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EEditorditorial of a Mial of a Madmanadman
“You know what I see when I look across the dealers’ room floor? Survivors!”

Exhibitor at Origin’s 1999 (Columbus, Ohio)
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Many people described my editorial in the September,
1998 issue of KODT (#24) as ‘depressing’. It was writ-
ten immediately after returning from GenCon ‘98 and

I reported that, although Kenzer and Company had had record
breaking sales, the 1998 summer con season had been a ‘season of
change’. With several companies giving up the ghost, being
bought out, and/or laying off employees, the future of many
companies seemed a bit grim, if not  uncertain.

If the 1998 con season was one of  ‘change’, then the 1999 sea-
son can only be described as one of ‘great comebacks’. GenCon ‘99
has to rank as one of the single best gaming events I’ve ever per-
sonally attended. Here’s my personal short list of the reasons why;

• Judges Guild. Those of us who first picked up the dice back
in the late 70’s or early 80’s couldn’t help but get the warm fuzzies
upon learning the old adventures we first cut our teeth on were
being refurbished and re-released. Passing by the JG booth was
like running into an old friend.

• Dungeons and Dragons 3rd Edition.  The big buzz at the
con, of course, was the “Future of Dungeons and Dragons” sem-
inar where gamers were hand-fed juicy tidbits of information on
one of the most anticipated releases in years. Too bad we have to
wait a full year for the real thing but most D&D fans were
thrilled just to hear that the game has great things in store for it
in the coming months.

• Gary Gygax. Speaking of old friends, on Saturday the news
shot around the exhibit hall floor like a bullet. “Did you hear?
Gary is running a game in the castle!” Hundreds of gamers wan-
dered through the castle to just see the GrandMaster weaving an
adventure.

• Avalon Hill. Many of you will recall that Avalon Hill was
bought up by Hasbro last year. Most gamers mourned the deal as
the end of an era and held out little hope that the classic AH
board games would ever be produced again.

Boy, were we wrong. The old girl is back and she’s looking
pretty classy. Do yourself a favor and go to www.avalonhill.com
and drool.

• Dave Arneson.  Speaking of D&D, Dave Arneson showed

up at GENCON having just returned from the set of the upcom-
ing Dungeons and Dragons movie (to be released next fall). He
even promised to do a write-up about the movie for a future issue
of KODT. Hoody Hoo! [Incidentally the rumors that the movie
would be based on the Gord the Rogue novel series is not true.]

• Beer and Pretzel Games. One of the things I noticed miss-
ing at GENCON this year were the pretentious RPG debuts we
saw at past cons. Maybe the message has finally gotten through
— gamers want content and quality — not hype!  More bang for
the buck! Companies like Cheapass Games, Placebo Press, Gold
Rush Games and many other relatively small companies seemed to
be stealing the thunder this year.  

Also absent were the doom-and-gloomers forecasting the death
of gaming as we know it. Maybe they got the message as well —
gaming is alive and well.

All in all it was a great con season and we’re looking forward to the
next one. (Except for Dave Kenzer who lost all his body hair when some-
one walked up behind him and screamed, “Pokemon’, Pokemon’!” and
James Mishler who came down with Cowpoke’s side-saddle rash at the con
and had to be carried out on a gurney.)

Before closing, this issue, all of us at Kenzer and Company want
to thank our readers for making 1999 a fantastic year. Not only did
you snag the Origins Awards for us (Best Professional Games Magazine
of 1998 - our second win) but you helped push sales of KODT far
beyond anything we could have imagined. According the Retailer’s
TOP 30 best-selling titles list in the September issue of Comic
Retailers we recently outsold Spider-Man: Chapter 1 (Marvel) and
JSA Secret Files (DC).  (If our current growth rate continues we expect
to break the 20,000 distribution milestone by year’s end.).

Hope you enjoy the issue in hand. Once again, the entire
KODT Development Team would like to thank everyone who
took the time to vote on the Origins Awards. You guys are pretty
kewl.

Jolly R. Blackburn
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okay so the UMBER HULK pulls out a freakin’ SHOTGUN and empties BOTH BARRELS

into your face! meanwhile the ORC-SLAVERS in KEVLAR ARMOR make off with your

horses.  the wounded KOBOLD-SCOUT on the ridge fires a RESCUE FLARE.  

you can hear the dull-drone of the COMBAT-COPTERS moving in to evacuate him.

SHOTGUN? how the

hell does he load the

damn thing? \ don’t

think UMBER HULKS

have fingers do they?

\ KNEW \ shouldn’t 

have loaned DAVE my

CYBER-PATH 

supplements.

brian? you’ve GOT to do something.

he’s MANGLING the rules again.

yeah...\ know. but UMBER

HULKS with SHOTGUNS?

that ROCKS ASS!!

yea, until

you’re on

the WWRROONNGG

SSIIDDEE of

those twin

barrels!!
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Our Readers Talk Back!
Dear KODT,

I had just finished reading KODT on the subway and was
walking to work when the enclosed piece of advertising literature
caught my eye.

No other signs of KODT fandom from this group — though
I think that “I
wazte ‘em with
my Crozzbow”
would be a great
gangsta rap tune.

Kevin
Maroney

New York,
New York

Thanks for taking the time to send in your find, Kevin. We love
hearing about all the ‘hoody hoo’ references out there. In recent months
we’ve learned at least one professional wrestler, two DJ’s and a beet-
farmer in Des Moines, Iowa also use the catch-phrase. I guess that
episode of Gomer Pyle was more popular than we thought. Either that,
or there are a few closet KODT fans out there.

Jolly

Dear KODT,
A member of a group I game in on Sundays recently was kind

enough to bring his comics to our game.  I found them hilarious.
I hadn’t realized that many of the catch phrases he had incorpo-
rated into our sessions were from you.  
Also, a lot of the arguments and tribulation that are accounted in

your comic are reminiscent of games since past.  But, the best part
for me (being a gamer of many years.... I was raised on it) is finding
my alter-ego in the comic.  

I AM SARA!  Not only am I often the only girl gamer in certain
quests and often push for less hack-and-slash, but my cousin is the
GM!  Being familiar with D&D since I was 4, and still loving it,
I give you props and thank you on behalf of me and my group!

Kirsten/Age 20
coffeejunkie@juno.com

Dear KODT,
I just purchased Tales From the Vault Two at GenCon.

On page 51 is a comic about IGOR (Israeli Gathering of Role-
Players.) I will be spending next year in Israel, and had pretty
much given up on getting any role-playing done while there. But
this IGOR indicates that there are role-players in Israel. I tried to
search for it online, with no success. So, if you have any informa-
tion about it I would greatly appreciate it if you could send it to
me.  Oh, a few weeks ago, I didn’t have an adventure prepared
and I used the ‘belligerent Dwarf trick’ and it worked! (That it
worked was rather frightening).

Eph Unell
via E-mail

Thanks for the letter, Eph. Our IGOR contact is:
Asaf Bartov [asaf@forum2.org] 
77 Rambam St.
Ra’anana 43601
ISRAEL

Belligerent Dwarf trick, eh?  Works every time. Nothing touches
off the anger of a player-character like a good slam-dunk to his or
her ego. 

Jolly
Dear KODT,

Reading your episode "Night of Gaming Dangerously"
reminds me of how I first ran into role-players. I was working as a

student doing psychological testing at the Feliciana Forensic
Facility, an institution for the criminally insane in Louisiana. I
struck up an acquaintance with a couple of the sociopaths there
(always the most charming people), and they told me about some of
their D&D games there:  

They commented on how thugs generally played beefy hack-
and-slashers, while con-men and sneak-thieves more usually
played thief and rogue types.  I’ve gone on to play and enjoy role-
play games myself, but at the time it seemed to be a fairly exotic
bit of prison lore. So anyway, you shouldn’t necessarily expect
Switch and Crutch to be clueless about Hackmaster.

Name Withheld
Sociopaths?  Is that the new GURPS supplement we’ve been hear-

ing so much about?  Do you happen to know the day and time they
game? We get to Louisiana from time to time and we’re always look-
ing for game-sessions to crash. Do they serve snacks? Is their GM up on
HackMaster 3rd edition?

Jolly

Dear KODT,
I just finished reading issue #33 Wild Wild Hack, and I got the

thought that there are people who are seriously trying the things
that you publish in Parting Shots even after you mention in your
Field Report from MarCon 34 not to try the Things to do in an
Elevator to Annoy People.

This ties in with the people who are insulted by some of your
comic strips.  Those of you who are taking this stuff seriously are
missing what the word ‘comic’ means. This is not a soap opera. I
don’t think Sara is going to be having anyone’s love child.

In the words of William Shatner: “Get a Life.”  If you don’t like
having fun with this material, go back to reading gothic novels,
leaving the rest of us to laugh our fool heads off.

A personal note: I would prefer the format to remain oriented
towards the strips, but I don’t role-play these days. If you do add
game materials or non-KODT stuff, I tend to ignore it — except
for the back five or six pages starting with Heard it on the
Grapevine, which I like.

Again, that’s my choice. Everyone else who wants the addition-
al articles: more power to you. Thanks for the laughs. Keep up the
good work.

Craig D. Cummings
via E-mail

Dear KODT,
I want to thank you for writing KODT.  The last eight years of

my life  have been spent in the company of gamers - my husband
and his friends. No  other magazine or comic book speaks to me
the way yours does. When do you  find time to spy on my dining
room?  I swear I’ve heard some of the  conversations in KODT in
my own house. Keep ‘em coming. I rely on your comic book to
keep my sanity.  I want to be Sara when I grow up.

