz for the
omission of his level 4 map. Both the above are includ-
ed in this issue.

. Unfortunately, the weather forced us to stay at
home the weekend we had intended to have our
illustrious leader (Bob Bledsaw) attend a TSR minicon
and we hope all is forgiven under the circumstances.
We were (barely—again because of weather) able to get
to Winter War in Champaign. It was a great con, as
usual, and those who missed it and who live in the area
should try to get there next year.

Another note of joy (I think) is that our com-
puter has finally arrived. That is, part of it has. We are
still waiting on another disc drive and the expansion
interface. Our new system, for those of you who
haven’t heard, is a TRS-80 and it will have 4 disc drives
as well as 2 cassette decks and a tractor-feed line print-
er hooked up to its 32KCPU once it all gets here. Now
I get to program .it. Hopefully, once the system is

.implemented in full, we will be able to provide you
with even better service and will free up time for some
of us to work on other projects.

We did receive some complaints about late
delivery and amount of ‘ads’. A word of explanation
is in order. The Dragon Crown was completed prior
to the magazine. It was our intention to use it as the
‘installment, giving you all a super-super deal by having
it plus the 64 page Journal plus the long-awaited
new catalogs all mailed out at the same time. The
- installment and catalog were mailed to the printer
together and were promptly lost by the post awful.
(Not to be entirely to blame as the midwestern weath-
er has been horribie—as i’m sure you know) When we
heard of this from the pinter, we had no choice but
to recreate the installment. Rather than hold up the

catalogs, we decided to include as much as we could

in the spare space of the Journal. Now, I realize that
it might have seemed like a lot of ads to you but the
fact is that it amounts to less than 25% of the space
being used for ads. The complaints, however, led us
to do a survey of the 3 prozines we are usually compar-
ed to. We took all the old issues to current ones that

we could get our hands on. One SF-type was only
9.34% ads, but it is entirely a house-organ. The two
prozines -in the F&SF field averaged 25.89% and
29.27% ‘ads. Our normal ad space ran about 7.81%
until the last issue. A further comparison came up with
some other interesting info. We measured text space
of the zines:that does not ‘include cover art, ads,
editorials, artwork not pertaining to maps or charts,
comics and the like, but does include general articles,
charts, reviews, maps, etc. based on a character count
per unit space, with proper allowances for varying size
of type and column-widths, line spacing, etc. we
averaged from +57.38% to +240.73% mére info-
filled text than those three zines. Even our last issue
varied from +0% to +115.9% more text!!! Be that as
it may, we have institued a new policy regarding ad
space and that is that total ad space (including our own
ads) shall not excede 24% of the total available text
area in any issue of the Journal or The Dungeoneer.
Rather than keep you all in the numerical limbo
I have just created while you read these words, I shall
release you to the main part of the zine now. Enjoy!
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rodigious

Platemail

Dear Maed Makistikator,

In issue 9 (R) of the Judges Guild Journal was
an article suggesting that certain spells found on a
scroll by the author might be of use to Clerics. I be-
lieve that the author, while rightly stating that Clerics
seemed underpowered as to offensive spell powers,
does not perhaps fully appreciate the place of the Cleric.

Unlike the Mage, the Cleric has not devoted him-
self to arcane arts for the purpose of personal power.
Faith in his gods allows the Cleric to perform certain
miraculous works for the purpose of increasing his sen-
sitivity to the world beyond men (E.G. Commune Spell,

Speak with the Dead) or to bring aid and comfort to .

his fellow man (E.G. Create Food, Cure Wounds).

“The Cleric is not a conduit for black magic, blasting
Fireballs upon a foe only to be helpless with naught
but a dagger to defend himself when the magic runs
out. Clerics bear arms and wear armor because heaven

" helps those who help themselves. : -

- Thus, Clerical Spells should be powerful, as be-
fits a holy station, but not necessarily directly offensive
in nature. The uplifting power of faith might enable
the Cleric and hos followers to better carry on a melee
but should not settle it by flame and thunder. _

With this in mind, I present these spells which

. Judges might wish to allow Clerics in their campaigns

to learn: -
GOODWILL

This can be cast up to 120’ and has a 30’ radius
from the point where it is directed. All within that ra-
dius become peaceable, calm, and friendly. It does not
Charm foes, merely suggests to foes that they do not
wish to attack. Those otherwise inclined to bé hostile
Save vs. Magic. This is a 2nd Level Spell which lasts
2 turns:

DETECT TREASURE
This conjuration extends in a radius 10’ from

‘the Cleric per level. It will reveal the location of items.

which have only economic value, that is precious metals
or jewels, not an object which could be sold for money
but has other uses, such as magic armor. The handicap
to this Spell is that at the moment of casting the Cleric
loses 300 gold pieces from his own treasure collection—
whether or not the treasure found is worth it. The
money vanishes from wherever he keeps his accumu-
lated loot, and if he hasn’t got 300 gold pieces the spell

doesn’t work—the gods don’t take Mastercharge; Third
Level Spell.

HEAVENLY STRENGTH
This Third Level Spell gives the Cleric +3 on at-
tack and on damage for 6 turns. However, for the fol-

"lowing 6 turns he is at -1/-1.

FORTUNE :

‘This Third Level Spell increases or decreases the .
chance of any eventuality coming to pass. The Cleric
must announce the casting before the DM dices for
whatever event the Cleric wants to influence. A 6-sided,
8-sided, 10-sided, or 12-sided roll is influenced one

. number either way, while a 20-sided is influenced two

numbers. Percentile dice are influenced 10%.

: GUIDING HAND .
, All members of the Cleric’s party receive +2 t
hit with missiles for 3 turns by virtue of this Third
Level Spell. :

EMPATHY
For 3 turns the Cleric can ascertain the feelings
or emotions of anyone within 60 although not actual
thoughts. '

DEFENCE '
This Fourth Level Spell adds +3 to the Cleric’s
armor class and saving throws for 1 turn. (For game
balance, I drastically limit the duration of most Magic
and Clerical Spells. Many Judges might allow this con-
juration to last 3-6 turns if they allow the time limits
given in the-official rules for other spells.)

AMNESIA
A Fifth Level Spell that affects one victim. Any-
one failing to Save vs. Magic does not remember any-
thing for 10 turns. The range, however, is only 10°.

MENDING
This allows the Cleric to mend any armor,

“weapon, or artifact of a non-magical nature that he

can touch. Sort of a Cure Wound Spell for inanimate
material.

POSSESSION
Anyone that the Cleric can see who fails a Save
vs. Magic is totally under control for 6 turns. Unlike
Charms, Holds, or Suggestions, this Sixth Level Spell
allows the Cleric to telepathically direct his victim.

WALK ON WATER
For six turns.

ALL SEEING EYE
For six turns, the Cleric can see anything within
120°, whether invisible, astral, secret, shadow-hidden.
It is a Sixth Level Spell. Note that while it would
reveal a Polymorphed or disguised creature, it.does not
confer the ability tq alter the state of what is seen. For



instance a Phase Spider will be seen in the ether but
cannot be brought back into the mortal world or hit
by weapon unless the Cleric otherwise has these abili-
ties.

MAGIC MENDING
A Sixth Level version of the Fifth Level Mending
Spell which works on magical artifacts. There must
be fragments there to work with and it will not heal
Golems, Simulacrums, or Androids.

DEFENSIVE CIRCLE
This is ‘a Seventh Level version of the Fourth
Level Defense, extending it to 10’ radius.

ALTER ALIGNMENT
This changes the alignment of anyone or thing
touched to that of the Cleric for 6 turns. There is a
10% chance per level of the Cleric over the level of

the target that the effect will be permanent. The ef- .

fect will never be permanent on enchanted items, that
requires a ritual.

EXCOMMUNICATION

- A powerful Seventh Level Spell which has the.

same stricturs on its use as the Finger of Death for
Lawful Clerics. It can be used only on someone of the
Cleric’s alignment of Law or Chaos, but works whether
victim is Good or Evil. The effect is to permanently
remove the victim’s saving throws against Clerical
Magic and to prevent the victim from ever being
benefitted by Clerical cures. It can only be removed by
a character at least as high level as the caster.

Sincerely,
Ronald Pehr

Dear Bob Bledsaw,

Hi. I'm one of the two Milwaukeeans who stop-
ped by on the 22nd (the tall, skinny one with the
glasses). I wish to express my deepest appreciation

for the time you spent showing us around and just -

plain talking to us. Should my IQ double and I live to
be 100, I don’t think I will ever have such a campaign
as you have. Congratulations on you companies sec-
ond anniversary, and upon its rapid growth. For a
~ product designer for GE, you seem to know more
about running a business than most business majors.

With you at ‘the helm, Judges Guild ought to reach

- light-speed in a year or so.
If you were wondering why we didn’t ask too
many question; well, I was a bit over-awed at talking
to the president of one of the companies I deal with,
and was a bit afraid of seeming foolish next to such a
grand master as yourself. I really didn’t come prepared
to ask questions, I really didn’t know what to expect.
Some day when I’ve increased my wisdom by a few
‘points, I'll stop by again to squander your time. Some-
day I’d like just to sit by and see how you play. I've

never seen anyone but myself judge a D&D game, and
I think just listening to someone else judge would be a
great help (I'd be too shy to manage a character my-
self). ‘
Just in case you’re curious, I’'ve been playing
D&D for about 2 years now. I figure I own about 50
games now, my favorite is of course D&D, followed by
Gods fire, Steller Conquest, Conquistador, PanzerBlitz,
Ogre, Warpwar, Stellar Wars, and Traveller. I have sub-
scriptions to Judges Guild, Strategy & Tactics, The
General, The Dragon, Moves, The Space Gamer, Astro-
nomy, Science News, Issac Asimov’s Science Fiction
Magazing¢, Playboy, Oui, Chic, Hustler, plus some more.
My most favorite all-time movie is Star Wars (I've seen
it 9 times, have 4 t-shirts, 2 posters, the book, its sup-
pliment, a couple magazines specializing in it, and 3
sound tracks (I keep wearing them out). I thought Close
Encounters was good,but had poor aliens. I have a

~couple hundred science fiction paperbacks, and have

read most all of them 2 or 3 times. I have worn out
one The Lord of the Rings, two Hobbit’s, and one
Ringworld. My favorite author is Larry Niven, along
with R. Heinlein, Frank Herbert, Ursula K. LeGuin,
Robert E. Howard, and Edgar Rice Burroughs. My
favorite book is “A Gift From Earth”, by Larry
Niven; my favorite series os (choose one of the fol-
lowing). The Lord of the Rings, Conan, John Carter
series, The Earthsea Trilogy. I love Bach, and would
marry Linda Carter (if only she would ask!).

My favorite type of character is a %-elf Magic-
user/Fighter, Lawful/Good or Lawful/Evil. I’'m always

‘making up new characters on my own to test my dun-

geons for difficulty and amount of treasure. I have one
who has survived everything I could throw at him, and
then some. He is L/E, Y%-¢elf, half Demon (by the force-
ful grace of Orcus), Mdgic-user/Fighter of extreme level.
He has defeated a handful of Gods (including Surtur,

Tsathoggus, Quaolnargn,HaaashasstaakandNnuuurrr’c’).
He has a whole flock of permanently ‘“Charmed” crea-
tures under his command (mostly dragons and demons,
including Orcus by a special - 20th level - spell). He has
a whole'stable of high-level MUs to create Golems for

“him. Etc., etc., etc. He got so powerful I made him a

God, but changed my mind and made him into an Arch-
Devil (third-in-line), with his own personal greater
Devils to serve him (Hagedorn Horrors). He prefers
young, blonde virgins and Rings of Regeneration. But
I will never have someone as powerful as him again
(he’ll kill him before they get too high). But I have fun
tricking the people who are playing the game into talk-
ing about him, then secretly rolling the die to see if he
comes to their characters, and watching their imagina-
tions run wild trying to talk Garan out of killing them
(I mean, what do you offer a guy who’s got about 20
Rings of Spell Turning, and about half a dozen Staves
of Power??). I do it only because they- love doing
thing other than stabbing orcs and opemng treasure
chests.

I recently totalled up just how much I’ve spent

5 on games and gaming. My game is very neat and orderly.



Everything is .in loose leaf folders with dividers and
sheet protectors (uncounted dozens of ’em), typed up

even (all of it). My dungeons are also in loose leaf folders, -

with dividers to indicate the levels, and descriptions
and contents are printed on sheets designed for use by
bookkeepers (6 columns, lines alternately blue and
white). I prefer the character sheets from The Charac-.
ter Archaic. I cover them with heavy, colored plastic
protector sheets (report covers), and use grease pencils
on them. I use the character generating charts from
The Dragon No. 10 (Vol. 2, No. 4), with additions.