Suzi Dunn
Fairview Park, Ohio

P.S. If this E-mail should make it into an upcoming KODT
could you please warn THE BOYS (John, Matt, Mike, Dave,
Brian and Jason) that I will take MY HackMaster+12 to the next
one of them who forgets to put the toilet seat down?  

you can write to us via e-mail at 

JollJollyRByRB@@aol.comaol.com!! 

or you can send your

snail mail to

KODT LETTERBOX,KODT LETTERBOX,

1003 Monroe Pike, 

Marion, IN 46953
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WAGER ME THIS by jolly r. blackburn
based on a suggestion by oberon barimen

okay as you ride along the rocky shore of LAKE HAZARD you notice there are HUNDREDS of

gnawed bones and bloody SEAGULL feathers strewn along the trail side.  it’s pretty obvious

that someone or SOMETHING has been coming to the LAKE to scrounge for food. 

who the hell would eat a

seagull? that’s disgusting.

sea gulls? that must mean

there’s WATER nearby.
we’d better be on

our toes, everyone!

A FEW MINUTES LATER

as you round the POINT on the shoreline you find yourself

standing about FIFTY YARDS from a very large FLAT-FOOTED

OGRE!  he’s holding a LARGE MATTOCK roughly the size of a

THIRD-WORLD NATION.   with the FULL MOON rising just over his

left shoulder and the distant howl of a TIMBER WOLF breaking

the eerie silence of the night, he strikes an intimidating pose.

the hair on the back of your necks stands on end.

a flat-footed ogre?

are you sure? \ thought

we wiped those BRUTES

out long ago.

oh yeah. \’m sure.

uh oh, everybody! looks like things are

going to get bloody. REAL BLOODY!

good gawd!

apparently one of

them survived.

wiped them

out? huh?

it was before your time, sara.

way back in ‘88 when B.A. was

running us through his EIGHT

OGRES TO SUNDOWN adventure.

oh, \ saw that one ON FILE

down at WEIRD PETE’S.

as it should be. that

was some of B.A.’s

best work.

it was awesome! the whole

adventure centered around three

tribes of HIGH OGRES embroiled

in a feud that had been going 

on for three centuries.  the

FLAT-FOOTS, the WEBBED-TOES

and the CHUB-FOOTS. their ACTS

OF AGGRESSION were spilling

over into the surrounding 

settlements and we were hired

to bring a HALT to the feuding.

HIGH OGRES??!! \’m sorry \ missed that one. \ was the instructor’s

assistant for the HIGH OGRE SEMINARS at HACKMASTER CAMP last

summer.  \ wish \ could have taken  a crack at setting up negotiations

between the tribes and ending the feud. what a unique adventure hook!

negotiate? \ guess that’s ONE

way it could have been handled.

we took a DIFFERENT approach.

yeah, we chose to ELIMINATE

two of the three tribes. it was

the ONLY way to ensure a

LASTING PEACE!
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YOU WIPED OUT TWO ENTIRE TRIBES OF OGRES??!!

or so we thought. apparently

ONE got away.  \ guess we

weren’t as THOROUGH back in

those days as we are now.

pretty amazing huh?

THREE P.C.’S taking on

THOUSANDS and living to

tell the tale. -sigh-

but it was NO cake walk.

\ lost a DAMN

GOOD character

in that adventure.

oh, sure! \ was wondering how long it would be before you

threw FRANZ DEVEE in my face again.  | SAID | WAS SORRY!

it ain’t right, brian. you

know it wasn’t BOB’S

fault that he rolled a

ONE and fell asleep on

his WATCH that night.

hey, \ was JUST telling SARA it

was no cake walk - ALRIGHT?

that’s all.  as far as \’m 

concerned, the DEAD can stay

buried. \ got no BEEF with bob.

\ hate to interrupt, guys, but 

the OGRE is standing motionless

as if he’s sizing you up. then he 

scowls at you and stamps his 

feet as if greatly annoyed.

“DIS IS RYNGAR’S LAKE! 

DIS IS RYNGAR’S ROAD!”

he shakes a

gnarled, hairy

knuckled fist 

at you.

“YOU MUST PAY

RYNGAR TOLL

OR DIE!!!”

mighty COCKY for a FLAT-FOOTER isn’t he?

\ got news for him - \ ain’t payin’ SQUAT!

he says you can pay in

GOLD or pay in FLESH!

what’s it going to be?

wait guys, perhaps we can negotiate with him. my character

knows a few of the HIGH-OGRE DIALECTS. it’s a very difficult

tounge to learn - maybe he’ll be impressed with my...

is that a threat? that

sounded like a threat.

is he threatening me?

give it up, sara. didn’t you hear

what he said? the dude’s a

FLAT-FOOTER! the only thing

that impresses them is the

business end of a sword!
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guys, please! these creatures average something like 150

hitpoints - right? what could it hurt trying to negotiate?

at the very least, it may buy us some time or distract him

long enough to gain the advantage. what do you say?

look sara, you weren’t gaming

with us when we MIXED it up with

these guys a few years back.

THEY WERE BRUTAL!

yeah! they DECAPITATED

FRANZ DEVEE and put his

head on a spit!

that was a crying

shame. \ was only

FOUR E.P.’s from

making 7TH LEVEL!

KNUCKLES was on WATCH the night it happened.

he NEVER forgave himself for FRANZ DEVEE’S

death. \ had to roll on the CHRONIC

NIGHTMARE tables for six weeks! we’re talking

MAJOR psychosis here! it took an 8TH LEVEL

CURE-ALL SPELL to finally get all my MARBLES

back in the bag - if you know what \ mean.

look, \ don’t want to invite the

guy to have dinner with us - 

\ JUST want to see if we can

avoid some unnecessary combat.

look guys, maybe SARA is right.

what’s the harm in letting her try? if

she fails then we WASTE his ass.

well....okay, \ guess we can see what happens.

go ahead, sara. KNOCK YOURSELF OUT!

but \’m warning you. if he

gets all mouthy or 

anything - \’m coming in

swinging. you got that?

thanks, guys! \ really

appreciate this.

hmmrrrfff! talkin’

with a flat-footer. if

THAT don’t beat all.

A WEE BIT LATER...

sorry sara, the OGRE stubbornly refuses to yield. he INSISTS that you pay the TOLL

for using his road. he wants ONE of your horses as payment.  upon payment you will

be free to continue on your way UNMOLESTED and afforded his PROTECTION.

A HORSE? he

wants one of our

horses? what

the hell does he

want a

horse for?

figure it out, SHERLOCK! he wants

to make tasty meat snack out 

of it.  no way in HELL \’m given 

up CLOVER FAX to this creep.

well, you gave it

your BEST shot

sara. no one can

fault you for 

trying. now how

‘bout we LAY WASTE

to this JOKER?

you know

what they say.

“it ALL works

out AFTER the

HACKING is

done!”
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wait guys, \’m not finished yet. b.a., \ offer a WAGER to the

OGRE. if he can answer my RIDDLE then we will give him

ALL four of our horses and leave the area pronto. 

however, if he CAN’T answer the riddle - we get to pass by

without paying his TOLL or engaging in COMBAT.

the OGRE seems really

interested in your proposal.

“A WIDDLE? YOU WONS TO

PLAY WIDDLES?”

guys, don’t look so

alarmed. flat footers

really aren’t that bright.

the OGRE accepts the wager but with one

SMALL twist. you must answer HIS riddle. if

you fail to give him the proper answer then he

gets ALL your horses. if you correctly

answer him then you give him only ONE horse.

what the hell does he think

this is? LET’S MAKE A DEAL?

this BLOWS! \ say we

carve him up like a

thanksgiving turkey!

whoah, hold on guys. this could work in OUR favor. all we have to

do is SWEETEN the pot and we can have this guy eating out of our

hands. he seems to have a THING for horse meat. hmmmmmm.....

what are you

driving at

BIG GUY?

uh oh, he’s on to something. \ can

hear the GEARS spinning from here.

okay, b.a., here’s the DEAL. 

\’m guessing that’s a 

MATTOCK OF OGRE KIND 

he’s holding there. which

means it’s a +5, possibly a 

+6 weapon to you and me.

\ believe the BOOK PRICE for that little beauty is something like 5,000 gold pieces not to mention the E.P.s.

so wager me this - we answer this dude’s riddle we walk with the MATTOCK and our horses.  if we fail he

gets the FOUR HORSES and in addition to that - we bring him back TEN more horses within a week’s time.

brian, yer a frickin’ genius!! 

and AFTER we take his MATTOCK

he’ll be defenseless so we

WASTE him anyway. HOO-HOO!

this is TOO sweet.

but what if we CAN’T answer

his riddle? what then? \’m

tellin’ ya, there’s NO WAY \’m

givin’ up CLOVER FAX.

brian, \ thought | was

speaking for the group

with the OGRE.

you set ‘em up and |

close the deals, sara.

TEAM

WORK!!
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the OGRE thinks for a moment and then nods his head and agrees to BRIAN’S

wager. however, only ONE of you can attempt to answer the riddle. and you

must do it WITHOUT anyone else’s help. so send forth your BEST riddler.

\ dunno about

this. we stand to

LOSE a lot if we

can’t pull this

off. it’s FIFTY

MILES to the

nearest town.

yeah, too bad we

burned down HAGLEY

TOWN * and forced b.a.

to erase it from the

map. it’s only a half

day’s march from here.

*See KODT#31: Missing Out Big Time

guys, please. he asked for

our BEST RIDDLER didn’t

he? \ guess that would

be ME! don’t sweat it - 

\ got it under control

okay, looks like we 

have a WAGER then. 

OUTSTANDING! \ want to

commend you guys for NOT

resorting to HACKING

your way out of this.

oh...uh...\’ll be right

back. \ left some of

my campaign notes in

my bedroom.

this isn’t good. he’s up

to something. since

when does B.A. forget

his campaign notes?

you got THAT right. he couldn’t

get out the room fast enough.

what the hell’s his angle?

my guess is that he’s frantically going

through his HACKMASTER TOME OF RIDDLES

hoping to find one which will STUMP me.

not likely - \ memorized all 379 riddles and

the corresponding answers.

hello? is this

HARD EIGHT

ENTERPRISES?

1st or 2nd

edition?

there was

a 2nd 

edition? 

-gulp-

MEANWHILE....

c’mon, pick up already. PICK UP!

thank you for utilizing the HACKMASTER SUPPORT

LINE, sir. my name is TULEY. how can \ help you?

\’m a cardholder for the HACKMASTER EXTENDED SERVICES

PROGRAM. \ need a CLASS IV RIDDLE - A.S.A.P.!

\’ll need your member 

number, sir.  and how will

you be paying for this?

it’ll be going

on my mom’s

credit card.

http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=356
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now....where were we? oh yes, the OGRE was

about to tell BRIAN his riddle. you ready BIG

GUY?

bring it on! \’m as ready as \’ll ever be.

\ just hope this guy doesn’t decide to

HIGH TAIL it when \ solve his little-riddle

and RENEGE on our wager.

man, this is REALLY

intense. \ hope BRIAN

knows what he’s doing.

COAL-LATERAL by jolly r. blackburn

okay in accordance with the terms of the

WAGER, you’ll have ONE game turn to

come up with the correct answer, brian.

also, the OGRE will be stating the RIDDLE

only ONCE - so be sure to take good

notes. there will be NO repeating.

okay, here goes. the OGRE smiles 

menacingly and then begins to speak, 

“\ am stronger than chains of iron.  no power can

break me.  no tempest can topple me.  \ can endure

wars, plague, and even famine without being diminished.

\ am cherished by both king and pauper though both

are freely endowed with my graces.  what am \?”*

with that the OGRE leans heavily

on the handle of his MATTOCK

and waits for his answer.

not hardly worth your time, huh,

brian? \ bet you had the answer

BEFORE he even finished talking.

* Answer:A mother’s love for her child.

c’mon brian! ruin this dude’s

day. solve the riddle!

uh...er....sure, sure.

but, uh....first \ gotta

use the restroom.

BE RIGHT BACK!
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SECONDS LATER....

\ can’t believe it. 

\ think \ actually

STUMPED him.

FINALLY!!

uh oh! looks like the FAT MAGE choked. \ don’t think

he has the ANSWER. now what are we going to do?

sheesh! have a little faith in the guy. like

he said, he had to use the restroom. he’s

just building up the suspense - that’s all.

\ dunno, dave.

he DID have

that QUEASY

LOOK on his

face.

MEANWHILE....

that’s right. \ want the answer to a

CLASS IV RIDDLE. try searching the

keywords; chains of iron, tempest and

freely endowed.  and HURRY!

\’m bringing it up

now, sir. let’s see....

oh dear! \’m sorry, sir. a FLAG has been placed on that

riddle. “PLAYER NON-DISCLOSURE”. looks like your GM paid

the extra ten dollars to have the solution safeguarded.

FIRK DING BLAST!

CLICK!!!

TEN MINUTES LATER....

brian? the OGRE is

waiting. do you have

the answer or not?

quit stalling, brian. if you don’t know the answer you DON’T know the

answer.  BIG DEAL! we just HACK our way out of this like we always do.

brian? are

you okay?



Knights of the Dinner Table Magazine™ • September, 1999 ——————————— 11

FIREBALL COMING ONLINE!

\ guess b.a. coughed up

the ten bucks for player

non-disclosure, huh?

\’m firing a BOLT

OF MULTIPLE

WOUNDS at him!

\ kick CLOVER FAX in the ribs with my +4 SPURS OF SPEED and draw my

HACKMASTER +12!! \’m making an IMPALEMENT CHARGE on his ass.

FIREBALL AWAY!

brian your FIREBALL begins to hurl

toward the OGRE then suddenly

FREEZES in midair. in a flash of

BRILLIANT WHITE LIGHT, which 

temporarily blinds the ENTIRE

PARTY, the fireball vanishes. 

dave your horse,

also blinded,

REARS up on its

hind legs. you

tumble to the

ground.

as your sight slowly starts to come back, you are

SHOCKED to find that the gawd LUVIA is standing before

you. he is accompanied by his guardian agents, the twin

ravens, MISHAP and CIRCUMSTANCE!

LUVIA?? he’s

intervening??
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what kind of SCAM are you trying to pull? huh?

everyone knows LUVIA doesn’t have the authority

to INTERVENE into the affairs of MORTALS.

LUVIA explains that

the FLAT-FOOTED

OGRE is the LAST of

his KIND! as such

he has been granted

the gawd’s

personal

protection.

BIG DEAL! he still isn’t allowed to

interfere. \ ORDER him to stand aside

or suffer the consequences.

uh....guys. actually....

“PATRON GAWD OF ENDANGERED

SPECIES” is but one of many titles

that LUVIA carries. \’m afraid in

this situation, LUVIA indeed has

INTERVENTION RIGHTS.  and it

looks like he brought BACK-UP.

we’re screwed!!

no way in hell! that lame-

ass title was introduced

when GARY JACKSON was

on that GREEN PEACE kick.

yeah, he was trying to

impress that LINGERIE

MODEL he was dating

after his divorce.

brian’s right.  and it’s OFFICIAL. luvia is here to make sure you HONOR your wager with

the OGRE.  he orders you to immediately hand over your horses. and let’s not forget

you promised to deliver TEN more horses within a WEEK’S TIME.  luvia informs you that

ONE of you will be held as COLLATERAL until the rest of you return with the horses.

he makes it clear there will be NO discussion on this. it SHALL be as he has SPOKEN.

now just a DAG GONE minute. it

just so happens that KNUCKLES’

patron gawd is LUVIA. doesn’t that

count for SOMETHING?

yeah, wouldn’t all that

DEVOTION and WORSHIP

translate into PERKS of some kind?

good thinking, bob.

KNUCKLES has championed

the message of

LUVIA for years.

luvia scratches his head and looks a bit

confused. “\’m sorry. what did you say your

name was? knuckles? nope. sorry. never

heard of you. you HAVE been observing all

my holy days, paying tithe and adhering to

the CODE OF CONDUCT prescribed for ALL

followers of my faith haven’t you?

WHATEVER!

aw dude, he

SLAM DUNKED

you! that was

brutal.

dude??

what’cha doin’?

SCRIBBLE¡

SCRIBBLE¡
ER

A
S
E¡

¡

ER
A
S
E¡

¡

okay so LUVIA wants to

know who....uh...er..  bob?

is there a problem?

whatta ya THINK \’m doing?

\ scratching that 

BASTARD off my character

sheet. if your PATRON GAWD

won’t stand in your corner 

- what GOOD is he?
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FINE! that’s just great. LUVIA was just about to ask WHICH

one of you would be staying behind as a MARKER but it looks

like BOB has JUST volunteered. with a wave of his hand and a

crack of thunder, a streak of swirling crimson ball energy

surrounds bob... er, knuckles. there’s a bit of static hiss and

a disturbing crackling sound and then the energy dissipates

revealing that bob has been turned into a small lump of coal.

hmmmmmm...what type of

coal would that be, b.a.?

bituminous or anthracite?

huh? what the hell is

he picking on ME for?

oh man, he did

you WRONG, bob. 

bituminous or anthracite? brian,

what difference does it make?

well, depending if there

are any industrial 

centers in the region -

about 2 to 5 copper

pieces a ton.

an HOUR GLASS appears over the lump of coal as if hanging on an invisible thread. LUVIA turns it over and

you can see the sand begins to pour.  “the sand will stop pouring exactly SEVEN DAYS from THIS hour.”

proclaims the gawd.  “if you have NOT delivered TEN horses by THAT time - DEATH AWAITS your friend.” 

luvia sweeps his hand and a small BRICK FORGE filled with FLAMES appears to his left.  “if you FAIL to

HONOR your wager, your friend shall be cast into the forge and his SOUL will be CONSUMED!”

you GOT to be kidding!! just

because we chose to TALK with

this guy instead of fighting it

out \’m facing ETERNAL DEATH?

maybe you shouldn’t

have dis’ed him bob.

don’t worry bob. it should be

a CINCH to find TEN HORSES

and bring them back.

\’m sorry bob. as a LUMP OF COAL

you have a movement factor of

ZERO. \’m afraid you can’t use your

“SLIP AWAY INTO SHADOWS” skill.

and ALL this time we thought LUVIA

was a WUSS GAWD!! he’s pretty

kewl for some BLIND DUDE, huh?

THIS BLOWS! -sob- 

\ TOLD you guys we

should have taken that

OGRE -sniff- out. it’s

called HACKMASTER not

YACKMASTER. -sob-

we’d better hit the road.

the quicker we round up

those horses, the 

quicker we get back.

okay by me. man, that

was COAL-HEARTED

what he did to bob.

HAR HAR!

A WEE BIT LATER....
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A HORSE IS A HORSE by jolly r. blackburn

as you approach BADGER FALLS you are VERY surprised to see that DOZENS of CENTAURS are

roaming about the streets. the town seems really different. in fact...uh..er....  bob? will you 

please turn your chair around and sit in it the way you’re supposed to. \’ve told you TWICE about

it. my mom put me on notice - if you guys break ONE more chair - NO MORE gaming in the house.