I have large charts for determining' WHY a character
goes adventuring (I mean, if it was easy, everyone
would do it, and if its hard, why are these characters
doing it?). Reasons are like: To Destroy Evil, To Ac-
quire Magic Items, Greed, Sent of Geas/Quest, Escaping
The Law, etc. I give the players lots of lee-way, how-
ever. Characters can also have Problems (nothing too
serious: warts, color blind, argumentative, heavy drinker
heavy eater, etc.); Phobias (of- the dark, snakes, bats,
water, the moon, etc.); and Hatreds (of a specific race
or type of monster).

ANYWAY, all this plus all the fantasy role-
playing games I've -bought for new ideas, the various
wargames, and non-wargames; add up to around 41600
by the last count. Sometimes I think I’'m crazy (quite
often really). But I rarely doubt that it was worth it.

I think that Judges Guild fills all the holes left in
D&D. Statistic sheets, village/monster/terrain/etc. gen-

eration charts, campaign maps, and all the other player,
aids you publish. But most importantly, you provide

examples to me of how someone else feels a dungeon

should look, or a map, or the characters in a tavern, or
a city. Your material stimulates my” imagination into

new heights of creativity. Even though I don’t agree
with everything (most, however), whatever you tell me
can be used to improve my game, directly orindirectly.
Should your company ever fold, I'd incorporate my
soul and trade 40% to have 24 hours undisturbed to
photocopy everything in the works,” and everything
you’ve thrown out. But with the hundreds of colleges
and universities in this country, chock full of bright
people, I don’t see how you could fail with the things
you turn out, and the fascination of D&D. ‘Keep up the
good work always, and watch those crafty printers!
Live long and prosper.

Tom Nelson

DUNGEON CONTEST AWAITS YOUR ENTRY!

Ok gang, lets get a-truckin and get those contest
entries in. It won’t be long before the contest will be
over and it will be too late. just a couple of issues. to
go! Just in case you’ve forgotten, misplaced or written

.over the rules we are including them again for your
convenience.

The contest is called the Judges Guild Journal
Son of - the World’s First and Greatest Dungeon
Creation Contest - Contest. The entry rules are qulte
simple and 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 madke
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 glven to
the dungeon creator.

3) Contestants whose entries are published in any form
but which were not contest winnérs will be reimbursed
according to the regular reimbursement schedule,
established for the Judges Guild publications, Wthh 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
HM. 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



Dear Gentlemen,

After receiving your encouraging letter I began a
mass search for new ideas by checking over my D&D
related material (including Tolkien) and came up with
5. 1 Staff, 3 miscellaneous magical items, and 1 spell
to be explained later. My 10-year-old brother, a neo-
phyte player, who I'm DM’ing in his first campaign,
invented 1 new miscellaneous magical item.

' STAFF
Staff of Turning (c): This staff will give any
Lawful Cleric a +3 on his roll to turn away any member
of the Undead.

MISCELLANEOUS MAGIC

Gauntlets of Finding (All):- These Gauntlets
allow the wearer to find secret doors, trap doors, or
invisible objects when searching for such on a roll of
1to 6. '

Ear (or Ear Pieces) of Hearing (All): These
ear things allow the wearer to hear noise as though he
were a 13th Level Master Thief (ie. Roll of 1 to 6).

Ears (or Ear Pieces) of Deafness (All): When
placed on the ears these items immediately cause
deafness. They cannot be removed without a Remove

Curse Spell and even if successfully removed the

deafness will remain for 14 days.

And my Brothers. . .. ..

Gauntlets of Strangulation (All): When placed
on the hands they immediately “take over” both arms
and force the hands up around the neck. Strangulation
will occur in 1 turn unless treated with a Remove
Curse Spell.

In looking over my copies of the trilogy, I found
in The Fellowship of the Ring on page 145, Gandalf
gives reference to speaking a “Word of Command” to
keep a door shut as a Balrog attempted to open it.
I checked through my D&D rulebooks and found only
one thing close, under “Broom of Flying”. The “Word

' of Command” must be known to make the broom go.
My idea is somewhat different. .. .. i
WORD OF COMMAND

(Some where between 5th and 7th level spell.)
By means of this spell the magic user litterally com-
mands the object (or person) it is cast at to adhere to

the spell previously cast at it. (ie., Logo the Magic User ]

attempts to levitate a bag of gold off the ground with
a spell. A saving throw is made and the spell fails. Logo
speaks the Word of Command (remember literally
commanding it to adhere to the Levitate Spell). Logo
is entitled to have another saving throw rolled with
bonuses deducted from the number rolled.) This spell
must be used as an auxiliary to another it cannot be
cast by itself!

¢

LEVEL LIVING INANIMATE

OBJECTS OBJECT

1-3 -2, -3 .
4-7 : 3 -4
8-10 -4 -5
11-12 -5 : -6
13 -6 -7
14 -7 -8
15+ , -8 -9

Well, those are my ideas. Thank you.
Sincerely,
Michael Rowsey

Dear Sirs:

Firstly I shoud likg to compliment you on the
service that you provide. Since I began dealing with
your organization in late 1977, I have been very pleased.
I have had consistently quick and accurate service on
all of my orders. I have been pleased, also, with the high
quality of the items received and find them of great
aid in conducting my campaigns. I recently conducted
an entire campaign with six others using only your ma-
terials and the D&D booklets. Your wilderness system
is excellent and I have found it the easiest way to for-
mulate a campaign as the play goes on. This party went
upon a quest at the beginning and eventually ended up
capturing a castle Fifty miles north of Tatantis. How-
ever, I just want to say thank you for the fine effort
you are making. :

Secondly, while it may seem a bit inappropri-
ate in the same letter, I would like to know if you
might be interested in the city that I am currently de-
signing to fit into campaigns using your wilderness sys-
tem. The city is Daymark, City of the dawn. Origin-
ally a pirate stronghold, it was captured and is now
used as a neutral place where everyone may come and
trade. I am continuing to work up the history and in-
tend to draw up maps after that. If you would be at
all interested I can send you an outline of the city’s
history for you to examine. Thank you.

et Yours truly,
Dean Kunigisky

Dear Guildmen,

My friend, and often D&D partner, Bryan
Lowiselle, told me he had come up with some new
ideas for D&D and sold them to you to be added to
the game. So, I decided to send you one of my ideas
and see what you think-



This should go in the swords section of the
magic/maps determination table and there should
only be a 1% chance of getting it.

The Almighty Two-Bladed Sword of Paladins

This sword is actually two Holy Swords welded
together so that the sharp ends point in opposite di-
rections. It is gripped in the middle with the hand pro-
tected by a large handguard.

Ideally it is fought with almost like a baton is
twirled, but as you can imagine this requires a lot of
experience and know how, so only a Paladin of the
8th level or above can employ the use of one. Anyone
other than a Paladin who attempts to emply the use of
one will bumblingly cut off his own head. A Paladin

of less than the 8th level would simply drop the sword

Provisions
1) 2 attacks per melee round (one per blade)
2) +5 on both attacks (Both blades are Holy)
3) Negate magic (As do all Holy Swords)
4) Treat as Two-handed sword for the Alternate
Combat System “a la” Greyhawk :

Sincerely,
Michael Rowsey

- Dear Sirs: ;

First I would like to thank you for the ter-
rific load you took off my shoulders by your pub-
lication. My campaign has improved a thousand fold
and my players also have noticed a difference. You
have saved me hours of work in drawing and stocking
dungeons, mapping and plotting scenaros in the wild-
erness, and developing a thousand NCP’s. All this,
not to mention the helpfulness of your charts, com-
bat systems, new ideas, etc.

: However, I would like to comment on the last
issue, Q. Firstly, your introduction to your stuff was
much too long and spacing consuming. It was followed
by another list on Page 4. I also think that 8 pages of
the Booty List is way too much.

Sugesstion: Print a permanent catalog, distri-
bute to your regular customers, new ones, and then
just add or delete new price changes, products, etc.

This issue was also a big dissapointment when
I saw the ““Original Approved Gen Con IX Dungeon
Collectors’ Edition” booklet. Other than give me just
a few new ideas, this booklet did not add at all to my.

games, campaign or total view of the -game. After-

waiting 2 anxious months in the coldness of my castle

working myself inot a berserker’s rage at the length

between issues, I opened the long awaited envelope
looking for vast treasures, evil monsters, intriguing
NCP’s, and complicated dungeons, etc., I didn’t find
very much,

Still one out of six is not a bad average and after
.a few moments of blind anger I decided not to call
down that lightening bolt (01-100) on Decatur, Il

I am looking forward to the next installment.
May your weapons never melt while fighting
a Chromatic Dragon in a room alone.
Sincerely,
Scott Arndt

RANDOM CREATURES

This is a system designed to determine the chance
of a monster appearing in a hallway unexpectedly.

The probability is given in percentages (%). Armor and

other paraphenalia a character is carrying affect the
percentages.
Thé initial Noise Level is the same as the number

‘of people in the group. In other words, take the num-

ber of people in the party and you have the Noise Level
(NL).

NL Percentage Chance
1 =
2 01%
3 03% or less
4 ' 10% or less
5 15% or less
6 20% or less
7 25% or less
8 30% or less
9 35% or less
10 40% or less
Modifiers:

Plate Armour +3%

Chain Armour +2%

Leather +1%

No Armour No adjustment

1 Weapon - +1%

2 Weapons +2%

3 Weapons +3%

or more °

50-100 Silver +1%
101-500 Silver ~ +2%
501-1000 Silver  +3%
or more \
Large Shield  +1%

After determining the percentage chance of a
random creature appearing you must determine the
creature. Roll two six-sided dice.

Die Roll .Creature
2,340 14 Wolves
5,6,7 1-6 Snakes
8,9 1 Giant
10 -1 Gargoyle
11 1-6 Zokka (See ‘Dungeoneer’
No. 8)
12 1 Small Dragon

This system was des1gned\w1th The Fantasy Trip*

8 in mind, but it can easily be adapted to other games

contznued on page 24
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JOHN PUGH LEVEL 1 ‘ (no prize)

THE GREAT HALL: This is a huge cavern (200’ x 170’ x 30-50”) which was the central hall for the family. It was
used for festivals, audiences, trials, ‘and for living quarters. All that remains now are smashed and charred re-
mains of tables, benches, and cots. A careful observer can tell the hall was once finely decorated by shreds of
tapestry and hides hanging on the wall. In the center of the cave there is a pool of water 40’ in diameter and

of unknown depth.

SCULLERY: This is a giant sized kitchen. Strewn about the room are giant sized pots, pans, and other cooking gear.
On top of one of the tables a cookbook will be found turned open to a recipe for meat pies made of human

" with substitution tables for elf, dwarf, and hobbit!

KINGS QUARTERS: This room is:the most plundered and littered of all. Besides smashed artifacts (chests, clubs,
throne) the floor is covered with rags, bones, dung, etc. If a search is made of the rags, a bag of bones will be

discovered. (Bag of Holding)
STOREROOM: This room contains several empty boxes, a row of empty meat hooks (the bodies were buried after

the defeat of the giants) and three large barrels. The first barrel is empty. The second contains 100 gallons of
spoiled beer. The third contams 500 gallons of wine. All of the barrels are too large and heavy to be removed

from the storeroom.

GUYS & DOLLS: Needs no explanation.

JOHN PUGH LEVEL 2 (no prize)

Rm CONTENTS - AC HD HTK CHEST TRAP TREASURE

1 empty
2 4 giant rats 8 %3 44472
3 empty ;
4 Dungeon Party 1 (see party listing) on MU: 500SP, 7MP
S 3 Goblins 6 1-1 7,3,1 none 600SP
6 grey ooze 8 3 6 100SP, 4AP
7 2 pixies ; 6 1 7,4 explodes 2 DOD 500SP, 60GP
8 none : 1 poisoned dagger, type S 100SP, 20GP, 8MP
9 empty
10 grizzly bear 5 6 24 _invisible 100SP, 40GP, 2MP
11 empty :

. 12 crockadile : 5 2 8
13 4 kobolds 7 Y 4,3,2,1

14 Trap 2 poison spear type 6

15 2 giant weasel 8 24 9,13
16 Pool with 2 giant otter 6 3 6,10 .
17 2 were wolf 4 4 18,17  Hidden in chamber pot 300 SP, 60 GP, 3 MP
18 ! 1 poison dagger type 2 100 SP, 60 GP
19 Giant tick 4 3 14,6 Scattered 300 SP, 30 GP, 4 gems each
100

20 3 orc 6 1 6,2,1
21 Leprechaun il 1 Under loose stone 300 SP, 5 EP
22 6 skeletons 7 433232 ;

' 23 green slime - 2 16
24 1 wraith guarding pool of 3 4 19

water

25 Trap opaque smoke
26 Empty
27 2 giant snake 6 2wl 6,8

. 28 Trap 1 spear poison type 3
29 : 3 daggers 200 SP, 8 EP
30 Empty :
31 2 Hobgoblins S k] 5,4
32 3 goblins 6 1-1 6,2,1

33 Empty : ' : 10_



JOHN PUGH - Level 2

Y P
2 '-L‘
' H 7 '
—pol = Ml
43 = T
sl o L[4F1=
40 b
N Ec
I
== ylg| $ 5d
1
G0
pl| N a
148 13 57
LS 58
B 6lo
54
Pk
12 ; 54.1“
6
e
| 2
i : ,l{[
N B T KT

Bl _ Down to Level 3




Rm CONTENTS

34 2 hobgoblins
35 1 giant scorpion
36 Giant crab.