*See Tales From the Vault: Volume II: page 14 [After B.A. bases the town of Badger Falls on Mayberry from
the television series, the group becomes so enamored with the town and its citizens that they refuse to leave.]

\ can’t help it. \’m BORED to tears

over here.  \ came for a little

HACK-N-SLASH tonight.  not to

play some frickin’ LUMP OF COAL!

don’t worry dude.

\ KNOW badger

falls has horses.

strange how NONE of the dozen or so

towns we’ve visited thus far have had any

horses. and what’s with the CENTAURS?

who cares? we

need to hurry.

we’ve already

wasted THREE

DAYS.  bob’s time

is RUNNING short.

\ don’t think that

LUVIA-DUDE

was bluffing.

you notice a sign hanging over a set of

STABLE DOORS that reads “HORSES

BOUGHT, SOLD AND TRADED!” 

standing out

front are TWO

CENTAURS who

look like they’re

having an intense

conversation

with an OLD MAN.

again with the CENTAURS. \ wonder

what the hell they’re doing in town?

\’m going to try and listen

in on their conversation. do

\ pick up any useful info?

once again, \’ll

remind you bob that

YOU aren’t with the

group. you can’t

perform any actions.

centaurs interacting with

humans? this is TOO

strange. something must

have happened. but what?

\ hate to interrupt

them but \’ll ask

the OLD MAN if he

has any horses.

“do \ have any horses?” the old man LAUGHS at your question as do the two centaurs. 

he wipes the tears of laughter from his eyes and pats you on the shoulder. “thanks mister!

thank you for reminding me not to lose my SENSE OF HUMOR. \ haven’t laughed in months.”

\ bet he

wouldn’t be

so quick to

laugh if

KNUCKLES

was standing

there.

\ push past him and enter the stables. \’m

going to call DIBS on the BIGGEST DAMN

HORSE he has. maybe that OGRE will swap

me back CLOVER FAX for him.

since the old man seems so

friendly, \ attempt to engage him

and the centaurs in conversation.

maybe \ can learn something.

great. TALKIN’ is

what got us in

this FIX!

http://www.kenzerco.com/product_info.php?cPath=22_23_27&products_id=51
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sorry dave. as you stroll through the stable you discover ALL of the STALLS are empty. there’s

not a SINGLE HORSE on the premises.  sara, you learn from the OLD MAN that he and the centaurs

were discussing how the FIELD WORK should be prioritized during the upcoming HARVEST.

holy moly! no horses? this is soooo

twilight zone.  what gives?  14 towns

we’ve visited and not horse ONE!

well don’t

give up NOW!

if you walk

all night you

can make

TWIN FORKS!

the centaurs are 

discussing field work?

but...but...they’re HUNTERS

AND GATHERERS. 

\ ask the old man

what the deal is with

the horse situation.

he seems very surprised that you don’t know. he

almost starts to laugh again but then he senses

the sincerity of your question. “you mean you

haven’t heard? why....why, the PLAGUE OF THE

BOUND SPECTRE wiped them ALL out last summer.”

plague of the

bound who?

the BOUND SPECTRE! the EVIL

SPIRIT the folks at HAGLEY

TOWN had imprisoned in their

TEMPLE. somehow it escaped.

uh oh. didn’t you guys say

something about BURNING

down that temple? *

-gulp- \

told them

not to do it. 

* See KODT#31: Missing Out Big Time [The guys burn down Hagley Town along with the Temple of Luvia.]

that’s right you MORONS! your

PAST has finally caught up with you.

by torching the temple you FREED

the SPECTRE and set him LOOSE

upon the land to spread his VILE

DISEASE. which, incidentally, only

affects BEASTS OF BURDEN.

ooooohhh, NOW, \ get it.  this isn’t about some

STUPID wager at all.  this is about me putting the

torch to LUVIA’S temple. pretty sneaky for some

gawd who’s supposed to be LAWFUL-ASS -GOOD!

that’s right. 

he found a  LOOPHOLE

in the non-intervention

rules. so what?  

guess you’ll just

have to DEAL with it.

frickin’ a! this guy

rocks as far as

gawds go. my next

character is definitely

following this dude.

every HORSE,

MULE, BISON and

OX within 550000

MILES of this

valley was

WIPED OUT!

within 500 miles??!!

NO HORSES??!! but that means....

that’s right my little

ARSONIST-DWARVEN

FRIEND!  no horses! that

means you can’t fulfill

the terms of the wager.

-gulp-

oh, \’ll

deal with

it all

right.

http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=356
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hmmmrrffff!! you can be sure these 

CENTAURS are making a HEFTY profit on the

deal.  \ bet they’re making out like bandits.

DAMN!  too bad we didn’t get in on the ground

floor.  \’d LOVE a piece of THAT action.

the old man explains that when the horses began

dying out the CENTAURS of the PELAR MOUNTAINS

gathered together and took a vote. they decided

to help the farmers of BADGER FALLS cultivate

their fields and gather up the harvest.

kudos, B.A. on coming up with such

a wonderful plot device. but 

\ didn’t think CENTAURS were THAT

interested in the welfare of humans.

initially, they weren’t. But, they

became afraid wide-spread famine

would cause humans to encroach

upon their hunting grounds.

well with ALL the horses pushing

up daisies in these parts, it looks

like BOB is TOAST!  literally!
yeah, well, we

tried our....

PUSHING UP

DAISIES??!!

JUMPIN’ BAJEEMERS!! what the hell is wrong with me?  

\ almost threw in the towel and the SOLUTION was staring us

right in the face.  BOBBY-BOY, the fates have not forsaken you. 

SOLUTION??!!

uh....did \ miss

something?

don’t leave me,

hangin’, dude.

what’s going on?
\ have to give DAVE

credit for joggin’

the ol’ bean.

our WAGER never specified if the

horses had to be ALIVE and KICKIN’!

all we gotta do is

dig up TEN horse

carcasses and

we’re GOLDEN!

HOODYHOO!!
brian you da man! 

\ could kiss you.

IN YER FACE LUVIA!!

\’ve said it once and \’ll say it again - You’re a

GAWD, dude. \ call dibs on tellin’ this story at the

next BRAGGIN’ RIGHTS NIGHT at WEIRD PETE’S!! 

oh no, brian.

you STILL got

the touch.

awh, hell. \ should’ve seen it right off. \ must be slipping.
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HA! HA! real clever but you’re forgetting

something. how the hell are you going to

haul FIVE TONS of DEAD HORSES over THREE

OVERLAND HEXES in the FOUR DAYS

you have remaining? and without any BEASTS

OF BURDEN to help you? huh, wise guys?

looks like the LAUGH is on YOU!

damn! \ didn’t think

of that. there’s

gotta be a way.

EL RAVAGER can

lift 500 lbs clean

over his head!!

there IS a way!  we just hire a gaggle of these

CENTAURS and hitch them up to a few wagons.

then we RIDE back to retrieve KNUCKLES in style.

thank gawd you’re on OUR side,

big guy. for a second there 

\ thought B.A. had outwitted us.
shy’a-right!

\n his DREAMS!

maybe we can take some EXTRA dead

horses with us.  \’d STILL like to

try and swap ‘em for CLOVER FAX.

THIRTY MINUTES LATER...

oh for crying out loud! the CENTAURS agree to ONE HUNDRED GOLD apiece for the

job. but they demand HALF PAYMENT up front. they’re not too KEEN on pulling 

wagons, so they demand you hire four extra CENTAURS so they can ROTATE the work.

\ knew they’d cave in.  let’s get

this show on the road.  \’d like

to get back in action and do a

little HACKIN’ before the 

ENTIRE EVENING is shot to hell.

hey, b.a.! \’m gonna pay RUDY an extra FIFTY in gold to let me

SADDLE him up and ride him.  \ already bought drinks for him

at the TAVERN and stuff so he should be down with that.

you’re

riding a

centaur?

all right

boys, let’s

get to that

GRAVEL PIT

and load up

those dead

horses.

LATER THAT NIGHT...

RUDY fires one last arrow at the fleeing HIGHWAYMEN. he strikes one of them square in the 

back causing him to fall, crashing to the ground on his face.  RUDY orders two 

CENTAURS to ride forth and retrieve any weapons and valuables on the wounded and dead.

hey, that RUDY-

DUDE has a

GOOD AIM. he

made short work

of those goons.

you got that right. \ didn’t

even have to draw my sword.

that little AMBUSH pushed us behind 

schedule. we’ve only got 8 hours to get

these HORSES to LUVIA before our time is up.
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LATER STILL...

LUVIA yields to you. even though it was in the SPIRIT of your

wager with the OGRE that you would deliver LIVE horses, he 

convinces the OGRE to accept the DEAD ones you’ve arrived

with.  -sigh-  with a wave of his hand the LUMP OF COAL is

transformed into KNUCKLES - apparently unscathed by his

ordeal. then in a FLASH of brilliant light the GAWD disappears.

unscathed my ass!

i’m TORQUED!!

something’s

gonna die!

HA! good thing he fled when he did.

\ was just about to do some 

serious WHOPPING on his butt!

hey, b.a.! \ want to double-check.

LUVIA has departed the area - right?

kewl!  \’m casting a GRASPING-DEATH SPELL on the OGRE.

\’m sacrificing ONE EXPERIENCE LEVEL to kick in the spell’s

AUTOMATIC KILL feature. there’s NO SAVE. scratch one

FLAT-FOOTED OGRE!

that’s right. LUVIA has

vacated the area. unlike you,

he has HONOR! he made a

deal and he’s sticking to it.

brian! dude! have you gone

nuts? you’re going to bring

LUVIA back down on our butts.

but...but....you sacrificed

an EXPERIENCE LEVEL!!