37 Giant tick

38 4 goblins

39 2 giant crabs
40

41 Empty

4?2 2 pixies

43

44 Pool with rust monster

45 Trap 3 spear poison type 6

46 2 giant lizard
47 Empty

48 Empty

49 4 Kobolds

50 Displacer beast
51 Gelatinous cube
52 Empty

53 Bug bear

54 2 Crockadile

55 2 harpy

56 Lurker above

57 Gargoyle

58 Empty

59 2 Giant spiders

- 60 Empty

61

62 2 sabre tooth tigers
63 2 Giant ticks

64 2 Ogres

AC HD
5 1+1
g 3
2 3
473
6 1-1
2 B
6 1
2 5
S Til
7 %
4 6
8 4
5 341
5 2
S
6 10
St
5 1+1
8 4+1
4 3
5 4+1

HTK

7,4
15
15
16

4,441
¥1,20

7.3
25
Pah

3333-

23
16

L
8,11
18,13
43
19

6, 8
22, 89

17549
18, 26

CHEST TRAP TREASURE
treasure inside scorpion 200 SP, 60 GP
Under pile of trash 500 SP, 4 EP
treasure inside : 600 SP, 50 GP, 7 EP
1 dagger 300 SP, 60 GP
On table 200 SP
Poison gas type I 400 SP
3 dagger poison type 6 500 SP, 20 GP
Under pile of dung 400 SP
Plain view 300 SP
Under empty chest 500 SP

300 SP, 10 GP

Loose stone in floor 300 SP, 10 GP, 11 EP, 1PP

Explodes 6 dod 100 SP, 60 GP

400 SP, 2 EP, 6 AP
400 SP, 20 GP, 2 PP

Loose stone in floor
2 dagger

E Elevator room. This room will descend 1 level upon entering plus one additional level for every unsuccessful
attempt to open door. It will not ascend for 60 full dungeon turns.

DUNGEON PARTY 1-LEVEL 2, ROOM 4

Lvl Align Class AC HTK Weapons
3 1G FTR 4 22 broadsword

3 N Bard % 13 broadsword

4 ' N Cleric 4 19 +2 hammer

4 N Druid 6 31 broadsword

4 LG MU 9 12 dagger

4 .CE Cleric 4 14 mace

O CH
10
16
11
15
10
11

\
10
12
15

D €
11 15
15 16
6 16
18 10 18
9 14 9
16 6 11

Sl Special
11 9
17 10
15 10
16 6
i} el

9 14

by David Petrowsky

What is an ancient column doing in the Judges
Guild Journal? Well, if you didn’t know it, the Judges
Guild now carries a full line of Ancient Miniatures from
four different companies: Grenadier, Garrison, Ral
Partha, and Heritage Hinchliffe. From this, you can
build armies from Ancient Egypt to Medieval Europe.
The Judges Guild also has its own set of ancient war-
gaming rules, “War Cry and Battle Lust”. These rules
are intended for larger scale games without a lot of
work and study. It is great for beginning ancient
gamers, the whole system of combat and missile fire
being based on a PLUS and MINUS system. It still has
the flavor of an ancient battle and although luck helps,

_ stratagy wins.

12

One of the biggest decisions when you start
o ‘»Aas 22
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ELVEN DUNGEON PARTY 2-LEVEL 3, ROOM 21

Lvl Align Class AC HTK

8 LE MU 2504
6 LG FTR =242
6 N Cleric 25529
6: i LE FTR 1 36
6 LG . Cleric Dy B2
8 N MU =20, 025
JOHN PUGH
Rm CONTENTS
1 2 Ogre
2 Empty
3 Empty
4 2 Blink Dogs

JOHN PUGH
Rm CONTENTS AC HD
1 Medusa : Sieid
2 2 Carrion crawler 3.7 3+l
3 4 Hobgoblins S Al 41
4 Empty
5 2 leprechaun )
6 5 Kobolds a0 Y
7 2 Gnolls 5 2
8 4 Ghouls 6 2
9 3 Stirges ) 1
10 Empty
11
12 Wyvern 3 7
13 Empty
14 4 giant spiders S
15 empty
16
17 trap of 3 poisoned spears, type 2
18 empty .
19 2 bugbears S 2
20 gargoyle 5 4
21 Elven Dungeon Party 2 ,
22 gargoyle i) 4
23 green slime — 2
24 2 giant snake 6.2+
25 4 wolves. 9141
26 Spirit naga 5] 9
27 Were tiger by pool 3 5)
28 Gelatinous cube 8 4
292 Ogre 5 441
30 Lurker above 6 10

LEVEL 3

HTK CHEST TRAP
13 :
16,18  Under dead bodies

3,7,7,8 3 dagger

4,4
1,2,2,1,3 On them
o gl Explodes 4 dod
2,7,10,6 2 dagger poison type 1
3,3, 1: -

1 poison dagger type 1.

31
9,3,2,8
All within 5 loose 1 level
6,14
12
on them
26 4 dagger
; ,
9,12 loose
2,5,8,6
38 4 dagger
27 treasure in 15’ deep pool
i
11,20 Locked chest
20

Weapons S I W D CO
~broadsword A0 1311 117710
flaming broadsword - 1810 14 18 - 12
mace or morning star 10 15 18 15 11
broadsword 16 12 9 15 8
mace or morningstar 11 11 18 16 . 8
broadsword 9 16 15'17 8

LEVEL 4

AC HD HTK CHEST TRAP
5 4+1 1217
ey 19,23 1 poison dagger type 6 -

14

(no prize)
TREASURE

600 SP, 300 GP, 6 EP, 2
jewels each 3000 in SC
900 SP, 500 GP

100 SP :

300 SP, 12 EP

1100 SP, 10 EP

400 SP; 600 GP, 9 EP

800 SP, 22 EP

1000SP, 600GP, 10PP,

+2 Greatsword, neutral,
Int.=11 Ego=9, Speaks
ancient chaotic, reads magic,
detects, magic, invis., gems,
sloping passages.

'800SP, 400GP
100SP, 400GP, 10EP,
3 jewels @ 100 in sc

200SP, 400GP, 8 AP

1000 SP, 400 GP
500 SP, 12 EP, 8 AP

100 SP, 600 GP

CH Special

18 +1 chain & shield (treas )
14 str 75% +3 +3

12 +1 chain & shield

13 +1 +1 from strength

13 +1 chain and shield

17 +2 chain & shield

(no prize)

TREASURE -

5 gems @ 50400 SP, 22 EP
in SC 2 jewels @ 5000



JOHN PUGH - Level 4
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16

TREASURE

- 1100 SP; 400 GP

200 SP, 100 GP

400 SP, 300 GP
600 SP, 500 GP

500 SP, 13 EP, 28 PP, 9AP

200 SP, 200 GP

1100 SP, 600 GP, 7MP
1000 SP in SC 2 gems @
1000 GP

900 SP, 500 GP, 20 EP

1100 SP, 600 GP, 11 MP
1000 SP, 1 jewel @ 1000 in
FB

1000 SP, 100 GP

900 SP

100 SP

600 SP, 10 EP

800 SP, 200 GP, potion
Human control

400SP, 600GP, 14EP, 14MP
100 SP, 400 GP

800 SP, 16 PP
100 SP; 600 GP

800 SP, 16 PP

500 SP ,
400SP, 600GP, 9MP, 5
jewels in FB @1400

CONTENTS AC HD HTK CHEST TRAP
Trap-pit with spikes hidden by false floor

2 Hobgoblins Sic ] . 3,8

Trap--smoke adds 1-6 to STR of FTR for 1040 turns

1 Hill giant 4 8 36

2 Giant crabs Dy 24515 ; '
2 Lions 8 4 15,23 Disguised food and water

: dish

2 Giant snakes 6 2+1 6,3 Inside

Giant crab 2 3 9

Were tiger 3 S 16

Gargoyle S 4 19

Dungeon Party 3 : On them

6 Ghouls 6 2 7,8,5,11, Loose stone in floor

: ‘6,13 :

Giant crockadile S 6 30 poison gas type 3
Empty . g

Water naga 5 7 32

Wraith ; 3 4 13 Loose

4 Giant lizards 8 1+1 8,3,8,5 2 dagger’

2 Werewolf 5 4 22441 - Chest

2 Giant lizard 8 1+1 9.7

Gargoyle =9 4 14 ~

Giant Scorpion T 3 18 4 dagger
- Empty : :

Trap--poison gas type 4 ;

2 Lions / : 8 4 13,15 =
Wyvern : el 7 36 . Gold collar, silver tag ‘Rex’ 200 SP, 400 GP
Trap--gas sleep 2-12 turns v !
2 Ogre 5 4 24,16

Pixies 6 1 . 8,143

Trapper 3 -sl2 47 Chest

Manticore 4 6+1 28 Pottery Jar

2 Blink dogs 5. .4 19,26 3 dagger :

2 Giant snakes 6. 2O+ 17,6 . Under pile of trash
Empty

2 Hobgoblins 5 okl 9,8 . Small coffer
Dungeon Party ;

2 shadows T DD 13,6 Invisible

2 Were rats - 7 3 7,14

1 Beholder Greyhawk p. 37-38 1 dagger

2 Shadows T2k 5,15

crockadile 5 2 12 Stone jar under loose stone
Empty ' :
2 Giant snakes 60 2+l 14,14 2 dagger

Pool of water

Rust Monster 2 Sk 19 . 3 dagger

Spirit naga 5 10 34 '

Empty

Empty

Owl Bear . 5 5 25 Chest

2 Giant Ticks 4 3 10,13  Explodes 7 dod



" DUNGEON APARTY 3—LEVEL 4, ROOM 15

Lvl Align Class AC HTK Weapons S I W D CO CH Special
4 LG FTR 2 17 +2 white dragon-slaying
: ; broadsword : 1806 1314 9 8. str3ngth 70% +3 +3
6 LG MU 9 17 dagger 9 15 0 12 13 11 ringof spell turn
5 N Cleric 4 25 morning star Is 1115 9 8 7 ,
5 N Druid 6 26 broadsword 9 7 16 11 14 18 +1 leather '
5 N Druid 5 31 broadsword 1310189 151542 shield;
‘ ; dagger +2 +3 vs orcs
6 C MU 9 18 dagger 13 14 13 15 10 14
; DUNGEON PARTY 4—LEVEL 4, ROOM 39 :
Lvl Align Class AC HTK Weapons S I WD CO CH Special
6 CE Cleric 2 28 mace or morning star 9 12 17 14 11 11 +2 shield
8o "CE MU 9 21 dagger 16 18 12 12 10 6 ringfire resist.;rod absorb.
8 N MU 9 26 dagger 171849 « 8 9 5 luckstone
6 N Cleric 3 24 mace or morning star 11 11 1614 11 12-+fchain
8 N thief 5 27 +1 broadsword, scroll clone; phase door;
locate object 15015 1244 17 .5 +2leather
6 N Druid 5 21 broadsword +1;
. +2 vs Lycanthropes 14 13 16 14 10 14 +1 leather
JOHN PUGH LEVEL 5 (no prize)
Rm CONTENTS AC HD = HTK "CHEST TRAP TREASURE
1 : ‘ Spectre comes out 1100SP, 200GP, 19EP, false
: Gk top 2 jewels @ 9000
2 . Cockatrice 6 b 24 Chest . 1000 SP, 24 PP
3  Umber hulk 2 8 39
4  Empty : ~
5  Spirit naga 5 10 47 Several small coffers 2000SP, SC 3 jewels @ 1000
6 2 Were bears. 2 6 25,33  All within 5’ loose best 1000SP, 1400GP, 23EP, FB
magic item 6 gems @ 100
7  Pool of water
8  Spirit naga D 10 49
9 2 Lions 8 4 30,9 Poison gas type 2 6000 SP, 1000 GP
10 Balrog 2. 10 50 : '
11 Trap opague smoke '
12 2 Wyvern 3 T 23,30 - Metal Urns 3000SP, 20 EP, in false top
5 jewels @ 5000
13  Empty
14 MWDMM@‘W WMMW‘MMP
in wall SC2 Jewels @ 1000
15 2Owl Bears S 5 20,17
16 . Lurker above 6 10 50 4 dagger 4000SP, 1600GP, 25EP
17 2 Ogres 5  4+1 18,18 1 dagger 4000SP, 26EP
18 Empty j
19 Gorgon 2 8 33 _All within 5’ loose best 2000SP, FB 4 jewels @
; magic item 8000 .
20 Empty : '
21 Djinn S 74 34 Stone container-secret - 6000SP, 27PP, scroll con-
: compartment : tinual hght projected 1mage
anti-magic spell
-22 Pool of water
23 2 Medusas 8 4 14,15 Explodes 4 dod 3000SP, 1800GP, 13MP
24 Trap opague smoke :
25 2 Owl bears 5 5 18,14 All within 5’ loose 1 level 5000SP, 600GP
26 - 4 Were rats 3 L LLL6 15, 4000SP, 17PP
12 .
27 Cockatrice 6 5 22 Explodes 7 dod - 4000SP, 800GP, 8MP, +1