WHY??!!

you ask why?  ‘cos according to the

HACKLOPEDIA OF BEASTS killing off

any MONSTER which is the LAST of

its kind kicks up its experience point

value by a magnitude of 100.

that means \ lose ONE LEVEL but earn enough E.P.s to

gain TWO LEVELS!  not to mention \ lay claim to that

MATTOCK OF OGRE KIND!! is that kewl or what?

all bow before

the glorious

brian!! his

POWER is great!

this is MOVIE

material. and it

happened RIGHT

HERE. \’m so

proud to have

been a part of it.

it’s like \ said.

it ALL works

out after the

HACKING is

done!

not likely. according to the GAWDS

AND DEITIES MANUAL, luvia can only

intervene ONCE on the behalf of any

ONE player, creature or npc under that

lame-ass 'species erradication' clause.

HA!  luvia can't touch us!  he BLEW it!



AH HA!! \ knew your SNEAKY-ASSES were up to

SOMETHING! what BUSINESS do you have with

the MERCHANT LEAGUE that can’t be conducted

at the table? huh?

\ tire of your inces-

sant barking. you’re

like a dog without

teeth. you make a lot

of noise but you

never get the bone!

brian, sara - \’ll grab a

soda and meet you on the

back porch  and we can go

over your proposals.

\ DEMAND to know

what you two are

up to!

y’know, you two are the

most IGNOBLE royalty

i’ve ever come across!
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ARMARM WRESTLEWRESTLE
THETHE MONKEY!!MONKEY!!
A BUCKA BUCK AA TRY!TRY!

PLAYTESTERS NEEDED
ROACH WARRIORS

Exciting new expansion set for MANDIBLE WARS

A MUTE POINT

CLOSED

story by jolly r. blackburn and steve johansson

R U L E
L I F T E R S

•PICK-AND-CHOOSE YOUR RULES. 

•MIX-AND-MATCH BETWEEN ANY SYSTEM(s).

•HOW-TO-TIPS ON PHOTOCOPYING THOSE

HARD-TO-DUPLICATE SUPPLEMENTS AND MAPS.

•YOU’LL NEVER HAVE TO BUY ANOTHER GAME!

R U L E
L I F T E R S

looks like a UNANIMOUS VOTE!  the

MOTION passes. newt will don the

HUBCAP OF SHAME* for an

unspecified amount of time.  sadly,

this is the SECOND TIME, newt has

been handed down this DISHONOR.

there. the

DEED is done.

somebody get on the horn to STEVIL and tell him that JUSTICE

has been administered.  maybe NOW he’ll agree to come back to

the table. you got that LETTER OF APOLOGY ready for him, NEWT?

sir, \’ll wear this TOKEN of humiliation. maybe \ deserve it.

but PLEASE don’t ask me to apologize to STEVIL.  you

shouldn’t have to say, “sorry” to someone you’ve just

doled out VENGEANCE to. it kinda takes the STING out of it.

no need to call

him. he’s sitting

outside in his

car waiting for

the outcome of

the vote. \’ll go

get him.

\ reckon you’ll do

what \ say, son.

yes, sir.

poor stevil. even though they

dropped ALL the charges against the

rest of us he’s STILL in HOT WATER.

hey, the kid

brought it all

on himself.

* See KODT#23: A Man Outstanding in His Field [The Black Hands make Newt wear the Hubcap of Shame for all the bad press generated by his ‘lost in the steam tunnel’ hoax.]

all he had to do was sit tight. \ was going to spring him

as soon as those new CATTLEPUNK DICE came in. \ got a

FEELING those little babies are going to BLOW right off

the shelf.  anyway, it was DAMN STUPID for STEVIL 

to try going over that fence.  didn’t he see the signs

warning about HIGH VOLTAGE??!!

\ visited him in the BURN WARD last

monday.  he said he just SNAPPED.

apparently that dude in HOLDING

CELL FOUR made him dance for 

thirty-six hours straight.

aren’t you going to

call him, pete?

and remember what \ told you guys.

no ribbing him about the DANCING THING!

the guy’s PIN has been pulled - he’s a

freakin’ GRENADE about to go off. so lay

off ‘im.

awh c’mon sir. \ brought my

WALKMAN and SPEAKERS. 

\ wanted to play “DANCING

QUEEN” when he came in.

how’s that HUBCAP feel

on your neck, boy?

hey, you’re an

ABBA fan too? 

\ have all their

albums.

http://www.kenzerco.com/product_info.php?cPath=22_23_24&products_id=699


22 ——————————————————————— Issue #35: Death Awaits™

OUT BACK OF PETE’S SHOP...

hey, MISTER HAPPY

DISPOSITION-BOY!

you’re wanted inside.

is he WEARING it? 

you bet! see? 

\ told you BLACK

HAND JUSTICE

would stand behind

you on this thing.

and NO jokes about the

dancing thing - right?

you’re

safe.

c’mon on

inside son.

can you UNDO my seat belt?  these

BANDAGES keep getting in the way.

oh sure. and maybe you want me

to WIPE your nose and pack you

a SACK LUNCH while \’m at it.

just help me with

my gawd damn SEAT

BELT!! all right,

LARD HEAD?
tsk, tsk. well

now you’ve

gone and

offended me.

A FEW MINUTES LATER...

so??!! where’s

STEVIL? 

he’s coming. SQUIRRELY found out STEVIL’S defense-

less with his hands all bandaged up like that.  he

took advantage of the situation.

SQUIRRELY won’t

hurt him will he?

STEVIL didn’t crawl in after him did he? 

\ tried that once and he grabbed my

glasses and gave me REVERSE-WEDGIE

for crying out loud,

PETE. can you go break

those two up? they’re

holding up

the....er...never mind.

HERE HE COMES, NOW!

naaaaaaaaa! he got what he wanted. he

took stevil’s WALLET and INHALER and

crawled  down the HEATING DUCT.  

no, STEVIL’S

trying to flush him

out with the FIRE

EXTINGUISHER.

don’t worry STEEVO!  \’ll lure him out with some

MOON PIES tomorrow and get your stuff back.

yeah? well that APE just made my

LIST!  and YOU too.  you picked the

WRONG frickin’ night to MESS with me.

awwww, c’mon, MITTEN PAWS!

you shouldn’t outta talk to

your FRIEND like that.

hey stevil. you want \

should roll yer dice

for you tonight?

no, GORDO, \ don’t.  \ want you

SHOULD keep your MOUTH SHUT and

not talk to me. think you can do that?

heeeeyyyy! why you SORE

at me? \’m the ONLY one

who visited you in the

hospital and all. sheesh!

yeah, but you

ate all my

frickin’ 

TAPIOCA 

PUDDING

while i was

asleep!

well it

didn’t

look like

you had

touched

it...
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okay, folks. the game is HACKMASTER tonight. a BRAND

NEW BEGINNING!  new campaign.  new characters.  a FRESH

clean slate.  that means NO grudges or hard feelings

between characters.  do we understand each other?

as far as \’m concerned the

score is EVEN now. \ got no

problems with starting fresh.

DITTO on that.

\’m with ya, NITRO.

can we just dispense

with the LECTURE and get

on with the game?

oh yeah! 

a NEW HOPE. 

a NEW beginning!

\ asked everyone to go ahead and roll up NEW CHARACTERS

this week to save time.  so, let’s go ahead and quickly review

them.   NEWT? why don’t you go ahead and introduce yours.

my character’s name is WIND DRIFTER.  he’s HALF-

ELF.  he used to be a highly revered SAILOR who

plied the trade waters of the SCOWNZDORN. but

he left all that behind when his ship struck a reef

and went to the bottom of the sea with ALL hands.

he was the SOLE SURVIVOR and set out to...

fine, fine, \’ve

heard enough.

good character.

NEXT??!!

but \ didn’t get a chance

to go into his LINEAGE and

SOCIAL STANDING...

uh...my character’s name is BLUESHINE

GOSSAMER  - BLUE for short. she’s

originally from DIDDLEWOOD and she’s a...

oh GOOD LORD! not again!

another PIXIE-FAERIE? 

a freakin’ FEMALE PIXIE-FAERIE??

gordo! son! don’t you think it’s

time for a change of pace?

I AM trying something new.

this time INSTEAD of a 

pixie-faerie fighter \’m 

running a pixie-faerie mage.

kewl!

-sigh-  \ was HOPING with a NEW campaign and all you guys would have seen

fit to have come up with some ORIGINAL characters. so far it’s the SAME OLD

crap in new packaging.  okay, STEVIL, let’s hear about your character.

but sir, WIND DRIFTER is VERY

original. you see, he turned his

back on the sea and now he

wanders around the land

looking for a NEW CALLING. of

course this leads him to....

BLUESHINE is also a

master of FAERIE KIND

MARTIAL ARTS! and she

has a GINGER MOTH as

a mount.  don’t you

think THAT’S original? 

hmmrrfff! sounds more like a

BREAKFAST CEREAL mascot than

a HIGH FANTASY RPG CHARACTER.

\ think you’ll like MY

character, NITRO.

check it out....
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my character is a MUTE. he NEVER speaks. he’s just about the

most MYSTERIOUS figure you’re ever likely to meet. he wears

a BLACK VELVET robe with a DEEP HOOD which he keeps pulled

low over his face.  on his left wrist the word “PAYBACK” is

tattooed in the manner of the GREL SHADOW WARRIOR. likewise,

on his right wrist appears the phrase, “UNBRIDLED WRATH”

well that’s certainly a

STRANGE character.

what else should we

know about him?

trust me. \’ve told you

EVERYTHING you need to

know about him.

uh, er, what’s

his name?

he doesn’t have one. \ don’t

expect him to LIVE long

enough for him to get any

USE out of having a name.

then i’ll just call

him JOHNNY PAYBACK.

stevil, \ sure hope you’re not planning on doing what \ THINK you’re planning on doing. everything that’s

happened at this table in the past is WATER UNDER THE BRIDGE!  \ won’t tolerate any more  GRUDGE-KILLINGS

hey, \’ll just be playing my character the way \ rolled him.  a MUTE

PSYCHOPATH who doesn’t know the difference between FRIEND and VICTIM.

just don’t turn your back on him and everything will be HUNKY DORY.

\ don’t think WIND DRIFTER

likes the MUTE.

we ARE talking about

your CHARACTER- right?

looks like we got a GAME!

AFTER THE GAME...

you could have at least let me finish reading

the intro to the adventure BEFORE

interrupting and yelling, “LET ME INTRODUCE

YOU TO MY LITTLE FRIEND!” and running NEWT

through with a POISONED DAGGER!

you DID warn him

NITRO. only

seems fair.

\ WAS planning to wait until

later in the adventure but

that damned ABBA SONG

pushed me over the edge.

heeeeey, you said you

were MUTE!

oh 

sure.

˙øœ and when you get the chance
you are the dancing queen

young and sweet, only seventeen
dancing queen feel the beat from the tambourine

oh yeah ˙øœ
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The Shields

Bandran
of

just what i feared would

happen! the wo-lar-gras

are forcing us to separate.

HISSSSS...

put your tail between 

your legs and slink off to

hell you flea ridden cur!

in order to return the

sacred seals of uda to

their rightful heir, prince

kirasi in the duchy of 

bandran, our three

heroes have entered the

ruins of a lost civilization

which has become the den

of a pack of ferocious

wo-lar-gras.
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wait...i’ve just 

recalled the one thing

these creatures fear.

FIRE!! lorale, posen,

they hate fire.

garen’s information

arrives too late 

for lorale. AAHHHH!!!

hiss...CHOMP!!

careful with that

garen or you’ll set

all these ruins

ablaze!

and i suppose 

you would prefer 

to be eaten?

point made.

take this 

foul beast!

HISSSSS...
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continued....

and from here on out our 

trail leads downwards.

HISSSSS...

the remaining wo-la-gras 

won’t stop running until they

reach the elos desert.

once the danger has passed,

garen tends to lorale whose

wounds require immediate

attention...

posen, boil some water. 

i’ve got some medicinal 

herbs in my bag.

i’ll apply a poultice to draw

out the toxin and then bind the

wounds. we’ll need a litter to

carry you. posen, look for

some poles.

ohhh...no...

leave me...so weak...

she’s asleep. the potion 

i gave her will keep lorale

out for the next few days.

how’s the litter coming?

drink some of this.

what is it?

it will restore 

your strength 

and help alleviate 

the pain.

wood’s all rotten 

here ‘bouts. besides, it’s 

not necessary. she looks 

to weigh only three 

and twenty stone.

in my youth 

i worked in the mines 

carrying twice that weight

sixteen hours a day - and

uphill at that!
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Last time around, I told you about a few games
that were much better than you might think
from looking at the box or reading the ads.

This time around, let’s discuss some games that just
didn’t measure up to the hype and promise that “the
good stuff ” is supposed to have.

First, let’s mention an older game that should hit
the discount racks any day now, Sid Meier’s Alpha
Centauri (optimistically abbreviated SMAC). Sid
Meier is the genius behind Civilization, an awesome
game that led to Civilization II, with most of the
improvements of the latter coming from Brian
Reynolds. Civ II spent a long time on my hard
drive, and with every crash, it was one of the few
games that I always  reinstalled. SMAC was billed as
"the new Civ,” and while it is a worthy game, it is no
Civ II, going wrong in so many ways. 

Where Civ II had a strong “discover the world”
feel to it with every game, SMAC, which takes place
on an alien world, somehow manages to get the "I’ve
done this all before” feeling after only a few games.
It’s hard to explain why, but the fact that there are
only two terrain types (fungus and non-fungus)
might have something to do with it. SMAC has a
new technology tree, but the technology is so arbi-
trary that it’s hard to relate to. Building a Wonder Of
The World is also obscure--which of  "Cure for
Cancer" (from Civ II) and "Human Genome Project"
(from SMAC) sounds like more of an achievement,
and would really make people happy? Amazingly
enough, they have the exact same effect, giving you
an extra happy person (or “Talent”) in every city.
This brings up another problem—the game is all
too similar to Civ II. Veterans of the classic will
spend their first game realizing that "oh, Energy is
Money, and Probe Teams are Diplomats,” then they’ll
realize that there’s less new about the game than first
meets the eye. A bit more time changing the game
and less time just changing the names would have
been appreciated. The final disappointment? Even
though Sid’s name is slathered across the front, a
look at the credits reveals this game is Brian
Reynold’s baby.  Sid actually whored out his name
for increased sales, and I can’t help but be slightly
offended.  

SMAC is a good game, worthy of a half dozen
plays, but when my hard drive crashed, I saw no rea-
son to put it back on. Despite all the hype, it was
just another game.

Might and Magic VI was the most fun I’ve had
with a computer RPG in years — the best game
since Bard's Tale. Despite its huge size, I played it

through twice, not something one usually does with
an RPG. Thus, I was plenty hyped to play Might
and Magic VII. They blew it.

There are only minor improvements to the engine
and game rules, and this game would be better off
labeled as Might and Magic 6.1 than giving it a
whole new number. Yes, I would have bought it as
an expansion (which is what it really is), and then I
wouldn’t have been disappointed when I found out
it wasn’t a new game at all. I guess Sword of Xeen
(an expansion for M&MV) didn’t sell well, so they
didn’t want to hurt sales by calling M&M VII an
“expansion pack.”  But, they should call a spade a
spade. Now I know that 3DO will deceive me just
to increase sales, and I'm not happy about this
knowledge.

What few changes they made to the game add
more complexity than fun, which is something that
3DO has never done (before now) with their games.
In M&MVI, to cast a really cool spell (like one that
teleports you from the dungeon to a town), you  need
to get a mage with a high relevant skill, get him
trained in that skill, get the gold to buy the spell,
and then find the shop that sells the spell. Does this
sound like it needs to be made more difficult?
Admittedly, once you’ve played the game through,
you can get this all done in two months or so of
game time, but M&MVII (which has identical spells)
additionally requires you to go on a pretty major
quest before you can get the training. By the time
you’ve scoured the entire continent to finish the
quest, the game is mostly over, since the game is
MUCH smaller than its predecessor. They took
something challenging, and made it annoying, and
that’s just not kewl. If they didn’t want you to use
the big spells, they could have just taken them out,
and actually ADDED some new spells to the game.

The main, heck, only, innovation in the game is
that there are several more character classes, and you
can do a bit more specialization. Unfortunately,
every class has a specialty, and the party maximum
size is still 4. It’s all too easy to put together a party
that lacks either the ability to disarm a trap, or wear
plate mail, or wield a sword, or cast some very use-
ful spells, or repair armor, or identify items, or what-
ever. Oh well, it's still worth playing once, barely,
but not twice.

Another game that didn’t fulfill its potential was
Microprose’s Birth of the Federation. The basic idea
was to take the wonderful engine of Master of
Orion, and fill it with all the lawful goodness of the
Star Trek universe. How could something like this

Rick’s Rants
By Rick Moscatello
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go wrong?  Let’s count the ways:
First, you put in a great, three dimensional, tactical

combat system—.then make ships so fragile that they
explode like firecrackers at the slightest provocation.
Most combats are over in two turns, giving you almost no
chance to run away.

Next, you put in the unique Master of Orion research
system—then take away all the cool neat stuff, and make
most of the research like “Level 2 Farm, Level 3 Farm,
Level 2 Factory, Level 3 Factory,” and so on. Then make
the act of upgrading to a higher level of facility something
that takes a dozen or so turns (sometimes MUCH more).
Then program it so that colonies all start out at level 1,
making colonization a tedious and frustrating business.

Let players play on really big maps, but have almost all
ships go only 1 or 2 spaces a turn (and no faster, since
research is so unimaginative), making movement across
the map a painfully slow process.  Then make shipbuild-
ing extremely expensive (especially considering how frag-
ile they are), so that building a spacefleet and army for
conquest is just as slow as movement.

Institute a fascinating system of morale, so that the var-
ious races get bonus points for doing things they’re sup-
posed to do (e.g., Klingons get really happy when you
conquer), and are penalized for acting out of character
(brutally conquer a world as the Federation, and watch in
horror as Earth goes into revolt)—then make the penal-
ties and bonuses to morale so outrageous that accidental-
ly losing a scout ship in a minor skirmish can only be rec-
tified by slaughtering millions of civilians and conquering

a world.  Make sure the program makes it easy for a scout
ship to be ambushed by a space station, and don’t forget
to make the ship so fragile that it is certain to be destroyed
before it can run away from the sneaky starbase. 

Add the possibility of a wide range of random events,
including stuff that happened on the television show,
then make the events so horrific that players will learn to
expect asteroids to annihilate worlds every three turns or
so. Don’t forget to add a high possibility of an unstop-
pable Borg invasion of 3 or more cubes, since players
might like to have game after game ended because of a
“random” event, even on the “easy” level.

Finally, make the game fairly complex, with lots of lit-
tle rules and nuances. Then, put nothing in the rulebook
that comes in the box, and charge another $20 for the
“strategy guide,” which has all the charts and tables a
player will need to make informed decisions about what
to do. Be sure the strategy guide includes all the built-in
cheats that the designers used, (the only way they could
actually finish this abomination.)