11

short sword, lawful, I 10,

E 5, speak ancient chaotic
detects traps, sloping pass-
ages, shifting wall and room
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Rm CONTENTS

28
29
30
31

‘Manticore
3 Ogre

2 Lammasu
Water naga

2 Gargoyles‘
Djinn
2 Trolls

32
33
34

33
36

Empty
2 Giant scorpions

37 Pool of water

38 Empty

39 Invisible stalker

40 Hydra 7 head

41 Efreet

42 Dungeon Party

43 Empty

44 Vamipire

45 2 Giant scorpion

46 2 Displacer beasts

47 Water naga

48 Empty

49 Lich

50 Dungeon Party

Lvl Align Class
6- N Thief
6 CG MU

6 N Thief .
5 #kG Cleric
6 LE MU

? G FTR

Lvl Align Class

10 LG MU

10 CG MU

T E FTR

10 N MU
FsaclEE FTR
7 CG FTR
Lvl Align Class
8 LG Palladin

T 1LG Monk

=G MU
10 LG MU
8 LG FTR
10 LG MU

AC . HD. ;. HIK
4 S6HL 20

5 A4l 2011,18
6 642 31,32
5 .8 45

5 g 20,16
5 7+4 37

4 643 35720
73 10,13
30 31
b7 56
3He T 34
2.8 39
758 11,10
4556 36,24 |
sy 33
310 45

CHEST TRAP

Explodes 3 dod

"Chest

Huge chest under huge plle
of garbage

Chest

Chest

False bottem of coffin
Chest of life trapping

Large chest

Poison gas type 1

DUNGEON PARTY 5—-LEVEL 5, ROOM 42

CH
12
7
14
8
14
14

CH
10
13
7
15
11
11

18
16

10
9

14

TREASURE

4000SP
4000SP, 1600GP

5000SP, 2200GP, 3 gems
@ 100

3000SP, 800GP, 16EP, 5
gems @ 100

1000SP, 200GP

5000SP, 600GP, 25EP, false

bottem 6 gems @1000
false top 6 jewels @ 1000
1000SP, 10AP, 2 gems @
100, potion dimenuation
4000SP

4000SP, 2200GP, 30 EP |
5000SP. 2000GP

1000SP, 2 gems @ 100
1000SP, 2400GP, 17EP

3000SP, 14EP, 15PP, 16MP

: Si)eciai

scroll pro. magic

wand of cold

Special
ring invis. ; man. quick act.
ring invis.; eye of charming

str 89% +3+4; +1 plate.

cube of force
+2 plate
+2 shield

‘Special

strength +2 +3 :
str 95%, bronze horn of
valhalla, 10 +1 arrows
horn of blasting

rod cancellation,

5°rad. ring protection +2
+3 plate, str +2 +3

AC HTK “Weapons S I WD CO
.7 17 broadsword 15 10 1 15 14
917 'dagger 13 14 13 11 8
7 16 broadsword il £10° 13 3492
4 25 morning star 1200 “lde 7 042
‘9 14 dagger 9 1511 9 14
2 25 broadsword 17 8 -8 11 14
DUNGEON PARTY 6—LEVEL 5, ROOM 50 -
AC HTK Weapons S Al W B CO
9 . 16 dagger 10 15 9 10 15
9 25 dagger 15 17 8 13 8
-2 34 broadsword 18 11 8 17 12
9 27 dagger Yo 16 18 8
-3 38 broadsword 17 9 15 17 10
0 37 broadsword +2 ‘14 10 14 15 13
DUNGEON PARTY 7—LEVEL 6, ROOM 4
AC HTK - Weapons S I WD CO CH
2 40 +1 broadsword which has I=10, E=5, speak: ancient neutral,
detect sloping passages, invisible objects, jems (roll for number
and size) 18 7 14 9 14
4 32 +2broadsword 18 16 18 17 .17
9 55 dagger 13 18 14 13 18
7 46 dagger 11 4 8 11 17
2 67 broadsword 18..4:9 1118
8 26 rod rulership 13- 457131210

7

ring protection +1
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JOHN PUGH
Rm CONTENTS AC HD
Empty
Owl bear Stas
Umber hulk 2 8
Dungeon Party
Lammasu 6
Purple worm 6 15
Spirit naga 5 9
Djinn S e |
Umber hulk 2 8
10 Chimera 4 9
11  Will o wisp 8 9
12  Grizzly bear 5 6
13 3 Mummy 3 5+1
14 3 Giant boring beetles 4 4
15 ;
16 Trap 2 poison spear type 5
17 Wyvern 3 7
18 Empty
19 2 Manticore 4 6+1
20
21 Dungeon Party
22 Lammasu 6 612
23 Manticore 4 6+1
24 Empty
25 2 Giant tick 4 3
26 2 Giant crab 2 3
27 Dijinn 5 el
28 3 Ogres 5 4+1
29 2 Harpy 7 3
30 Empty
31 Ghost 8/0 10
32 Umber hulk 2 8
33 - 2 Rust Monster 2 5
34 Vampire 2 8
35 3 Mummies 3 541
36 Grey ooze 8 3
37 Trap 4 arrows
38 Salamander 2. 733
39
40 2 Phase spider 6 - 5
41
42 3 Blink dogs 5 4
43 3 Gargoyle 5 4
44 Pool with gargoyle 5 4
drinking : :
45 Efreet 3 10
46 Hill giant 4 8
47 3 4

4 Wraiths

LEVEL 6 '
HTK CHEST TRAP
15 -Spectre comes out
38 Chest under pile of rocks
On members :
32
75
36 2 dagger
36 Poison gas type 4
26 :
44 In invisible chest
49 :
16,27 Poison gas type 5
18,24,24 4 dagger poison type 4
18,24,24
: ' 3 poison dagger type 1
43 2 dagger
A28,29 Loose stone in wall
Chest acts as level5 MU
25 2 dagger
32
12,15 :
10,18
37 Invisible chest
14,15,16
1,12
33
- 30
23,24
36 1 dagger
27,28,20 in coffin
13,16
42 Loose in braiier
3 dagger poison type 4
18,18 4 dagger
1 sl dagger
22,13,21 Pottery Jar
21,12,25 Huge chest
26
54
33
16,18,17,
28
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3RD PLACE

TREASURE

4000SP, 17PP
1000SP
4000SP, 1000GP

5000SP, 1800GP, 21PP
6000SP, 2000GP, 33PP,
9AP, 2 gems @ 1000

1000SP, 200GP, 11PP

4000SP, 2200GP, 13EP
1000SP, 1200GP, 28EP, 2
jewels @ 3000 in secret
compartment -

1000SP, 1200GP
2000SP, 6 jewels @ 3000 in
false bottom

5000SP, 1000GP, 15PP

+ 2000SP, 1000GP, 15AP,

scroll speak with dead
6000SP, 400GP, Greatsword
+1, locate object

6000SP, 400GP, 23PP, 3
jewels @ 4000

1000SP, 2200GP

4000SP,2400GP, 1 gem @50

2000SP, 800GP
6000SP, 1800GP

2000SP, 1000GP

1000SP, 600GP

1000SP, 18PP, 16MP, 1
jewel @ 3000 in SC :
4000SP, 2000GP, 15EP, in
SC scroll pro. lyc’s
6000SP, 9EP, 12AP
4000SP, 10EP, 1 gem @
100, 3 jewels @ 1000 in SC



' DUNGEON PARTY 8—LEVEL 6, ROOM 21

Lvl Align Class AC HTK Weapons S I WD CO CH Special

6. CE MU 9 17 rod rulership 15 1578 16 10 12

5 N FTR 2 31 broadsword 14 10 11 10 15 10

5N MU 9 18 dagger 14516 77 [3 =15 <l

6 CG Thief . 6 16 broadsword 9 10 10 17 11 11 +I leather

6 LG Cleric 3 31 mace 15 7 16 13 11 10 +I1 shield

6 CE MU 9 20 dagger 12 16,11 14 11 7 helm read. magic & lang.
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faom page 1A : cowtinvep 50 PhS Y
ancient wargaming, -or any period of wargaming for
that matter, is what army to raise. One of the most

popular facets of ancient wargaming is the almost-

endless variety of armies you can build. First, you
should try to find the type of soldiers you like. The
following will give a brief description of a few of the
basics. If you like Greeks, and a friend of your has
Greeks, don’t let it bother you. Almost every culture
fought among themselves or fought similar armies.
The most popular armies today are: Greek, Roman

Normans. Remember, you should pick an army that
you like.

The cost of your army is also a major factor.
There are two major wargame scales, 15mm and.
25mm. There are definite advantages to both scales.
The biggest advantage to the 15mm figures is the lower
cost. They cost about half the amount of the 25mm
figures. They now have some very well detailed 1 5mm
figures and come in a wide variety. Although they look

' nice, the 25mm figures have a more imposing appear-

ance on the battlefield. Before you decide which scale .

Empire, Byzantine, Viking, Persians, Huns, and 22 you buy, check with your friends. It is of no use having
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along similar lines.
*  The Fantasy Trip consists of Melee, Wizard

and Death Test.
- WL Robérts

Dear Sirs:

[ am submitting this article on aerial adventures
for printing inyournewsletter. Please feel free to change,
delete, or add to anything you see fit, as it all leads to
the betterment of a growing hobby. -

AERIAL ADVENTURES

Background:

Myths and fairy tales contain stories of fantas- -

tic cities built in the clouds, castles which float through
the air, and other like marvels. In fact the storm giants
of D&D make their abode in the sky. The following
charts "and suggestions will make it possible to cam-
paign in a three enviroments, land, sea, and air. Since
only magic—users and clerics can travel above the
ground by the use of spells, other character types will
first have to find magic items such as flying potions or
flying carpets. Getting the players in the air is no pro-

blem since any character who can fly probably will.

Effects of Flymg

When in the air, encumberance determines how
high an altitude the player may reach. Players moving
as a light footman may climb to 3600 feet. Players

moving as a heavy footman may reach an altitude of
2700 feet. Those moving as a armoured footman can

fly at 1800 feet. Encumbered charactérs may only get
to 900 feet. Combat is basically as that on the ground
with the following exceptions. Attack is possible from
all angles, as in water. Shields are only good against
attacks from below. Bow types are 40% less effective.
Weapons larger than a war hammer are 20% less effec-

tive. The prefered weapons bemg daggers fists, cross-

bows, and magic.

Setting up the Terrain:

The normal types of terrain are -clouds, fog,
smoke, etc. ; ;
Clouds:  Varying in shape and size, they will obscure

vision. Could be storm clouds, cyclones, or tor-

nadoes.
Fog: Will obscure vision and nothing much else.
Smoke: Will obscure vision, cause eye irratiations,
and make the players cough.

Fantastic Terrain Types: .

Traps and tricks are easily put in the sky. Things
like magic clouds, poison fog, cities, castles, volcanoes

that erupt when flown over, whirlwinds to other de-

mensions, and even dungeon levels in clouds.
% B ————

#n—l"‘l 11
a 15 mm army if everyone else has a 25mm army,

or visa versa.

My own collection is made up of 25mm figures
* and numbers close to 4,000 ancient figures. I have the
following armies: Egypt, Assyria, Persia, - Greece,
Sassanid, Macedon, Carthage, Gaulic, Norman, Viking,
and Hun. Most of my figures are Garrison and Hinch-

* opposite.

D Above Clouds

1 Dragon Type

2 Efreet

3 Air Elementals
4 Griffon

5 Hippogriff

6 Intellect devourer

7/ Lammasu

8 Pegasus

9 Roc = .

10 Shedu

11 Spectre

1.2 Wraith

13 Wyvern

14 Wind Walker

15 Flying Human

16 Demon Type

These tablés are in no means complete or perfect.
Change them as you see fit. In fact [ recommend you
change them. .

Sincerely,
Earl Gessner

Aerial Encounter Tables:
Below Clouds
Chimera
Cockatirce
Coutal -
Gargoyle
Harpy
Homonuclous
Manticora
Pisje cieie = 4. !
Vampire
Flying Human

Die

S WY -

— \O 00 ~J O\ '\

(=]

In Clouds -

Beholder

Storm Giant

Ki Rin

Shadows

Giant flying animal .

Flying Human
—_‘——_

liffe, but with the Judges Guild now having Ral Partha
and Grenadier Ancients, these too are now mustering
among my troops.

As far as painting goes, some p,eople. think
15mm figures are easier to paint and some, just the
It is usually better not to buy an entire
army at one time. The best is to buy one or two units
at one time, and paint an entire unit at one time
before going on to start another unit.

The best way to paint, I have found, is to paint
six or seven figures at a time, doing the major parts
at the same time, then, going over each one by itself

0
(¢}

~and doing the detail work. It is also easier if you glue

L)

your figures to blocks of wood so you don’t have to
handle them. When you are painting and have red on
your brush, paint everything you want red. Then,
change to your next color. This helps to get a large
number of figures done.



Omniscient
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Dear Maed Makistakator:

I am enclosing a couple of more articles from
Turtle Dragon Castle which you may wish to print.
However, I am fairly sure that you will find my Guide
to Miscellaneous Magic Enchantment fairly interesting.
It is the final product of a lot of thought and numerous
changes, both minor and major, until I finally arrived
at a system for determining the cost of different en-
chantments which I thought was fair and balanced.

Considering the complexity of the subject and

the amount of different types of magic and enchant-
ment which it ‘must necessarily cover, it still came as
no surprise to you that a certain amount of careful
thought is still required by the Judge before a final
price for any proposed piece of enchantment may be

completed. 1 have therefore taken great pains to make,

the article as clear as possible, even including a number
of expamples to make the process clearer in the mind
of the Judge. It seems to be easier to create and use
such a system than it is to put it down on paper. How-
ever, | believe that I have done a fair job. If you liked
this one, 1 will try to do something similar for the
other types of enchantment listed in my article.
Enclosed also you will find a general column on

the nature of magic in a fantasy campaign of essentially
the same nature as your article in the Journal, “What
is a Fantasy Campaign?”. Mine deals rather more
heavily with the question of “what role does magic
play in such a game”, and “how should it be handled”.
‘Sincerely

Steven Huff

The spells which a Wizard is capable of throwing
are impressive and dangerous, but usually have a fairly
short-term effect upon the game. Far more impressive
in terms of long-term impact are those powers which a
Wizard exercises in the creation of enchanted objects
and new creatures according to his power and intent.

Currently there are several different types of
enchantment commonly practiced by Wizards. The
following is a short list of several types of enchantment.
It does not pretend to be complete or thorough, but
only touches on the major types of enchantment open
to the Wizard.

SWORD ENCHANTMENT
That branch of the art of enchantment which produces
magical Swords with Intelligence, Ego, the Powers of

25

Speech or Communication, and the possibility of other
Powers. This is the most common type of Sword en-
chantment, though others are know to this autor, and

* still others are probably known to you or may yet be

dlscovered

ALCHEMY
Being that branch of enchantment dealing with the pro-
duction - of magical powders, salves, potions, dusts,
gases, etc. Such substances acting upon others, or pro-
ducing effects based upon their presence, application
is limited in use by the quantity available.

Ring Weirdry
Being that branch of enchantment which deals specifi-
cally with the creation or enchantment of items of
circular shape, especially rings, but including necklaces,
bracelets, circlets, and. other articles of common form.
Endows them with powers congenial to the magical
nature of their shape.

STAVE MAKING
That branch of enchantment dealing with the creatlon
of magical Wands, Staves, Rods, endowing them with
charges of power to be expended through use.

WEAPON ENCHANTMENT
Being that branch of enchantment dealing with the
creation of magically bolstered Arms and Armor infre-
quently endowed with special powers and abilities.

GENERAL ENCHANTMENT
Being that branch of enchantment dealing with the
enchanting of any object with special powers, abilities,
or being used to change the essential nature of that ob-
ject so that it may better serve the purposes of the en-
chanter. Also that school of enchantments from which
all other types of enchantment have evolved as special
rules and qualitites of items enchanted were discovered.

GREAT ENCHANTMENT

Being normally divided into two schoals, the
first being the enchantment of items by endowing them
with a portion of the enchanter’s own power; the sec-
ond being the enchantment of items by imprisoning
or enticing a being or spirit within them and combining
the natural powers of that being with the shape and
limitations of the form it is placed in to produce a
specific magic item.

The process of enchantment itself. consists
first of the research portion. During this part of the
process, the Magic User exerts his powers to discover
the formula for the creation of a magical item. He also
developes the special tools needed to make the item.
For this reason it is the most expensive portion of the
process. The second part of the process is the acutal
creation or production of the item. Here the Wizard
works with beings from other planes, summoned by
virtue of the key of creation he was given during his
initiation to the eleventh level. Guided by the stars and



. by the words of his supernatural colleagues, he actually

shapes and forms the physical and extra-physical form

of the object to be enchanted using the materials called
for in the formula of creation. This process takes a mini-

mum of eight hours a day of constant work, and may
not be interrupted by more than 48 hours, or all
previous work is lost. At the end of the period specified
for creation of a given object, ' when all necessary ma-
terials have been properly used, the magical object will
assume its proper powers.

At the end of the period of researching the for-
mula for the object, the formula itself, and such special
tools as are needed for the creation of the object, has
been aquired. Such tools are absolutely necessary for
that particular enchantment. If these tools are lost or
stolen, they must be replaced at approximately (varies
according to the Judge) 45% of the research cost.

Enchantment requiring forging (making blades,
Armor, most rings, etc.) requires a special magical
forging area with extremely hot flames and a number
of special enchantments around it. The cost of creating
such a furnace is extremely high, though it may be
modified by natural factors such as being built in an
active volcano. Most Wizards use forges already estab-
lishedand well known in legend. Such places are often
located in the Temples of Isis, and may be used with
the permission of the Priests of Isis. Donations are
usually necessary, and are not taken into account in

-the normal forging cost (5% of cost).

The following guidelines for estabhshmg the cost
in time and gold pieces are designed for use in enchant-
ment in my wilderness. Taken altogether they do not

form an exact system. They are designed to give a’

general idea of the price of enchanting a given object.
The suggested rules apply to general enchantment,
separating it into various sorts, and making the process
clearer. Because other enchantments are often based
upon different processes, the guidelines here in dis-
cussed have only limited application in other types of
enchantment. Possibly at some future time I will be
able to suggest some similar guidelines for other types
of enchantment in this column.

There are two ways of approaching the problem

.of "détermining the cost of enchanting miscellaneous

magical objects. The first method is to approach each
object individually, determining its cost on an indivi-
dual basis. This has the drawback of taking too long,
and creating a system where the relative value of an
object has less to do with its cost than the mood of
the Judge when he was approached. The second sys-

“tem to produce a set of general guidelines for enchan-

ting objects of various powers based upon their in-
fluence in the game. Price is determined after consi-
deration of their effect upon game balance. This is
the method I have adopted.

The first step was the creation of classes of
powers, with suggested cost in time and money for
creating an object with such powers. These classes
are:
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Cost Time

Power Cost GP

Minor 100 5 Hours
Lesser 20,000 5 Weeks
Normal 100,000 20 Weeks
Greater 500,000 50 Weeks
Mighty 1,000,000 100 Weeks
Catastrophic 10,000,000 1000 Weeks
Not Allowable —

No Price

These costs are modified by various factors called

limitations and characteristics. It is necessary to note
that almost any power is automatically catastrophic,

or not allowable, when unlimited. Whereas, most power -
when subject to 2 or more crippling limitations become
minor powers. The following guidelines for modifying -
base price are suggested.

Slightly Limited ............... -5%
Effectively Limited........... . .=25% or downgrade
1 category
Crippling Limitation . ... ........ -75% or downgrade
: 1-2 categories
Defensive Power ............... -5%
Offensive Power ............... +5% or upgrade 1
 category :

..... ..+20% or upgrade
1-2 categories

Immediately unbalancing pnce x 2 or upgrade 1-2 cate-

gories.

Unbalancing in terms of extended or frequent use, price

x 3 or upgrade 1-3 categories.

All powers in a single item are related in nature -25%.
This list is not complete, but it mentions many

of the most important factors. Others may exist in

your world and not in mine. I suggest the following

-Offensive/Defensive Power

" guidelines for judging types of limitations.

............... Effective if it actu-
ally applies.

.Slight if more often
than once a year,
otherwise effective

Number of Users

Number of Uses per Time Round .

Number of Uses Ever. . .......... Cripplingiflessthan
, - 100 uses.
% Chance of Permanent Failure
WheninUse ...... ... Crippling
% Chance of Temporary :
Malfunction. . ............ Slight
Special Cost forUse ............ By Judgment

The actual power level of any specific power is
something which must be determined by the Judge.
The process of enchantment occurs in the following
steps: Researching the article and creating the necessary
tools, then productions.

Research is performed prior to productlon, and
is 2-5 times as expensive as production. An optional
deduction from a player’s research cost may be adopted
at -5% for every point of Intelligence above 14 the
Wizard possesses, up to an Intelligence of 18 or 20%;
an additional 1% off for every pip of Intelligence
above 18. The guidelines already listed are for pro-
duction costs. It is important to note that research
is done for specific items, not for specific powers.



Thus, the cost for a formula for a-Helm of Brilliance
would be 2-5 times the cost to produce it. The formula
once researched, could only be used to produce Helms
of Brilliance. It cannot be used to place the powers of
a Helm of Brilliance into a Sword or Mace. Using this
" system, it is possible to re-enchant an object by re-
searching a formula for placing a specific power into
an object. ‘Thus, if a man wished to add Telekinesis
to a Helm of Telepathy, he could research a formula

to do so. It could only be used to add Telekinesis to
Helms of Telepathy, and not to any other objects

(not even other Helms), nor could it be used to produce
a Helm of Telekinesis. :

In addition, there is a 5% chance per additional
. power added cumulative that the Quark structure of
the object shall be overloaded. This causes the object
to turn grey, collapse into dust, dissipate, leaving
nothing behind except a frustrated, and often bankrupt

Wizard. Once this process has begun, nothing will

effect it.

 The production and rewearch costs are likewise
5% cumulative more expensive when adding additional
powers.

The limit on powers which may be placed initially
in an object is six. This means that a formula could
be researched to create an enchanted object with up
to six powers. A Helm of Brilliamce, for example,
has four powers. After that object was created, it
could be re-enchanted, and the first extra capability
(the seventh, assuming that it had been initially en-
chanted with six powers) would cost five percent more
to produce than if you were researching a formula to
simply enchant an object for the first time; there would
be a five percent chance of Quark overload. On the
eighth power there would be a ten percent chance of
Quark overload. It would cost ten percent more to
research and produce that power than if the research

and production were going towards initial enchantment -

rather re-enchantment. This process continues until
the Wizard decided the risks are too great, or the ob-
ject evaporates.
; While the basic chance of Quark overload may
not be reduced, it may be increased. The use of assis-
tants to workeon more than one project at once will
introduce an additional five percent chance of Quark
overload. This will apply even to initial enchantment.
Research is occasionally (at the Judge’s option)
effected by an uncertamty factor. This means that it
1s not, always possible' to enchant what you want.
This power should be used by the Judge whenever he
feels it necessary to set limits on a particular object,
or to say an object is impossible to enchant due to
the needs of game balance. It may be used randomly
when new miscellaneous magic articles are being re-
searched, to add some life to the process.
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Uncertainty Factor

01-50. .. ... . .As specified

51-60........ One power not pos&ble or one crlpplmg
limitation

61-70........ Two powers not possible, or tow ef-
fective limitations and one power not

; possible
71-80. . ... .. .Substitution required 1-4 powers
81-90........ Object as suggested not possible, but

similar or related object indicated by
research at only 1-20% of regular cost.
91-00........ Object not possible

When the formula for an object already in exis-
tence upon the treasure tables is being researched, it
may be discovered, since it obviously already has been.
Unless the object is considered to be too powerful for
your wilderness, in which case it becomes theoretically
impossible for it to exist within the laws of magic in
your world, any specimens already in existence dis-
appear due to Quark structure overload. Such a decision
should be talked over very carefully with concerned
players before it is taken.