Add to the mix a slew of bugs, and program requirements
that could take hours of effort before the program will even
run. I really wanted to like this game, but, in the end, it was
a “play once, then blow off the hard drive” game for me.
Some people might well love this game, but, I have a life.

Hey just because I don’t like it doesn’t mean it’s a bad game.
Disagree with my rants? Write me sometime at
IQRickMo@aol.com, and convince me of the error of my
ways.  ❑
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• Over 10,000 Items in Stock
• Board Games  • Card Games

• Fantasy, Sci-Fi & Historical Miniatures
• RPGs  • LARPs  • & Much More!!!

www.sgtsniff.com
visit our online store at:

Featuring new products at
20% Off the suggested retail!

A Percentage of ALL Sales Goes To Charity
1-904-399-1975

2850 Atlantic Blvd. • Jacksonville, FL 32207

Available October,1999 
Chapter 3, Issue 9 [$2.95]
"Legacy of Thrain" - part 4 of 5

What is the dangerous secret that lurks beneath the surface of
Thaland, the pious cleric of Xuan?  Nearing the end of their
quest, the adventuring party finds themselves confronted with
their two deadliest challenges yet. The first is a terrifying basilisk
guarding Thrain's temple.  It will take everything they have to
survive, let alone defeat such a creature.  The second obstacle is
even more chilling... betrayal from one of their own! Who
among them will survive and take up the crown of Thrain?  
A gripping installment in an ongoing saga from Avelon creators
Manny Vega and Blaine Loyd, with a painted cover by Ricardo
Boronat.
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HEY KIDS!!
Be a KODT 
GameVine Cub

Reporter!!
Send your news items to

gamevine@aol.com

SSUUPPPPOORRTT
YYOOUURR
LLOOCCAALL

GGAAMMEE SSHHOOPP!!!!

1998 ORIGINS AWARD WINNERS ANNOUNCED
Recently, at  Origins ‘99 (July 4th Weekend in Columbus Ohio) the Origins Award Winners were

announced. Congratulations to all you winners and a BIG THANKS to everyone who took the time
to fill out a ballot and vote.

Best New PBM Game: Dungeon (Madhouse USA)
Best On-going PBM Game: Middle Earth PBM Fourth Age 
Best Game-Related Novel: The Silent Blade (WotC)
Best Game-Related Short Work: Leftovers (Pinnacle)
Best Action Computer RPG: Star Wars: Rogue Squadron (LucasArts)
Best Roleplaying Computer Game: Baldur's Gate (Interplay)
Best Strategy Computer Game: Starcraft (Blizzard/Havas)
Best Historical Miniatures Rules: Medieval Warfare (Terry Gore)
Best Sci-Fi or Fantasy Miniatures Rules: Battletech Master Rules (FASA)
Best Amateur Game Magazine: Mythic Perspectives (Gnawing Ideas)
Best Professional Game Magazine: Knights of the Dinner Table (KenzerCo)
Best Graphic Presentation of a Card Game: Deadlands CCG (WotC)
Best Graphic Presentation of a Board Game: Crimson Skies (FASA)
Best Graphic Presentation of an RPG: Dragonlance Bestiary (WotC)
Best Card Game Expansion or Supplement: M:TG: Urza's Saga (WotC)
Best Trading Card Game: Deadlands CCG (WotC)
Best Traditional Card Game: Guillotine (WotC)
Best Historical Figure Miniatures Series: 25mmDarkest Africa (Guernsey Foundry)
Best Vehicle Miniature: Velocipede (Pinnacle)
Best Sci-Fi or Fantasy Figure Miniature: Hangin' Judge (Pinnacle)
Best Abstract Board Game: What Were You Thinking? (WotC)
Best Historical Board Game: Great War at Sea: Plan Orange (Avalanche)
Best Science Fiction or Fantasy Board Game: Crimson Skies (FASA)
Best Roleplaying Adventure: Return to the Tomb of Horrors (WotC)
Best Roleplaying Supplement: Greyhawk: The Adventure Begins (WotC)
Best Roleplaying Game: Star Trek: The Next Generation RPG (Last Unicorn)

Decipher 
to publish

Austin Powers
Collectible
Card Game

It’s party time, baby!
Decipher (The same
folks who brought you
the Star Wars CCG)
are working on the
Austin Powers
Collectible Card Game. Can you say, “It’s
party time, baby?!”? The game is due out this
fall. So dig out those mood rings and bell 
bottom jeans and prepare to get randy. For
more info go to: 
http://www.decipher.com/austinpowers/index.html
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KODT LOST
WORLDS BOOKS

Flying Buffalo will be releasing four Lost Worlds

books based on the KODT characters in October.
The books will be fully compatible with the other
books in popular diceless combat series.
Product #8610: Knuckles - thief with crossbow (Bob) $8.95
Product #8611: Teflon Billy - magic user with Fireball (Brian) $8.95
Product #8612: El Ravager - with Hackmaster" +12  (Dave) $8.95
Product #8613: Thorina - female barbarian with axe (Sara) $8.95

For more info contact: Flying Buffalo Inc
PO Box 1467/Scottsdale, AZ 85252 USA   
Ph: 480-945-6917

MAXIMUM DROOL FACTOR!
AVALON HILL BACK?

Boy, is it EVER!!
Last year when it was announced

HASBRO was buying out Avalon Hill
there was a collective cry of despair
from gamers everywhere. It seemed, as
one reader put it, “the end of an era.”

Well, the Masters of Strategy are
back. We spent considerable time at
the Avalon Hill booth at GENCON
drooling (literally) over their new
games. These games have to be seen to be
believed. Classics like Acquire, Axis and Allies
and Diplomacy have been given make-overs
and brought up to date. Go to www.avalon-
hill.com to see more. HOODY HOO!
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from the vine for your reading enjoyment

GENCON PHOTOGENCON PHOTO GALLERYGALLERY

The KODT Live Reading was standing-room only, this year. We were stunned at the turnout. A good time was had by all.

“It’s HUGE!!”  Bob attempts to walk off with the ‘Big
Damn Twenty Sider” at the ‘Big Damn WOTC Castle”.The big man, himself. Gary Gygax running a game of AD&D for a lucky group of players.

Bob basking in the presence of
Laura Croft. Below - is that Keven
Bacon in a Dave “Die Orc” shirt?

Wayne Wallace, trying to decide if he
should buy Orcs at the Gates or  

actually save some money for food.
The Drawbridge Studio staff (creators of Avelon) discover that the phrase,
“We don’t need no stinkin’ [con] badges!” will NOT get you past security.

Lew Herring thought it would be
kewl to sing, “I’m Too Sexy For This

Shirt!” for twelve consecutive hours at
the KenzerCo Booth. It wasn’t kewl at

all - it was downright annoying.

Task-Master Steve Johansson,
demanding to know where the
final files for KODT#35 are.

Byron Schlidmadt of Awesome Games attempting to draw interest in his up-coming prod-
uct line. Byron just launched his company recently but didn’t have any product for the

show. He decided to get a booth and ask attendees what kind of products he should make.
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BETWEEN

GAMES

PUBLISHERS!!

GET YOUR GAME SPOTLIGHTED HERE!

SEND YOUR REVIEW COPIES TO:

KODT: BRIAN’S PICKS

1003 MONROE PIKE

MARION, IN 46953

DEVIL BUNNY NEEDS A HAM
Cheapass Games
2530 E. Miller St.
Seattle WA, 98122
www.cheapass.com

I was drawn to this game by the wacky title and although the game has
nothing to do with ham, it is an interesting little strategy board game.  Of
course it is produced in the Cheapass format on black and white card stock.  

Players compete to be among the first to move their tokens safely to the
top of a building (the board).  Unfortunately, Devil Bunny feels the need to
knock them down every so often.  Falling players will live or die depending
on the height of the fall or whether or not there is anyone below them to
catch them. 

As you would expect from Cheapass games, this is a great one to pull out
during a party or when simply passing time with friends.

Brian’s Rating: Another fine game from Cheapass

STOP SECRET:  The Spy Game
Plum Publishing INC.
P.O. Box 511521,  SLC, UT 84151-1521
www.plumpublishing.com  $29.95

This game is cleverly disguised in a pizza box so it might be easy
to miss in your typical game store. But if you can find it, it’s defi-
nitely worth checking out.  

The format of the game is a traditional abstract board game that
comes with multicolored six sided dice, tokens and chips for use
during play.  The rules are a simple one page sheet and they’re also
summarized on the board itself.  Each player plays a spy and
begins play at his home “embassy.” 

The chips represent political “secrets” that are placed in prede-
termined locations on the board according to matching the color of the secret with the color of the board loca-
tion. Each color represents a different country.  The goal of the game is to travel around the board and be the
first to collect at least one secret from each of the other 5 countries and return them to your embassy.  

What makes this game really fun is your ability to mess with your opponents. Like the old game Aggravation,
landing on your opponent’s tokens allows you to send them back to his own embassy. Furthermore you can
raid an opponent’s embassy to take any secrets he has there.  

Each player also has “satellite” embassies that may allow him to fax secrets back to the home embassy but
this might be more difficult that delivering the secret in person.  

There are also airport spaces which allow faster round-the-board movement. All in all this game is a fun
twist on a classic board game concept.

Brian’s Rating: That’s classified mister!  Just buy the game.

life’s a game!

PLAY!!
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WWEEIIRRDDPPEETTEE’’SS BBUULLLLEETTIINNBBOOAARRDD  
is a meeting place where readers may pass along information, barter,
trade and gossip.  Readers are invited to place classified ads, announce
group meetings, seek out other players, etc.  Subscribers of KODT may
place classified ads free of charge with a limit of one ad per issue and a
maximum of twenty-five words.  Non-Subscribers may place ads at the
rate of 50¢ per word with a limit of 25 words.  Companies may place
ads at the following rates: [5.5” x 2” - $50], [2.75” x 2” - $25], [1.5” x
1” - $10].  Non-profit organizations (serving the gaming community)
and Conventions or Seminars may place ads for free.  All ads are placed
on a first-come first-served basis with subscribers having priority.

AATTTTEENNTTIIOONN CCOONNTTRRIIBBUUTTOORRSS!!

if you submitted an idea for a KODT STRIP that was 

published, but did not receive your free copy of

KODT - contact the editor. (HE lost his list). be

sure to include the name of the strip, your full

name, and snail mail. 

thanx.

KNIGHTSOFTHEDINNERTABLE T-SHIRTS¡¡

KODT T-Shirts are now available!! Classic black with the above strip in white. Size XL
only. Available exclusively from Kenzer and Company. Our mail order address is

Kenzer&Co, 2094 Camino a los Cerros, Menlo Park, CA  94025

$19.95 
$19.95 + $3 s/h

+ $3 s/h

charge me one of
those bad boys on my
mom’s credit card!!!!

Knights of the D inner Table™

ONE-TIN SOLDIER:YOU LOSE DUCK BOY
Preston

AAaarroonn''ss  OOuutt  ooff  PPrriinntt  GGaammeess
Buying, Selling, and Trading Dungeons &
Dragons, Wargames, and Sci-Fi.  Come to;

http://members.aol.com/aleeder454/index.html

WWAANNTTEEDD!!!!
SSSSII’’ss  ““PPeeooppllee’’ss  GGeenneerraall””..

CCoonnttaacctt  rreellkkiinn@@aaooll..ccoomm

Looking for a lost Ethyk! It has 

reddish brown hair and responds to

the name Kip.  If you have any 

information please contact me at

www.jestersplayhouse.com\zardoz.htm
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Areader recently informed us that NASA has a contigency plan in the event of a Viking
Attack and instructed us to got to gazis@arwen.arc.nasa.gov.  We were a bit surprised
that to find he was telling the truth. Either the folks at NASA have a keen sense of

humor or someone down in R&D has been sniffing the helium tanks again. At any rate, we
thought our readers would find “Defense Against Viking Raids” an interesting read.

-----
SUBJECT: Procedure to Follow in the Event That Vikings attack Building 245.
BACKGROUND: Since the decline of the Carolingian Empire in the 10th century,
Building 245 of the NASA Ames Research Center has been subject to periodic raids
by Viking marauders. These marauders generally attack in search of gold, reli-
gious icons, and other forms of plunder. The NASA Ames Barbarian Affairs Office
has established the following procedures for defense against Viking raids:

DEFENSE AGAINST VIKING RAIDS
1.0 Complete a DARC-820AD (Identifying a Barbarian Attack)  to determine if
the visitors are Viking raiders. 

1.1 Are the strangers wearing weapons, helmets, and armor? 
1.2 Do the strangers lack trade goods or other evidence that they might

only be peaceful merchants? 
1.3 Do the strangers have NASA Ames visitor ID badges? 
1.31 If so, do these badges identify the visitors as Viking raiders? 

2.0 Fill out Viking Raid Logbook in Division Office. 
3.0 Complete an FF-1066AD (Report of Viking Raid)

3.1 Section I -- Identity of the attackers 
3.11 Nationality (if not Norwegian, Swedish, Danish, or Frisian check 'Other'). 
3.12 Name of leader (include name of family and clan) 
3.13 Under 'Religion' check either 'Pagan' or 'Converted'. 
3.2 Section II -- Program Office Review 
3.21 Check 'Unclassified'. 
3.22 Originating NASA Organization (NASA Ames Research Center/SST). 
3.23 Type in Division Chief. 
3.24 Type in Mail Code under 'Office Code'. 
3.25 Type in Mail Code under 'Program Office and Code'. 
3.3 Write cover letter to NASA Headquarters. 

4.0 Assemble the FF-1066AD package. Separate and assemble the FF-1066AD with 
four (4) copies of cover letter as follows: 
4.1 First Page (white) -- attach cover letter to the back. On the side 

write: DO/218-2. 
4.2 Second Page (green) -- attach cover letter to the back. On the side 

write: S/200-7. 
4.3 Third Page (pink) -- attach cover letter to the back. On the side  

write: SS/245-1. 
4.4 Fourth Page (yellow) -- attach cover letter to the back. On the side

write: Branch Code and Mail Stop (SST/245-3). 
5.0 Finish DARC-820AD -- staple copies of letter to Headquarters (Step 3.3) to
the back. 
6.0 Forward DARC-820AD and FF-1066AD package to Division Office for signatures. 

6.1 Division Chief will forward DARC-820AD and letters to secretary to 
file in author's file.

6.2 Division Office will sign FF-1066AD, date all copies, and forward them
as follows: 

6.21 Original: to Document Control Clerk. 
6.22 Others: to Branch Office and Directorate Office. 

7.0 Take refuge in the hills until the raiders are gone. ❑

“HOUSTON, WE HAVE A PROBLEM!”



Kingdoms of Kalamar™

Fantasy Roleplaying Setting

The dark hordes of the Flaymaster, Lord of Pain
and Torture, raid the southern lands from their
northern temple fastness. The Minions of
Misfortune, vile worshippers of the Creator of
Strife, threaten the cities and lands of the east.  And
the legions of the Vast Empire, once the greatest
force for good on Tellene, march against all those
that stand for truth and the common weal.  Now is
the time for heroes in the Kingdoms of Kalamar!

The Kingdoms of Kalamar™ boxed set comes
with two volumes, our high-quality maps and a handy
hex-map overlay.  The first volume, Sourcebook of
the Sovereign Lands™, deals with the nations, cul-
tures and history of Tellene.  The second volume,
Mythos of the Divine and Worldly™ details the
deities, priests and important organizations of the
Sovereign Lands. Our Kalamar Maps are among the
best in the industry, and present the full panorama of
the Sovereign Lands in a breathtaking vista.

Volume I: Sourcebook of the Sovereign Lands
• Presents the history, climate and chronology of the Sovereign

Lands, the main continent of the world of Tellene.
• Details the Sovereign Lands by region, for easy reference; each

section includes a map showing geography, kingdom boundaries,
major settlements and political hotspots.

• Over 25 kingdoms, city-states and regions ripe for adventure,
running the gamut from noble kingdoms to vile realms of tyran-
ny and from cities of thieves to primeval barbarian tribes.

• Geographical regions in detail, from the majestic Krond Heights
to the mysterious Vohven Jungles and from the elven
Lendelwood to the haunted Khydoban Desert.

Volume II: Mythos of the Divine and Worldly
• Includes details on the moons, stars and zodiac of Tellene, as well

as unusual magical and extra-planar events and locations.
• Contains descriptions of numerous independent organizations of

psionicists, barbarians, rebels, pirates and thieves, including the
infamous Secret Network of the Blue Salamander.

• Details the history of the Gods of Tellene and the War of the
Gods as well as their nature and their relationship with mortals.

• Describes in detail each of the forty-three Gods of Tellene,
including their spheres, faiths, temples and specialty priests.

• Includes a section on the languages of the Sovereign Lands and
the scripts of each, from High Elvish to Hobgoblin.

• BOTH volumes include extensive, cross-referenced indexes for
quick reference!

Kingdoms of Kalamar Maps
• Includes two magnificently detailed full-color 36” by 24” maps

that together detail the entire Sovereign Lands of the Kingdoms
of Kalamar.

• Also includes a calibrated hex-map overlay for accurate distance
determination.

All for only $29.95!
Available at all fine hobby shops!

New This Fall!  Kalamar Quests
• Provides a challenging adventure and useful

supplementary campaign material.
• Same professional writing style found in the

Kingdoms of Kalamar volumes
• Only $3.95 each!

Unguarded Hoard Sep ‘99
The Hungry Undead Oct ‘99
Night of the Rotlord Nov ‘99
The Scirocco’s Kiss Dec ‘99

© Copyright 1999, Kenzer and Company, All Rights Reserved. Kalamar Quests and the Kingdoms of Kalamar are trademarks of Kenzer and Company.

from the writers of Knights of the Dinner Table



so check THIS out. then this QUESTING KNIGHT dude gets an attitude. \ mean

this dude REALLY gets all bent out of shape and yells, “\ thought \ told

you to STAND FAST!” course, my character is a GANNOCK BROTHER BATTLE -

he ain’t about to take that kind of lip from ANYBODY.  so he yells back:

now keep in mind this

ALL took place in the

vaccum of space. it

totally rocked!

and ME with my left leg

torn out of it’s socket

and STILL trying to

maintain my grasp on

the DETONATOR.

“YOU WANT A PIECE OF ME?!!”

now this is the part where it

REALLY gets interesting....

(groan) i wish they

would leave so I could

get ready for our FAD-

ING SUNS game tonight.

i can’t wait to play a

REAL mercenary!


	Editorial of a Madman
	Table Talk: Reader Mail
	The Strips
	Wager Me This
	Coal-Lateral
	A Horse is a Horse
	A Mute Point

	Fantasy Comics
	Shardar
	The Shields of Bandran

	Disks of Wondrous Power
	Gamevine
	Brian's Small Press Picks
	Weird Pete's Bulletin Board
	Parting Shots