After the cost in time and money has been deter-
mined for the usual price of an object, it is advisable
to develop a specific formula for any given materials
themselves. This generates some amusing adventures.
The strings for a Lyre of Building, for example, must
be made from the beard of a Dwarven Master Smith/
Artificer. ;

- If your player does not opt for searching out the
necessary materials, he may either be unable to create
the object, research a new: formula requiring less eso-
teric materials at the Judge’s option or purchase them
at Reddy Freddy’s Magic and Alchemy Shoppe on
Thaumaturgy Square. The following cost variation is
suggested if he chooses to buy his materials at Reddy
Freddy’s. '

Production Price
01-05........400% of normal production cost due -
to scarcity of material

05-10. .......300% of normal production cost due

to scarcity of material 4
Pl=1S: 2 5 200% of normal production cost due
to scarcity of material

16-75.. ... ...100% of normal production cost due
to scarcity of material
76-80. . . ... . .80% of normal production cost due to
scarcity of material
81-85........ 70% of normal production cost due to
scarcity of material
86-90. . . .. '...60% of normal production cost due to -
: ‘scarcity of material
91-94........50% of normal production cost due to
scarcity of material
9597........40% of normal production cost due to
- scarcity of material
9599, . .30% of normal production cost due to

_ ~ scarcity of material
.......... 20% of normal production cost due to
: scarcity of material



There are different chances of a fake material
having been palmed off on Freddy, depending on how
reliable any given shop is supposed to be. The minimum
chance of getting a bad material is 5%, unless you go to
the trouble of hunting it out yourself.

The effect of a bad material will depend upon
how crucial it is to the object. The key material (only
one for any object) if it turns out to be faked, will
cause the object to be useless 95%, or to behave in
some totally unexpected manner-frequently precisely
opposite to the intended manner when used for 1-8
times before the imbalance between materials and
magic produces Quark overload.

A bad material (which is not a key material)
will effect the object according to this table:

OI=70: s, No effect !

F1-80:rs s Malfunctions on a roll of six

81-90........ Additional unexpected minor power

91-99:8 - .. Unexpected slight limitations 1 = 4 of
them

00wk s i Percentage chance of Quark overload

each time it is used. ;

The ability to acquire materials for oneself will
effect the cost favorably for the Magic User. I suggest
the following table:

Key Ingredient Found or Already in Possession

cost.
Lesser Powers . . ... 14th level spell-type powers
Normal Powers . . . .5-7th level spell-type powers
Greater Powers . . . .8-9th level spell-type powers
Always assuming effective limitations exist in
the suggested item. Minor powers are anything which
has little or no effect on game balance. They are in-
tended to add color to the game, and occasionally to
spot special, but not especially powerful magical safe-

- guards around castles and such. Catastrophic powers

0105 % 200% Spirits are unco-operative and
. minor ingredients rare.
06-10........ 150% Spirits are unco-operative and. -
minor ingredients rare.
111 B et 100% Spirits are unco-operative and

minor ingredients rare.

L6735 i ,.60% Spirits are unco-operatlve and
minor ingredients rare.

76-80. ....... 55% Spirits are unco-operative and
minor ingredients rare.

81-90........ 45% Spirits are unco-operative and
minor ingredients rare.

91-94........ 40% Spirits are unco-operative and
minor ingredients rare.

95005 vt 30% Spirits are unco-operatlve and
minor ingredients rare.

9899, ... 25% Spirits are unco-operative and -

minor ingredients rare.
.......... 20% Spirits are unco-operative and
minor ingredients rare.

An additional five percent discount on indicated
production cost for every minor ingredient already po-
sessed or acquired by the Wizard is suggested. However,
the price may never drop below 20% of the indicated
‘production cost because this is the bare minimum the
Spirits and Beings will accept for their assistance in
enchantment.

Finally, this description of the system would
not be complete without some guidelines on how to
determine the category a given power falls into. Please
remember that these guidelines are only useful for
starting the determination of cost of a magic item,

and that possible price which appears most appropriate

for your world should be used, not the least or greatest
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are those powers which will unbalance the game.

The cost determined in the following examples
are for production, although frequently I will also
mention the research cost. The research cost should
always be 2-5 times as expensive in gold pieces, and 1-3
times as expensive in time. Once the research cost for .
a given item is determined, it remains constant for other
Wizards who duplicate the research. It indicates the
cost in money to discover the formula and pruchase
necessary knowledge from other beings; also the cost

~ for having created spec1al tools for the making of the
_object.

Example 1, Helm of Brilliance

Powers: Fire Resistance times 2, a special power
determined by Class of user, +2 on bargaining dice
with fire-using creatures, Wall of Fire.

Fire Resistance times 2 :

Limits: only one person may use. :

Classed an an effectuve limitation -25% on cost.

‘Unbalancing? No or only mildly so.

Category—-Lesser times 2. .

Basic cost 40,000 GP and 10 weeks minus 25%

Equals 30,000 GP and 8 weeks.

Special Powers
Limits only one person may use.
Unbalancing? No.

Offensive/Defensive +5%
Category—-Lesser 4

. Basic Cost 20,000 GP and 5 weeks, add +5%
Equals 21,000 GP and 5 weeks, 1 day.

+2 on Bargaining Dice
Limits: only one person, classed -effective;
only 10% classed as a double slight. Only effects
fireusing creatures, classed effective, -65% total.
Unbalancing? No.
Offensive/Defensive +20%
+20% — (-65%) = 45%
Category-Lesser

~ Basic Cost 20,000 GP and 5 weeks Minus (45%)
Equals 11,000 GP and 3 weeks.

Wall of Fire ,

Limits: None, except as spell. Upgrade one cate-
gory. Defensive power, subtract one category.
Unbalancing? Yes, immediately.

Upgrade one category.

Basic category—Lesser +2

Normal



Basic cost 100,000 GP and 20 weeks.

Add costs of all powers.
100,000 GP and 20 weeks
11,000 GP and 3 weeks
21,000 GP and 5 weeks, 1 day
30,000 GP and 8 weeks
Total: 162,000 GP and 36 weeks, 1 day.
Minus 25% all related powers equals Production
Costs: 121,500 GP and 189 days.

Now for purposes of game realism, a formula
should be suggested for the actual enchantment.
Leather from hide of a Salamander is the key material;
50 Gems, fairly unimportant, may be of almost any
value or type; cement made from the teeth of a Red
Dragon.
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, Example II, Lyre of Building
Powers: Defeats Homn of Blasting
Limits: Useable once per day, lasts for six turns,
slight. )
Unbalancing? No, Balances Horn
Defensive power,
Basic Level-Lesser
Basic Cost—-20,000 GP and 5 weeks mmus 10%
Equals 18,000 GP and 32 days

Works 100 men for one week.

Limits: 100 men useable twice a week, effective.
Unbalancing? Yes, allows the owner to free
one hundred men otherwise employed, or their
equal in resources. The Lyre may be strummed
thus twice per week. It effectively frees resources

equal to two hundred men per week for other

purposes. A very powerful item, unbalancing in
terms of long-term useage. Upgrade two levels.
Basic category—Lesser
Upgrade two levels equals greater.
Offensive/Defensive—(+20%)
Effective limit—(-25%)
Basic Cost 500,000 GP and 50 weeks minus 5%
Equals 475,000 GP and 357 days
457,000 GP and 357 days
18,000 GP and 32 days
Total: 493,000 GP and 389 days
Minus 25% due to related powers
369,750 GP and 292 days

Materials: Strings, Beard of Dwarven Master
Smith/Artificer, Key Tuning Keys, Teet of Harpy,
Minor Frame of any appropriate metal or wood, usually
gold, unimportant.

As you can see, the' Lyre of Building, which is
a much less impressive magical item in the game, is
priced much more expensive than the Helm of Brilliance.
This is due to the type of powers. One type‘is purely
personal, and will essentially aid in the survival of only
one player. It will not exert an unbalancing effect on
a campaign as a whole, except upon the game by
allowing a player to use two hundred men more than
he could normally afford. Otherwise he may increase
his store of gold by renting the Lyre to others in con-
struction work, thereby gaining a good . proportion of
the pay for two hundred men for his own use. Used
over a period of several game years, a Lyre of Building
is possibly the third or fourth most impressive item on
the miscellaneous magic tables. Thus it is priced highly
enough to make creating it slightly difficult. It may
take some years to pay off the initial investment. The
price will maintain game balance by keeping the num-
ber of Lyres of Building in the game within limits.

Further, there is a good chance of a Helm' of
Brilliance being destroyed in melee, as that is where it

sees its most frequent use. A Lyre of Buﬂdmg will be

around until the castle or stronghold it is in is laid to
~seige. Even then it will not be easily destroyed, being
carefully safeguarded by both sides as one of the most
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valuable items of booty to be acquired from the seige.

Thus Lyres of Building will not be destroyed as often
as often as Helms of Brilliance. Therefore construction
cost should be higher to maintain the number within
limits.

Example III, Eyes of Charming
Power: Charms as Vampire

Limits: Only useable by one person, saving
throw applicable.

Unbalancing? yes, both short and long-term.
Add four levels.

Basic category--Lesser, addmg four gives Catas-
trophic.

- Offensive/Defensive—(+20%)

Saving throw effective, subtract one level.

Only one user effective—(-25%)

Basic Cost 1,000,000 GP and 100 weeks minus 5%

Equals 950,000 GP and 95 weeks

The reason this item costs so much to produce
is the power it bestows upon the wearer. A man wearing
such an item may walk through an enemy castle, talking
to every man there, and capture it without ever striking
a blow himself. The only thing which prevents its
being catastrophic is the fact that saving throws apply.

Key ingredient: Eyes of a Vampire

Example IV, Rope of Climbing
Powers: Climbs, fastens and unfastens itself . -
upon command. ;
Limits: length fifty feet, effective~(-25%)
Unbalancing? No, a rope with a hook on it will
do almost as much.

Basic category—Minor
Basic Cost:' 100 GP and 5 hours minus 25%
Equals 75 GP and 3 hours, 45 minutes.

Fastens and Unfastens itself upon command.
Limit: Length and something to tie itself to,
effective.

Unbalancing? No, cleverness on the part of the
player with slipknots and a ball of twine will
produce a similar effect.

Basic category—Minor

Basic cost 100 GP and 5 hours minus 25%
Equals 75 GP and 3 hours, 45 minutes.

75 GP and 3 hours, 45 minutes

: Total: 150 GP and 7 hours, 30 minutes

Associated powers not necessary. Final cost as
shown. Materials: Strong rope fifty feet long, prefer-
ably silk.

. The reasons for classifying a Rope of Chmbmg
as a piece of minor enchantment are based entirly
upon its role in the game. It is a nice piece of gear, but
any player with intelligence and savvy, and a few ma-
terials will be able to do almost anything the Rope can
do with a normal rope and an iron hook. Admittedly
it is convenient, and often in dungeons might save the



life of a player. It will not usually have any major effect
on the results of melee or the players’ ability to acquire
treasure. Hence it is minor enchantment, something a
Wizard with a couple of hundred gold pieces and a day
or two to spare can knock off as a convenience item.
He might sell it to Fighters to raise his chest so that he
can proceed with his magical researches. Compare it
to a Rope of Entanglement.

Example V, Rope of Entanglement

Contains and captures by entangling upon

command.

Limits; 2-8 men caught, effectlve Kill points:

20, effective.

Type of power—Lesser

Unbalancing? No

Basic Cost 20,000 GP and 5 weeks minus 50%

two effective limitations equal 10,000 GP and

18 days.

Materials: Blood of Anaconda, Rope.

Key ingredient: Blood of Anaconda.

The reason for making this sort of Rope a lesser
power, rather than a minor power, is it has an effect
directly upon melee and combat ability of the user. It
allows one man to defeat up to eight other men, which
is a fairly powerful act. It is limited by its Kill point,
and the fact that it captures; key factors in causing me
to add the two limits listed together to cut the price
in half. After all, it is not an earthshaking Weapon.
Unlike the Rope of Climbing, it is a Weapon, and it
does have a major effect upon the outcome of any
~ melee combat on a level consistant with a dungeon
adventure, thus a lesser power.

If you use the guidelines listed here and come up
with a price which is either too high or too low for a
given item, I suggest that you give it another think.
If the price is too high, you will probably find addi-

tional limitations you overlooked which may be used .

to reduce the price accordingly. Juggling and careful
thought is a very necessary part of this system. Its
great virtue is not that it allows you to automatically
come up with an appropriate price for an article, but
rather it allows you to use a systematic method of

" considering the potentlals of a Weapon until you have

a clear idea of what it is worth. Use your judgement
to come up with a reasonable price.

Possibly you wilderness has less treasure, or you
feel that the time requirements need adjustment. I
find these tables highly .appropriate to my own world,
but feel fairly sure that some adjustment may be needed
to make them useable in another differently run world.

If requested, I will send in prices and formulas
for the other miscellaneous magic items listed in
Greyhawk.

Of course, worlds are old having hxstones
dating back thousands of years before the present era.
Therefore many formulas have already been researched.
These may be learned by studying under Wizards, or
by studying magical books acquired from other Wizards
in one way or another. Time to learn a formula if
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instructed is one-half the research time required. Time
to learn a formula from magic books without instruc-
tion is three-quarters research time. Tools required
may be rented if work is done at Temple of Isis for 5%
of production cost, or make at 45% of research cost.
Such tools frequently have extra-earthly origins. Ac-
quisition of needed materials is generally impossible
on your own, so research cost remains generally un-
modified.

Certain tools are useful in creating more than
one type of magical Sword are required for making all
types of magical Swords; likewise, a magical Loom
created to make magical cloaks and robes. 30% may be
deducted from research costs if the tool is already
available to the Wizard.

Most magical items are sold at cost to 11th level

Wizards.
senior Wizards, undermining their fimamces.
; Cost of instruction in a formula from another
Wizard is usually 15-20% less than it would take to
research it on your own. It is therefore profitable for
the instructor and the pupil both. Since you are learning
it and not creating the tools yourself, that is an ad-
ditional 45% deducted. In this manner, studying a
formula under another Wizard will cost 60% less to
learn than to research on your own. After once learned,
if you wish to work at your castle rather than the
Temple of Isis, you must eventually pay that additional
45% for tools.

The following spells are often associated thh

Wizards who are working in their workshops.

Analyze Enchantment %
Seventh level, this spell allows a Wizard using it
to define powers of an object created through normal
processes of enchantment. Range: 10°’. Duration: 60

‘minutes, 1 minute per level of Magic User using it.

It takes 10 minutes to examine any object using this

spell. If the object possesses more than one power,

it takes an additional 5 minutes for each additional

power. Applies to anything but Great Enchantment.
Detect Great Magic

Ninth level, this spell allows a Wizard using it

to detect magic in an object where it is not normally

. detectable, as in the case of some artifacts and other
special objects.

Magical Analysis s

Sixth level, this spell allows a Magic User to ana-
lyze the magical vibrations from an object into which
spell have been embedded. It allows him to determine
what spells were embedded in the object. It is useless
in determining powers given by other methods of en-
chantment.

Otherwise junior Wizards would undersell .



Judges

Suild

1165 North University Avenue
Decatur, lllinois, 62526

JUDGES GUILD LIST
= approved for D&D
2 Dun. Tac card. $3.95"°
14 Rdy Ref Bk ..$2.99*
27 Tegel Manor. .$4.50*
28 Judges Shield .$1.98"
36 Char. Chrn. Cd$1.98"
43 Barbarian Altanis/
Glw Wrm Step.$5.50"
47 Cam. Hex Sys.$2.50*
48 WidInd Hgh Fan$8.50
49 Valon/Tarantis .$5.50
52 Thves o Badab.$3.00*
55 Gencn IX Dun.$3.50"

59 Viliage Bk | ..$2.75"
60 Castle Bk | ...$2.75"
61 Island Bk | . . .32475'

62 Cty-St o Invn .$8.00"
63 Citadel of Fire $3.00"
67 Fan. Wdld Byd$8.00"
71 Ftr. Forts Kel. $3.00"
75 Trvlir Ref Scrn . $2.50
76 Dragon Crown $1.75"
80 Skl & Sfgt Grn $4.50"
OTHER JG PRODUCTS
37 1st Fant. Cmpn $7.98
40 Adult T-shirt . .$3.75
41 Child T-shirt...$3.25
42 JG Mbr button.$ .25
46x4 Wldld hex sht$3.00
66 S.Std & W.Rdrs $6.50
68 W.Cry & Btl Lst$4.00
69 Flotilla One ...$5.00

6-%"D6 ...... $1.00

SUBSCRIPTIONS
Guildmember Subs incl.
JG JOURNAL & Instal.—

6/yr: NEW: $12/ 1yr,
$24/2 yr, $33/3 yr.
‘RENEWAL: $11/1 yr,
$20/ 2 yr, $29/3 yr.
LIFE SUB=$100.00
THE DUNGEONEER:
6/yr: NEW: $9/1 yr,
_$17/2 yr, $24/3 yr.
RENEWAL: $8/1 yr,
$15/2 yr, $22/3 yr.
LIFE SUB=$150.00
HERITAGE-LORD OF

THE RINGS FIGURES

75 mm
1875 Gandalf ...$10.95
1876 Frodo...... $7.95
1877 Gimli ...... $9.95
1879 Boromir .. .$10.95
1880 Aragorn . ..$10.95

25 mm :

$2.95 unless shown

1710 Gollum

1716 Gandolf & Saruman
1750 Fellowship . . $6.95
1751 Nazguls. . . . . $9.95
1752 Hobbit Townfolk
1754 Hobbit'Bounders
1755 Hobbit Sheriff
1756 Barrow-Wights
1757 Brrw-Wght. mounds
1760 Trolls of Moria
1761 Orc command set
1762 Orcs with swords
1763 Orcs with spears
1764 Orcs with bows
1769 EIf spearmen

1776 Rohan King & brer.
1778 Rohan—Hama

1779 Rohan—King’s gurd

1781 Rohirrim mntd-sprs

1783 Rohirrim mntd-swrd
1785 " standing

1788 Rohirrim archers
1789 Rohirrimspearmen
1790 Rohirrim swordmen
1791 Rohiirim axemen
1792 ” mntd casualties
1797 Saruman f.—w club
1798 ' w swords & axes
1799 Saruman’s f .-archer
1800 Saruman’s f.—axes
1803 S.f. Orcs Wht Hand
1805 S.f. “ w war drum
1808 S.f. "’ spearmen
1809 S.f. ’! polearms
1810 $:f.” w axes -

1812 S.1. ‘Aorc chieftan
1813 S.f. " spearmen’’
1814 S.f. ‘" archers "

1817 S.f. ’ swords & shid
1819 S. grd. orc w wrhmr
1820 S.grd. " 2-hnd axe
1821 S.grd. *"'w spears
1825 S.f. Orc W.H.-Iddrs
1826 S.f.  casualties
1827 S.f. %orc casualties
1829 Battlefield debris
1842 Dwf. Iron H.-mttks
1843 Dwf. I. Hills-axes

1844 Dwf. I. H. spears
STAR TREK FIGURES
75 mm $10.95 each
1600 Captain Kirk
1601 Mr. Spock
25 mm $2.95 each
1604 Cpt. Kirk, Ymn,
Scotty, Sulu
1605 Spock, McCoy,
Uhura
1612 Federation Crew
1613 Romulan Crew
1614 Klingon Crew
1615 Gorn Soldiers
1618 Phylosian Plantmen
1619 Andorians
1620 Skorr—wngd men
1621 Talosians-zoo kprs
1622 Kzin—8’ cat-men
1628 Tellerites-pig-faced
1630 Fed. Spec. Def. fce
1632 Rom. Assault unit
J. CARTER OF MARS
25 mm $2.95 each
1504 JC on Thoat with
Dejah & Woola
1505 Tars Tarkus
1506 Cathoris of Helium,
Thuvia, Gahan &
Llana at 10
1507 Issus & Matai Shang
1508 Thavus, Prncss Tara,
Paxton/Balldia &

Ulysses
1509 Solon, Datar, Than,
Jeddak/Zodanga &
Axtar
1510 Phor Tak & Jan
1511 Red Mrtn Swrdmn
1512 " with Radium wpn
1513 " command group
1514 Grn Mrtn Thark swd
1515 " Warhoon Warrior
1516 " w Radium rifle
1517 Black Pirates
1518 Yiw Mrtn-Men Okar

1519 Wht Mrtn—Holy

Therns
1520 Kaldanes o Barsoom
1521 Synth. men of Mars
1523 Masena (cat-men)
1528 Plant men of Dor
1531 White'Ape
1534 Giant Mrtn Lizard
1536 Rpd-fire radium gun
& cannon w crews
ROLE-PLYNG FIGURES
25 mm $2.95 each
1301 Good Wizards
1302 Evil Wzrds &wraith
1303 Super Heros
1304 Anti-heros
1305 Fire Giants
1306 Frost Giants
1307 Ghouls
1308 Gargoyles
1309 Balrogs
1311 Hobbits
1312 Ents g
1313 Wood Trolls

. 1314 Mountain Trolls

1315 River Trolls

1316 Cave Trolls

1317 Dwvs w swd/shl@
1318 Dwvs w axe/shid
1319 Dwus firing bow
1320 Dwyvs atkng w spr
1321 Orc light Inf. w bow
1322 Orc It. inf. w spr/sh
1323 Orc w glaive

1324 Orc w spear

1325 Japanese Ogre
1326 Ogre w shid/club
1327 Centaur w spr/shid
1328 Centaur firing bow
1329 Gnome w axe

1330 Gnome w spear
1331 Legn. o Qead/archer
1332 ** attacking w spear
1333 " w sword

1334 * w spear & shield
1335 ““/mounted w lance
1340 Unicorn

1341 Pagasus

1347 Orc archer

1348 Orc w 2-hnded axe
1364 Mummy w coffin
1356 Wargs

1357 Wrr Mlld w swd/bw
1360 Maid on Sacrfc tble
1375 Dragon

1376 2-headed Dragon

1/R MINJIATURES
as .vnllnb!a

75
K310 Siv dlr/wmnt:l 50
F9009 Sif (Norse)$16.00

AVALON HILL GAMES
6.00

Tactics 11
War at Sea

9.00

Alexander the Great .

$10.00
Aquire
Afrika Korps
Baseball Stra(egy
The Collector”
D-Day
Facts in Five
Feudal
Gettysburg
Kingmaker
Luftwaffe
Richthoften’s War
The Russian Campaign
1776
Speed Circuit
Starship Troopers
Stockmarket
Twixt
Victory in the Pacific

“Waterloo

Win, Place & Show
Wooden Ships & Iron'Men
3 $12.00

Assault on Crete
Casar Alesia
Diplomacy
apoleon
Outdoor Survival
Panzer Blitz
Panzer Leader
Shakespeare®
Squad Leader
Submarine
Third Reich
Tobruk
Tufabet
Word Power

SP1 GAMES
$8.00
Sniper
Tank:
$9.00
Barbarossa
CA *

Frigate
Fulda Gap

Mighty Fortress

Outreach
Panzer Armee Afrika
Sorcerer
Starforce
Starsoldier
Up Scope
$12.00
Air War 78
Battlefleet Mars
Drive on Stalingrad
Firefight
Global War
Invasion: America
Mech War 77
Soldiers
15.00
The Conquerors
War of the Rings
$20.00
Middle Earth
Objective Moscow
Terrible Swift Sword
Wacht Am Rhein
War Between the States—
1861-1865
War in theEast
War in the West. . $30.00
TSR HOBBIES, INC.
D&D Collectors set $10
D&D Basic Bk enly $5
D&D Basic set. . ..$9.95
AD&D Mnstr Mnl . $9.95
AD&D Plyr Hndbk 39 95
Dungeon 9.9
Warlocks&WarnorsSS 95
Lankhmar...... $10.00
Monster & Treasure Asst.
,2,3...each$2.49
D&D Char Pad. .. .$2.98
Dungeon Modules
G1,G2 ..each $4.49
G3, D‘I, D2. ea84498
s1 .$5.49

D3

Dung Geom. 1&2 .$2. 49

Owtdr Geomorph. . $3.49
$5.00

Greyhawk'

Blackmoore

Eldritch Wizardry

Gods, Demi-gods & Heros

Chainmail

Swords & Spells

Legions of Petal Throne

Metmorphosis Alpha

Boot Hill

Valley Forge

Don‘t Give Up the Ship

Tricolor

Emp Petal Throne $27.50

War of Wizards ...$9.95
Star Probe . . ..... $6.00
Star Empil $7.60
Classic Wa . 310 00
Tractics. .$11.95

5. FLYING BUFALO,

Gamma World . $9 95
Cohorts. ........ 8.95
Suspicion. .. .... 812 95

Cavaliers & Rndhds$3.50
Field Regulatrons $3.00

. Cordite & Steel ...$7.98
Air Power ....... 3.95
Panzer Warfare . . . $4.00
BioOne......... $2.50
Modern Armor . ..$4.00

Wm theConquerorsn 98
Little Big Horn . . $10.00
Fight in the Skies $10.00
African Campaign . $9.95

Traveller

Mayday .

Imperlum

Mercenary Supl. 1. $5 98
Overlord ....... $11.98
tigdis. . 5 e $1 1.98
Raphia. .. ..o $5.00
Battle of Alma. . ..$5.00
Agincourt . ...... 5.00
En Garde........ $4.00

METAGAMING

O gre " 5o b $2.95
Chitin'l .. o e s $2.95

Wizard. ......... $3.95
Olympica. . ...... $2.95
BVEN sy el $3.95
lceWar ......... $2.95
Death Test.......$2.95
Black Hole....... $2.95
Sticks & Stones. . .$2.95
XGRS - $8.00
THE CHAOSium
$10.00
White Bear & Red Moon
Nomad Gods

Troy
Lords of Middle Sea
King Arthur’s Knights
BIRiCYE ey v cane $12.50
Perilous Encounters$8.00
Authent. Thaumaturgy$5
Runequest....... $8.00
Ballasters Barracks. $3.00
Stom $3.00
All the World’s Monsters
Vol. 1 & 2.. each $8
Trolls & Trollkin. ... $2
Scorpian Men of Broos$2

FGU . °
Chivalry & Sorcery$ 10.00

C&C Sorcebook. . . $8.00
Castle Plans. .....$4.50
“Archworld. ..$6.00
Citadel. . ........ $4.00
Homes & Hovels . . $4.50
Down Styphon ...$4.00

Royal Armies of (he
Hyborian Age . $6.00
Bunnies & Burrows $6.00

. Flash Gordon & Warriors

of Mongo. . . .. $6.00
Starships & SPacemen.$7
Lords & Wizards . $12.00
Broadsword. .. ... $4.50
Gladiators
Bireme & Galley .$12. 95
Rapier & Dagger . .$4.00
Swords & SorcerorsSB.OO

Dragonlords. . . . . $12.00
Conquest of N. Amer $7
Destrier......... $5.00

Galactic Conquest $4.00
Legion. . 5.00
Mercenary
Towers for Tyrants$7.00

INC.
Tunnels & Trolls . . $4.00
Solo Dungeons $3 each:
Beyond the Silvered Pane
Buffalo Castle

Dargon’s Dungeon
Deathtrap Equalizer
Dungeon of the Bear Ivl 1
Dungeon of the Bear Iyl 2
Labyrinth

Naked Doom

Overkill

Uncle Ugly‘s Dungeon
Wierd World

City of Terror....$7.00

ARCHIVE
$1.69

640 Bridge Troll

701 Cimmer./She-devil

741 Sinbad Ducks
2061 Aphid infantry
2062 Aphid Mortar Team
2065 X,S & Y Drones
2090 Jet belt & Weapons

L 1.88
507 Rainbow Wizard
509 Brown Druid
516 Old Willow Man
518 Wolfriders/ax/swrds
519 Wolfriders/bow/spr
620 Wolfrider command
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521 Gondor citadel grd

522 Nightwraith

645 Baby Dragon

705 Disgusting nasties

710 Son of nasties

723 Bigfoot

728 Mdm Star of Sorcer

760 Rust eaters

761 Rotting crawlers

763 Werebears

765 Ochres/Shamblers

766 Rope-monsters

769 Giant Boring Beetle

770 Stag beetle'

771 Giant Snake

773 Ogre Wizard *

774 Giant Lizards

775 Amber Bulk

783 Phraint

805 Drgnnwt/demibd-1

813 Delecti Necromncr

814 Master of Fire

826 Morning Star

827 Evening Star

828 White Princess
2001 (BEM) Mrtn Ovrird
2003 Stellar Amazon

2019 Mentusa Mind Wtch"

2026 Dr. Fly

2028 Dr. Cyborg

2055 Lizardeen Starkngt
2096 Sand devil/axe
2097 Sand devil/rifle

401 Japanese Monk
524 Low Orcan commd
525 Low Orcan archers
529 Low Orcan/scimitar
530 Low Orcan variety
535 Orcan archers
. 536 Orcan axemen
614 Myrmidon
7.24 Superheros
757 Eleven-eyed floater
758 Giant Bats
764 Bugbears
768 Giant Rats
772 Lizard Men
777 Skeletons
778 Wolfmen
804 Dragonnewt Priest
807 Drgnnwt/demibd-3
811 Herrek the Beserk
.Gunda the Guilty
812 Jar-el Razorell &
Beat-pot Aelwrin
817 Grazelndr Shaman
818 Lampressa
830 Tusk Rider
2002 Starducks
2004 Fuzzies
2011 Robot group
2012 Duck Rogers group
2014 Plastron Androids
2016 Space Dwarves
2017 Space Dwarf Pirates
2020 Galactic Centaur
2030 Alien Mutants
2031 New Martian
2032 Rockhoppers
2035 Alien adventure grp
2040 Frinx in pwr armor
2041 Nude Frinx
2045 Texican Spc Rngrs
2050 Lizardeen Adv grd
2051 Prone lizard troopr
2052 Kneeling Lzrd trpr
2060 Aphid sct/grav-cycl
2070 Feloid Elite Infantr
2071 Crouching Feloid
2077 Woolie
2099 Androids
2100 Duck Vader &
Rabbit Troopers
$2.49
508 Grey Wizard mntd
613 Goblins/axes/sprs
514 Goblins/bow/shid
523 Mntd Nightwraith
632 Hobgoblin Bodygrd
541 Sleeping Orc
702 Barb. giant & thief
708 Again nasties
720 Dracula & vampire
726 Mdm Star Horsebk
730 Cimmer. King mntd
736 Mentat the Magnif.
755 Bear-owls
782 Throons
784 Deodanths
809 Ironhoof
2005 Eyegar
2009 Killer Robot
2025 Planetary scouts
2027 Star Wizard & Dscpl
2034 Pirate Captain &
Bounty Hunter
2044 Alien Tourists
2059 Knight of Darkness
$2.95 4
402 Samurai Swordsmn
615 Goblin command
531 Gobln king & bdygd
541 Dancing Orcs
543 Brawling Orcs
609 Griffon
613 Sphinx
703 Barb. Duck & gals
708 More nasties
707 Still more nasties

750 Dungeon Donkeys
776 Were-tigers
781 Sea demons
785 Wobras
803 Wind Children
822 Centaurs/club/bow
824 Ironhoos’s bodygrd
829 Pavis Survivors
2006 Flygar
2013 Space Assassins
2018 Space Heroines
2033 Galactic Gladiators
2036 Imper. Marine NCOs
2037 Imperial Mar. Trpr
2046 Pegasus Lizard
2064 Hurraku
2075 Robot Stormtrprs
2076 Desert Rats
2080 Giant Ostrizard
2081 Alticamulus (pre-
historic camels)
2083 Smilodons (saber-
tooth tiger)
2084 Glyptodon (giant
armadillo)

709 Bride of nasties
711 Nasties babysitter
779 Wereboar
798 Sharkadillo %
2063 Krshauga -
2042 Pwr Amr Frinx on
a2084....$3.95
502 Great Fllwshp$6.95

610 Manticore. . .$7.95

611 Wyvern. . ... $5.95

731 Dung. Adventuress
group. .. .. $4.95

800 Sredni Vashtar .

KL $14.95

825 Nmd Godss. . $4.95

2010 Giant Robot. $4.95

2015 Bianca Snow & the
Star Dwrvs. $4.95

2029 Moondog Maude’s
Cantna bnd $5.95

2094 War Buflp/rdr$7.95 -

2095 Wid Buffalope$4.95
2098 Star Fllwshp. $4.95

GRENADIER
Wizards & Warriors
$2.29 unless indicated
1 Hiflngs/bws/spr/swd
2 Mntn Dwrvs/swd/hr
3 Mntn Dwrvs/ax/bow
4 EIf Frst/swd/bow

5 EIf Frst/spear

6 Gnms Runeshld

swd/ax/spear

7 Grt Wood Treemen

8 Good mn West/bow

9 Gd Men West/sword
W10 Gd Mn Wst/spr/axe
W11 Fem Ftr/swd/spr/bw
W12 Nrthrn Barb/swd/ax
W13 Sorcerors
W14 Thf,brd,clrc,rngr,ass
W15 Orc o Eye/swd/ax
W16 Orc o Eye/bow/spr
W17 Orc—Hnd/swd/btlax
W18 Orc-Hnd/pl-arm/bw
W19 Goblins Mount/swd
W20 Gblins o Mnt/spr/axe
W21 Goblin & Wolfrider
W22 Kobolds/swd/spr
W23 Trolls: wood & cave
W24 Mordor cmnd pack
W25 Chao. Wrs of East/sw
W26 Berserkers/ax/swd
W27 Mntd Dark Riders
W28 Fire Dmn/Wraiths
W29 Slimes/molds/jellies
W30 Werewolves/wererat
W31 Ghouls/mummies
W32 Air, Earth, Fire, Wtr
W33 Ogres/giant
W34 Minotaur/medusa
W35 Zomb/skel/gargoyle
W36 Purp worm/gnt snak

$4.

w
w
w
w
w
w
w
w
w

W37 Hydra ...... 00
W38 Red dragon . . $4.00
W39 Blue Dragon .33.00
W40 Wyvernin. . ..$3.00
W41 Manticora .. .$3.00

W42 Wr mammoth $4.75
W43 Catplt w orc/mn $4
W44 Dart thrwr . $3.00
W45 Vampires
W46 Thieves:elf, dwarf,
man & female
W47 Serviigwnch, harem
grl & grl w leoprd
W48 Heros/superheros
And a whole

W49 Shopkeeper, wrkmn
Cnstbl, gntimn, &
wanderer

W50 Skel. commnd pack

W51 Skel. warriors/swrd

W52 Were, bug, owl-bear

W53 Gnt ticks & centpds

W54 Giant rats

W55 Gnt Cave Spdr$4.00

W56 Gnt prpl worm$4.00

W57 Prpl wrm xpnsn. $4

W58 Carrion creepers

W59 Rust, cube, ooze

W Spec. 1 Great Dragon

W Spec. 2 Great Grrffon

rrrrrrrrrrr $24.95
W &W Fantasy Sets

Set 1 Treasure....$2.00

Set 2 Magical items $2.00

Set 3 Weapons. .. .$2.00

Set 4 Dungeon items. $4

Set 5 Torture chamber$4

Set 6 Sorceror’s room $4

Set 7 The.Temple .$4.98

Set 8 Treas. vault. . $4.98

Set 9 Guard room . $4.00

Set 10 Sorcrr's chariot $4

Set 11 Throne rm .$4.98

Set 12 Drunken Dragon
‘Inn $4.98

Space Squadrons 2998
$3.50 each

SS1 Behemoth cls Bttishp

SS2 Hurricane cls HvyCrs

Lightningcls LtCrsr

SS3 Mace cls Sct/fghtr

Stilleto cls fighter

SS4 Aurora cls AttkCrsr

S§S5 Saturn cls Frigate

SS6 Trident cls fighter

SS7 Dragon cls Bttishp

SS8 Cobra cls Hvy Crsr

Vipercls Lt Crsr
SS9 Attk Carr/w 6 bat.ftr

SS10 Bat. cls Fghtrs
Scorpion cls ftr/sct

SS11 Minelyr/Repr tndr

SS12 Fleet refueler

SS13 Lndng crft/asst pck

SS14 Cmmnd/cntrl cntr

SS15 Platforms

SS16 Airlocks/corridors

SS17 Instal. & access.

SS18 Base (6 Irg=12 sml)

SS19 Self-propell. outpst

VALIANT
Fighting Sails @ $3.50 ea
FS1 100 gun Shp-o-line
FS2 74 gun Shp-o-line
FS3 44 gun Frigate
FS4 36 gun Frigate
FS5 20 gun Sloop of War
FS6 18 gun Brig of War

,FS7 16 gun Schooner

FS8°12 gun Cutter

FS9 Bomb Ketch

FS10 Mediteran. Galley
FS1.1 Algerian Xebec
FS12 Ship's boats

FS13 Masts under full sail
FS14 Floating Batteries
FS15 Land Fortifications
Stardate:3000 @ $3.50 ea
SD1 Intruder IID sct
SD2 Vigilante IIC Intrcpt
SD3 Phantom VB Asslt
SD4 Alien Banshee sct
SD5 " Vampire Intercptr |
SD6 Draco cls Dstryr
SD7 Aries cls Esct Crsr
SD8 Perseus cls Cruiser
SD9 Orion HCrsr. . $4.50
SD10 Alien Sadr Dstryr
SD11 ' Phardos Esct Crsr
SD12 " Mirazh Bttl Crsr
SD13 " Merak Hvy Crsr,
S§D 14 Sml stands (9)
SD15 Lrg stands (6)
9065 Scorpius & Pegasus
9066 Aln Antares & Sirus
9067 Fed. fighter craft
9068 Alien fighter craft

PHOENIX/ATLANTIS

as available—54 mm
A5 Princess Philendra w
$8.5

ehaitebe s
A6 Handmaiden holding
mirror .. ..... $4.95
A7Pan ......... $4.95

A8 Hndmdn/oint. . 34 9%

9 Panther
ot more. too! Wrin !or free elulon

HOW TO ORDER

-We ship same day by first class mail or UPS. If
you have P.0. box, please include street address for

UPS shipping:

If you have questions, please write.

Minimum order $5.00 We accept Visa/BankAme-
ricard and Master Charge. IL res. add 6% sales tax. No
postal charge for the U.S. & Canada, APO or FPO

addresses. Exceptions:

Posters require $1/order per

each 1-6 posters. Foreign orders shipped via surface
unless Air surcharge included: $3.00 for sach $5 of
order ($14.00=$6 surch.). Excess postage refunded.

On subscriptions: U.S.

1st cls $3.60; Canada $4.50

(air) or $3.80 (3rd cls); Foreign $14.50 (air) or $6.20
(surface) PER YEAR PER SUBSCRIPTION.
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